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Lab 3: If You Liked This…
Key question: How do apps choose what to show us?
Lesson at a glance
	Learning objective
	To know that apps use information about what we choose to suggest what we might like next, and how this is different from a person helping us.

	Success criteria
	1. I can suggest a book for a friend and give a reason.
1. I can say that an app uses data about what I chose before to make suggestions.
1. I can say one way a shopkeeper and an app are different.
1. Oracy (Cognitive): I can give a reason for my suggestion using "because you liked…".

	AILit Framework
	EA4 Basic (focus): Examine how predictive AI systems provide recommendations that can inform or limit perspectives. At KS1: know that apps use information about what we choose to suggest what we might like next.
Knowledge: K1.1 (AI is not human: it uses data, not feelings), K2.3 (data is gathered while we use an app), K4.1 (suggestions influence our choices)  ·  Skills: Self & Social Awareness, Communication  ·  Attitudes: Curious, Reflective  ·  Level: Basic

	National Curriculum
	Computing KS1: recognise common uses of information technology beyond school; use logical reasoning to predict the behaviour of simple programs.
English, spoken language (Y1–6): participate in role play and improvisations; ask relevant questions; articulate and justify answers and opinions.
RSHE (Relationships Education): how information and data is shared and used online. English (reading for pleasure): recommending books to others. 2028-ready: AI and data awareness (recommender systems).

	Trust values
	Self-responsibility (I'm in charge of my choices) · Caring for others (choosing something a friend would enjoy)

	Timing
	60 minutes (45-minute timings are in the sequence; see also Adaptive teaching)

	AI access
	None for pupils (KS1, Trust policy: pupils do not use AI tools). Fully unplugged role-play. The "app" is played by a pupil or the teacher. No AI tools or AI-generated content.

	Safeguarding
	Low risk. Pupils may mention videos or games they watch at home; respond neutrally. If anything suggests unsuitable content or contact, follow your school's procedures.


Teacher subject knowledge
Written for non-specialists. Read before teaching (about 5 minutes).
1. A recommendation is a suggestion of something you might like. Shop assistants, librarians and friends make recommendations. So do apps: video apps ("Up next"), shopping sites ("You might also like…"), music and game apps.
1. Apps use data about what we choose. Every time we tap, watch, like or skip, an app can record it (AILit K2.3). A recommender system looks for patterns in that data, plus what lots of other people chose, and predicts what we'll pick next (link back to Lesson 1's pattern-guessing).
1. A person is different. A shopkeeper can ask questions ("Do you want something new?"), notice how you feel, and know that you'd like a birthday present for your gran, not for you. An app only has the data. It doesn't know you or care what you like; it matches patterns.
1. Suggestions can get stuck. If you watched three dinosaur videos, the app may keep suggesting dinosaurs, even if you're ready for something new. Older pupils learn about "filter bubbles" (Y8, EA4 Intermediate). At Year 2 we just say: "You're in charge. You can choose something different."
1. Language: say "the app suggests / uses data / predicts", not "the app knows what you like" or "the app wants you to watch".
1. Real apps at home. Many pupils use video or game apps at home (often with a parent's account). Don't name or criticise specific apps; keep the message positive and practical.

	Before the lesson
☐  Print and cut book cards (Appendix A): one shelf of 12 per pair and an A4 set for the demo
☐  Print customer cards (Appendix B), one set per pair
☐  Print the "App screen" sheet (Appendix C) for the demo, plus app rule card
☐  Print Venn mats (Appendix D), one per pair
☐  Optional: shop sign, a till, a name badge for the shopkeeper; a tablet-shaped card frame for the "app"
☐  Print talk frames (Appendix E) and lab reports (Appendix F)


Key vocabulary
Gestures: suggest = offer something with an open hand; recommendation = thumbs up then point to a friend; data = hands make a box; choose = pick something from the air.
	Word
	Child-friendly meaning

	suggest
	To give an idea of something someone might like.

	recommendation
	A suggestion of something you might like.

	app
	A program on a phone, tablet or computer.

	data
	Information, like what you tapped, watched or chose before.

	choose
	To decide what you want.

	same / new
	Like what you had before / different from before.


