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1. FOREWORD AND INTRODUCTION 

Foreword 
With the arrival of conversational agents available to the general public, such as ChatGPT 
3.5 in the fall of 2022, along with many other developments stemming from artificial 
intelligence, I decided, in February 2023, to submit a grant application to the ECQ in order 
to create a digital game with two main educational objectives: 

1) To develop the mastery of English among college-level students through gamified 
(Bonenfant, 2023, p. 77) open educational resources (UNESCO) in the form of a 
digital serious game (Plante, 2016, p. 72) 

2) To encourage the development of students’ digital skills (ministère de l’Éducation 
du Québec, 2019). 

These pedagogical resources would be made available to all teachers in the college 
network as an Open Educational Resource (OER)  
licensed under CC BY-NC-SA. Please note that two versions of this investigation game were 
developed, one of which is in a video game format (Unity version).1  

Finally, the idea to create a digital serious game was accepted by the ECQ and I am proud 
to present – A Journey through the Digital World and English Culture! In addition to 
offering rich academic and cultural content, this OER can be adapted, remixed, and 
transformed by all teachers wishing to integrate this game into their teaching.  

I therefore invite you to engage in the game of experimentation and innovation for the 
common good and the development of English digital literacy among college students. 

Enjoy your digital journey, and I look forward to meeting you on the road to creative 
collaboration! 

Sophie ������  

 

  

 

1 Jeu sérieux numérique: Marier, S. (2025).  A Journey through the Digital World and English Culture.    
https://view.genial.ly/6504a478af58960012554128 

   Jeu sérieux numérique (version 2): UQAM, Cégep de Lévis et Université TÉLUQ (2025). A Mysterious Quest into 
Ethical Citizenship and Digital Literacy (1.3). [WebGL].  https://www.vokage.ca/play.  Version adaptée de Marier, S. 
(2023). A Journey through the Digital World and English Culture (Genially)[jeu numérique d’enquête]. Cégep de 
Lévis.  https://view.genial.ly/6504a478af58960012554128 

 

https://view.genial.ly/6504a478af58960012554128
https://can01.safelinks.protection.outlook.com/?url=https%3A%2F%2Fwww.vokage.ca%2Fplay&data=05%7C02%7Cbonenfant.maude%40uqam.ca%7C68f217adc1fd45bf51b808de0cf16999%7C12cb4e1a42da491c90e17a7a9753506f%7C0%7C0%7C638962428161511188%7CUnknown%7CTWFpbGZsb3d8eyJFbXB0eU1hcGkiOnRydWUsIlYiOiIwLjAuMDAwMCIsIlAiOiJXaW4zMiIsIkFOIjoiTWFpbCIsIldUIjoyfQ%3D%3D%7C0%7C%7C%7C&sdata=c7nf%2FKqwBWw0O%2BrZfsAGcomIjViP%2FUDQKHEVDB3BTNQ%3D&reserved=0
https://view.genial.ly/6504a478af58960012554128
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This is a second version of the Pedagogical Guide for the second version of the game. The 
first version was called An English Journey through the Digital World and English Culture. 

 

Introduction 
The game was designed with the general education objectives and the themes for the 102 
and 103 college levels in mind. General education aims to prepare students to live 
responsibly in society, to integrate cultural knowledge, and to master language as a tool 
for thought, communication, and global awareness. More specifically, the main themes of 
the 102- and 103-level courses concern society, culture, and literature. 

The game can be used in person, remotely, or in a hybrid mode, and consists of 5 missions: 

Mission 1 – Ethical Citizenship 

Mission 2 – Information Literacy 

Mission 3 – Critical Thinking 

Mission 4 – Producing Content via Digital Technology 

Mission 5 – Communicating via Digital Technology 

Students progress through the missions, discovering codes and syllables that, when 
properly ordered, will earn them their final badge. 

The aim of this pedagogical guide is to facilitate the understanding of the digital serious 
game, explain the potential for adapting its content to the teacher’s technopedagogical 
course design, and help plan its integration into pedagogical class activities. The guide is 
therefore divided into two main sections: Chapter 3 How the Game Works and 
Pedagogical Activities for Each Mission, and Chapter 4 Information for Adapting the Game. 
The basic instructions are particularly important, as they ensure a smooth and enjoyable 
navigation experience during gameplay. 