Common misconceptions
	Pupils may think…
	Actually…
	Try saying…

	The app knows what I like.
	It uses data about what I tapped or watched, and guesses.
	"It guessed from what you chose before. Does it know you?"

	The app's suggestions are the best things for me.
	They are guesses based on data. They might be the same things again and again.
	"Who's in charge of what you choose?"

	A shopkeeper and an app are the same.
	A person can ask you questions and understand how you feel. An app only uses data.
	"What could the shopkeeper do that the app can't?"

	The app is a person choosing for me.
	It's a computer program made by people. It follows patterns.
	"Is there a person inside the tablet?"


Resources
1. Slides: Y2-L3-slides.pptx (16 slides, with speaker notes)
1. Appendix A: book cards (12-book shelf)
1. Appendix B: customer cards
1. Appendix C: "App screen" sheet and app rule card
1. Appendix D: shopkeeper vs app Venn mat
1. Appendix E: talk frame cards
1. Appendix F: lab report exit tickets
1. Optional props: shop sign, till, name badge, a tablet-shaped card frame
Lesson sequence
Teacher script is in italics. Timings show 60-minute / 45-minute versions.
	Phase
	Teacher does and says
	Pupils do
	Talk and AfL

	1. Hook: Welcome to the Book Nook
0–7 / 0–5 min
Slides 1–3
	In role as the shopkeeper (name badge): "Welcome to the Book Nook! What kind of books do you like?"
A TA or confident pupil is the customer: "I loved Dino Dig." Shopkeeper asks: "Do you want another dinosaur book, or something new?" then recommends: "I would suggest T. rex Trouble because you liked Dino Dig."
Step out of role. Slide 3: "How did the shopkeeper choose? What did she ask?"
	Watch the role-play.
Talk partners: how did the shopkeeper choose?
	Talk partners.
AfL: do pupils notice the shopkeeper ASKED a question?

	2. Learn
7–11 / 5–8 min
Slides 4–5
	Share today's experiment (slide 4) and the lab words with gestures (slide 5).
Model the frame: "I would suggest Stars at Night because you liked Rocket to the Moon."
	Copy the gestures; repeat the model sentence.
	Oracy focus: "because you liked…".

	3. Role-play: the Book Shop
11–24 / 8–17 min
Slides 6–7
	Pairs: Customer and Shopkeeper. Customer reads their card (Appendix B): two books they liked. Shopkeeper looks at the shelf (Appendix A), asks one question, then recommends with a reason.
Pupil choice: Customer 6 can choose their own two books from the shelf.
Swap roles after 4 minutes. Circulate and listen.
	Role-play both roles.
Use the frame to recommend.
	Suggesting frames (tiered).
AfL: listen for a reason linked to what the customer liked.

	4. The App Shop
24–34 / 17–25 min
Slides 8–10
	"The Book Nook is closed! Now we shop on an app." A volunteer holds the tablet frame: they are the App. Give them the app rule card: "Look at what they tapped. Suggest more of the SAME kind. You can't ask questions."
Customer taps a dinosaur book (slide 9). App suggests dinosaurs. Tap again: more dinosaurs! Keep going (slide 9 shows the loop).
Slide 10: "The customer wanted something new today. Could the app tell?" (No: it only had data about what they tapped.)
	Watch and predict what the app will suggest next.
	Predicting: "I predict the app will suggest ___ because ___."
AfL: do pupils link suggestions to the tapping data?

	5. Hot-seat the App
34–40 / 25–29 min
Slide 11
	Teacher takes the App role (tablet frame) and sits in the hot seat. Pupils ask questions; the App answers accurately: "I suggested dinosaurs because you tapped dinosaurs three times. I don't know you. I use data."
Model asking a question first: "Why did you suggest more dinosaur books?"
	Ask the App questions using frames.
	Hot-seating with questioning frames.
AfL: who asks a "why" or "how" question?