To ensure that the game is properly integrated into a course, it is recommended to keep 
in mind the key elements of effective technopedagogical alignment (see Appendix 1). 
Appendix 1 also contains vocabulary acquisition strategies. 
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Figure 1 - Missions map (Genially, 2025) 

2. HOW THE GAME WORKS AND PEDAGOGICAL 
ACTIVITIES FOR EACH MISSION 

Basic Instructions 
Before students begin playing, it’s important to explain the basic instructions and icons so 
that they can navigate the game with ease.   

Instructions: 

• Take time to read the guidelines and definitions (without, however, reading the 
academic references for each) 

• Keep all the codes and syllables as they are disclosed 
• Take time to read the feedback 
• Take time to go through the ethical reflections suggested by Vicky and Daniel 

(characters who appear throughout the game)  

It is also very important to inform students that if they wish to pause their progress during 
the game, they must at least complete the section they are on within a mission. 
Otherwise, they may have to redo the entire section – sometimes under a new username 
– before being able to proceed to the next section of the mission. The only way to resume 
the game is to start a new section of a mission or simply begin a new mission. 

 

Key Icons 
1) Gateway to each mission 

Just click on the mission to access its challenges. 

 

 

 

 

 

 

 

 

 

 
The globe icon takes the 
students back to the missions 
map. 

Figure 2 - Globe (Genially, 2025) 
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2) Mission index 
Each mission includes an index in which each section of the mission is listed. The 
time required to complete each section is displayed by hovering over each image. 
For example, by hovering over the section Health Challenges, the student will see 
that it takes approximately 30 minutes to complete the challenges, obtain the 
code, and move on to the next section Advertising Challenges. 

 

 

 

 

 

 

 

 

 

 

 

Note: During the game, the student only needs to click on the passport to return to the 
Index.  

 

3) Question mark   
The question mark is present throughout the game and provides 
access to Webster’s online dictionary2.  

 

Badge   
At the end of each mission, the student can download a badge certifying that he or she 
has successfully completed the mission.  

 

 

 
 

 

2 https://www.merriam-webster.com/dictionary/dictionary 

Figure 3 - Mission index (Genially, 2023) 

Figure 4 - Passport (Genially, 2023) 

Figure 5 - Question mark 
(Genially, 2023) 

Figure 6 - Badge (Marier, S., 2025) 

https://www.merriam-webster.com/dictionary/dictionary
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MISSION 1: ETHICAL CITIZENSHIP 

(Time required for Mission 1: 1 hour 15 minutes – we recommend dividing the mission into 2 
parts: 40 minutes (Health and Advertising) and 35 minutes (Privacy and The Environment)  

The content was chosen based on the issues raised in the central dimension of the Digital 
Competency Framework: Ethical Citizenship. 

Objective of the central dimension of digital competency 

Exercising ethical citizenship in the digital age 

• Behaving ethically, taking into consideration the social, cultural and philosophical diversity of 
digital society as well as the social, economic, environmental and professional contexts in which 
interactions may take place 

• Being aware of the impact of the use of digital technology on one’s physical and psychological 
well-being 

• Understanding the issues around the commodification of personal information, the influence of 
digital advertising, and the perceived reliability of websites 

• Reflecting on the ethical implications of laws and regulations governing digital technology, 
including those pertaining to copyright 

 

 

 

  
Scope and Sequence for Mission 1 

  

Listening/Watching activities Reading activities 
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Codes 

By playing the game yourself, you can make a note of the various codes and syllables obtained 
throughout; otherwise, they can be obtained from Sophie Marier: Sophie.Marier@cegeplevis.ca 

 

Warm-up Activity 

A warm-up activity, 15-minute discussion in small groups, has been developed to accompany each 
part of this mission (see Appendix 3).  

It is also recommended that reading strategies (skimming and scanning) be taught before starting 
the second part of this mission. An activity for this is suggested in Apprendix 3. 

 

Consolidation Activity 

It is recommended to require students to create a portfolio of vocabulary for each 
mission (see Appendix 4). 

If the game is played in class (lab hour), students who finish earlier than others could 
work on this portfolio. The portfolio could also be completed for homework. 

 

Glossary 

A glossary for this mission can be found in Appendix 6. 