	6. Shopkeeper or app?
40–50 / 29–37 min
Slides 12–13
	Pairs sort statements onto the Venn mat (Appendix D): asks you questions · uses data about what you tapped · suggests things · can tell if you're sad · works for millions of people at once · can suggest something new.
Model the compare frame (slide 13): "The shopkeeper can ask what I want, but the app only uses data about what I tapped."
	Sort and compare.
	Comparing frames (tiered).
AfL: "suggests things" goes in the middle.

	7. Plenary: you're in charge!
50–60 / 37–45 min
Slides 14–16
	Slide 14: "If an app keeps suggesting the same thing, what can YOU do?" (Choose something different, ask a grown-up, search for something new, stop and do something else.)
Lab report (slide 15). Tease Lab 4 (slide 16).
	Share ideas.
Complete the lab report.
	Oracy self-check: "I gave a reason with 'because you liked'."


Talk toolkit for this lesson
Talk routine: Role-play in pairs, then hot-seating. Pairs role-play shopkeeper and customer, swapping roles. Then the teacher sits in the hot seat as "the App" and pupils question it; the App answers honestly about using data
Oracy focus: Cognitive (giving a reason for a suggestion, linked to evidence: what the customer liked).
Teacher model: "I would suggest Stars at Night because you liked Rocket to the Moon, and they're both about space."
	Function / level
	Sentence frames

	Suggesting: support
	I would suggest ___ because you liked ___.
Word bank: suggest · liked · because · same · different · new · data · chose

	Suggesting: core
	You might like ___ because ___.

	Suggesting: stretch
	I would suggest ___ because you liked ___. You might also enjoy something new, like ___.

	Comparing: support
	The shopkeeper can ___ but the app ___.

	Comparing: core
	The shopkeeper ___, but the app only ___.

	Comparing: stretch
	The app is good at ___, but it can't ___ because it only uses ___.

	Questioning (hot seat)
	Why did you suggest ___?
How do you know what I like?


Adaptive teaching
	Pathway
	Adaptations

	Support
	1. Smaller shelf (6 books, two of each kind) with matching symbols
1. Support frame and word bank; adult models the shopkeeper role
1. Venn sort: 4 statements only, read aloud

	Core
	As planned.

	Stretch
	1. Shopkeeper must suggest one "the same" and one "something new", with reasons
1. Explain why an app might keep suggesting the same thing
1. Stretch frame: "The app is good at ___, but it can't ___ because it only uses ___."

	SEND
	1. Role-play scripts with symbols for pupils who find improvisation hard
1. Pupils can recommend by pointing to and handing over a book card
1. Offer a watching or "till keeper" role instead of performing
1. AAC: preload "suggest", "because", "liked", "app", "data"

	EAL
	1. Book cards are picture-led; pre-teach suggest / liked
1. Allow home-language rehearsal before the English frame
1. Pair with a supportive partner for the role-play

	Tech access
	1. None (default): fully unplugged role-play
1. Optional teacher demo: show a screenshot of a children's book site's "You might also like" row (no log-in; checked beforehand)
1. Pupil hands-on: not applicable (KS1)

	45-minute version
	1. One round of the role-play (no swap) or a whole-class demo
1. Skip the hot seat; ask two questions in the App Shop instead
1. Venn sort as a whole-class thumbs vote


Assessment
Unit "I can" statement (from the progression map): I know that apps use information about what I choose to suggest what I might like next (EA4 Basic).
	Judgement
	What to look for

	Working towards
	Makes a suggestion in role-play with support. Needs prompting to say what the app uses.

	Expected
	Recommends with a reason; explains that the app uses data about what you tapped or chose before; gives one difference between a shopkeeper and an app.

	Greater depth
	Explains why app suggestions can keep being the same, and what they can do about it.

	Oracy
	Gives a reason using "because you liked…".



	Model answer
"The app suggested more dinosaur books because I tapped dinosaur books before. It uses data about what I chose. The shopkeeper asked me if I wanted something new, but the app can't ask. I'm in charge, so I can choose something different."