  

mailto:Sophie.Marier@cegeplevis.ca
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MISSION 2: INFORMATION LITERACY 

(Time required for Mission 2: 50 minutes) 

The content was chosen based on the issues raised in the Information Literacy dimension of the 
Digital Competency Framework. 

 

Objective of the dimension  

Developing and mobilizing information literacy 

• Selecting and using information appropriately, mindful of information overload and filter 
bubbles 

• Recognizing situations in which further information is required, and taking appropriate 
action by planning and implementing an effective and meticulous research strategy 

• Mobilizing all available resources, including content experts and information specialists 

• Assessing traditional and digital information, including information published by friends 
and family and on social media, using stringent criteria and good judgment to determine 
the credibility and reliability of sources and content  

• Assessing and making any necessary adjustments to one’s research results, and organizing 
the resulting content for analysis  

• Adopting a reflective attitude toward information and its uses, cognizant of the context in 
which it has been produced and acquired as well as of the purposes for which it is being 
employed 

 

Scope and Sequence for Mission 2 

 
 

 

Codes 

By playing the game yourself, you can make a note of the various codes and syllables obtained 
throughout; otherwise, they can be obtained from Sophie Marier: Sophie.Marier@cegeplevis.ca 

 

Listening/Watching activities Reading activities 

mailto:Sophie.Marier@cegeplevis.ca
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Warm-up Activity 

A warm-up activity, 15-minute discussion in small groups, has been developed for this mission (see 
Appendix 3).  

 

Consolidation Activity 

It is recommended to require students to create a portfolio of vocabulary for each 
mission (see Appendix 4). 

If the game is played in class (lab hour), students who finish earlier than others could 
work on this portfolio. The portfolio could also be completed for homework. 

 

Glossary 

A glossary for this mission can be found in Appendix 6. 
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MISSION 3: CRITICAL THINKING  

(Time required for Mission 3: 50 minutes) 

The content was chosen based on the issues raised in the Critical Thinking dimension of the Digital 
Competency Framework. 

Objective of the dimension 

Developing critical thinking with regard to the use of digital technology 

• Employing critical thinking to assess digital content before using it 

• Deliberately developing one’s critical judgment regarding digital technology, based on 
rigorous analytical criteria through the use and comparison of digital resources  

• Making a thoughtful and honest assessment of one’s own use of digital technology  

• Developing one’s awareness of issues concerning the media, scientific advances, 
technological developments and the use of technology in order to be able to adopt a clear 
position, particularly with regard to the benefits and limitations of digital technology 

 

Scope and Sequence for Mission 3 

 
 

 

Codes 

By playing the game yourself, you can make a note of the various codes and syllables obtained 
throughout; otherwise, they can be obtained from Sophie Marier: Sophie.Marier@cegeplevis.ca 

 

Warm-up Activity 

A warm-up activity, in the form of a Learning App, has been developed for this mission (see 
Appendix 3).  

 

Consolidation Activity 

It is recommended to require students to create a portfolio of vocabulary for each 
mission (see Appendix 4). 

Listening/Watching activities Reading activities 

mailto:Sophie.Marier@cegeplevis.ca
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If the game is played in class (lab hour), students who finish earlier than others could 
work on this portfolio. The portfolio could also be completed for homework. 

 

Glossary 

A glossary for this mission can be found in Appendix 6. 
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MISSION 4: CONTENT PRODUCTION  

(Time required for Mission 4: 50 minutes) 

The content was chosen based on the issues raised in the Content Production dimension of the 
Digital Competency Framework. 

 

Scope and Sequence for Mission 4 

 

 

 

Codes 

By playing the game yourself, you can make a note of the various codes and syllables obtained 
throughout; otherwise, they can be obtained from Sophie Marier: Sophie.Marier@cegeplevis.ca 

 

Warm-up Activity 

A warm-up activity, in the form of a Kahoot, has been developed for this mission (see Appendix 
3).  

 

 

Objective of the dimension 

Producing content via digital technology 

• Producing or co-producing a variety of content (digital or otherwise) using digital technologies 
in the context of educational, professional or everyday activities  

• Selecting and using appropriate digital production tools based on one’s needs 

• Using different media such as text, sound or images to exploit digital data  

• Consulting and using content available in one’s immediate environment or online to inspire or 
shape products, while behaving ethically toward other content producers and respecting their 
legal rights 

Listening/Watching activities Reading activities 

mailto:Sophie.Marier@cegeplevis.ca
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Consolidation Activity 

It is recommended to require students to create a portfolio of vocabulary for each 
mission (see Appendix 4). 