Safeguarding notes
1. Low risk. No AI tools or AI-generated content.
1. Pupils may talk about video or game apps at home. Respond neutrally; don't name or criticise specific apps.
1. If a pupil mentions seeing something upsetting, being contacted by someone online, or using apps meant for older children, follow your school's safeguarding procedures.
1. Reinforce: you're in charge of what you choose; tell a trusted adult if something online worries you.


Appendix A: Book cards: the Book Nook shelf
One shelf per pair (cut out or keep as a sheet). The books are invented for this lesson. You could swap in real books from your class library.
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Dino Dig
DINOSAURS
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T. rex Trouble
DINOSAURS
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The Dino Egg
DINOSAURS
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Rocket to the Moon
SPACE
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Stars at Night
SPACE
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Planet Pip
SPACE
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The Football Fox
SPORT
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Race Day
SPORT
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Under the Sea
ANIMALS
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Puppy Rescue
ANIMALS
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The Lost Castle
ADVENTURE
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Treasure Map
ADVENTURE




Appendix B: Customer cards
One set per pair. The customer reads which books they liked before. Customer 6 chooses their own.
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Customer 1
I liked:
Dino Dig
T. rex Trouble
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Customer 2
I liked:
Rocket to the Moon
Stars at Night
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Customer 3
I liked:
The Football Fox
Race Day
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Customer 4
I liked:
Under the Sea
Puppy Rescue
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Customer 5
I liked:
The Lost Castle
Planet Pip
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Customer 6 (your choice!)
I liked:
Choose 2 books from the shelf




Appendix C: "App screen" sheet and app rule card
Print the screen on A3 for the demo. Place the tapped book in the first box and the app's suggestions in the others.
	BOOK APP
You tapped:


	 


	You might also like…


	 
	 
	 



	APP RULE CARD (for the pupil playing the app)
1. Look at what the customer TAPPED.
2. Suggest more books of the SAME kind.
3. You can't ask questions. You can't see faces. You only have the data!




Appendix D: Shopkeeper vs app Venn mat
One per pair. Cut out the statements and place them in the circles. Answers: shopkeeper only = asks you questions, can tell if you're sad; app only = uses data about what you tapped, works for millions of people at once; both = suggests things, can suggest something new (accept reasons).
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SHOPKEEPER ONLY
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BOTH
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APP ONLY

	 
	 
	 



	asks you questions
	uses data about what you tapped
	suggests things

	can tell if you're sad
	works for millions of people at once
	can suggest something new




Appendix E: Talk frame cards
	Support (full frame + word bank)
I would suggest ___ because you liked ___.
The shopkeeper can ___ but the app ___.
Word bank: suggest · liked · because · same · different · new · data · chose

	Core (sentence starter)
You might like ___ because ___.
The shopkeeper ___, but the app only ___.
Why did you suggest ___?

	Stretch (open reasoning)
I would suggest ___ because you liked ___. You might also enjoy something new, like ___.
The app is good at ___, but it can't ___ because it only uses ___.




Appendix F: Lab report (exit ticket)
	LAB REPORT · Lesson 3
Name: ___________________________
1. The app suggested more dinosaur books because ______________________.
2. The shopkeeper can ______________________ but the app can't.
3. If an app keeps suggesting the same thing, I can ______________________.
Talk check: I gave a reason with "because you liked…".   ☐ yes   ☐ nearly
How do I feel?  Colour one:   ( ) I've got it!    ( ) Nearly there    ( ) I need help



	LAB REPORT · Lesson 3
Name: ___________________________
1. The app suggested more dinosaur books because ______________________.
2. The shopkeeper can ______________________ but the app can't.
3. If an app keeps suggesting the same thing, I can ______________________.
Talk check: I gave a reason with "because you liked…".   ☐ yes   ☐ nearly
How do I feel?  Colour one:   ( ) I've got it!    ( ) Nearly there    ( ) I need help




Adapted from: OECD / European Union (2026), "Empowering learners for the age of AI: An AI literacy framework for primary and secondary education", https://doi.org/10.1787/65cd27d4-en (CC BY 4.0). This is an adaptation of an original work by the OECD and the European Union. The opinions expressed and arguments employed in this adaptation should not be reported as representing the official views of the OECD, its Member countries or the European Union.
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