If the game is played in class (lab hour), students who finish earlier than others could 
work on this portfolio. The portfolio could also be completed for homework. 

 

Glossary 

A glossary for this mission can be found in Appendix 6. 
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MISSION 5: COMMUNICATING VIA DIGITAL TECHNOLOGY  

(Time required for Mission 5: 50 minutes) 

The content was chosen based on the issues raised in the Communication dimension of the Digital 
Competency Framework. 

 

Objective of the dimension 

Communicating via digital technology 

• Communicating appropriately with others, adapting messages to a given context and 
taking into account the rules and conventions governing digital communication  

• Selecting and using appropriate digital communication tools based on one’s needs 

• Mobilizing a range of digital communication strategies and tools and using them in 
educational, professional and everyday activities 

• Recognizing and defining guidelines essential to safeguarding the confidentiality of one’s 
own communications and the communications of others  

 

Scope and Sequence for Mission 5 

 
 

 

Codes 

By playing the game yourself, you can make a note of the various codes and syllables obtained 
throughout; otherwise, they can be obtained from Sophie Marier: Sophie.Marier@cegeplevis.ca 

 

Warm-up Activity 

A warm-up activity, 15-minute discussion in small groups, has been developed for this mission (see 
Appendix 3).  

 

Listening/Watching activities Reading activities 

mailto:Sophie.Marier@cegeplevis.ca
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Consolidation Activity 

It is recommended to require students to create a portfolio of vocabulary for each mission (see 
Appendix 4). 

If the game is played in class (lab hour), students who finish earlier than others could work on 
this portfolio. The portfolio could also be completed for homework. 

 

Glossary 

A glossary for this mission can be found in Appendix 6. 
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3. INFORMATION FOR ADAPTING THE GAME 

The content of the digital serious game A Journey through the Digital World and English Culture 
can be adapted to the technopedagogical alignment of the teacher’s course. The following 
information may be useful for those wishing to do this. 

Design Tools 

These are the tools that were used to create the game: 

Genially: a free online application. If you think you will need more complex functions, you may 
want to consider the paid versions, such as EDU (e.g. for integrating interactive quizzes) or MASTER 
(e.g. for monitoring game usage statistics). 

Badge design: a free, open, online application. 

 

Export formats  

Pour l’exportation de ce guide pédagogique, suivez le lien OWNCLOUD3. 

Pour l’exportation de tous les fichiers des cinq REL (les 5 missions) à la base du jeu sérieux 
numérique, lorsque sur la page d’accueil du jeu4, il s’agit de cliquer sur l’icône « RÉUTILISER CE 
GENIALLY » afin que le SCORM (le dossier complet d’images, de sons, de quiz et d’hyperliens) soit 
téléchargé sur votre appareil. Vous pourrez par la suite, tout en respectant les conditions de 
réutilisation CC BY-NC-SA associées au jeu, l’adapter, le modifier ou le remixer à votre guise. 

 

Accessibility to the game and pedagogical guide 

This guide is free, open, and easily accessible at any time by anyone via the hyperlink 
provided in the footnote (3). 

The digital serious game is free, open, and easily accessible at any time by anyone via the 
hyperlink provided in the footnote (4).  

  

 

3 https://entrepot.collecto.ca/index.php/s/fq70QOzUR9v5Vwj 

4 https://view.genial.ly/6504a478af58960012554128  

https://badge.design/
https://view.genial.ly/6504a478af58960012554128
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Example of an adaptation (video game) 
The content of this game ‘A Journey through the Digital World and English Culture’ has 
been adapted by a video game development team supervised by Sophie Marier and is 
available under the name ‘A Mysterious Quest into Ethical Citizenship and Digital Literacy’. 
A storyline was added about a programmer, Sam Martin, who has mysteriously 
disappeared, and the protagonist must try to find her through the same content used for 
the Genially game. The game interface emulates an operating system similar to Windows.  

Since we don’t all have the same gaming expertise, here are some instructions and tips to 
help ensure that everything runs smoothly for a better experience. In order to guide 
students effectively, it is strongly recommended to play the game oneself in advance.  

• Access to the video game: https://www.vokage.ca/play 
3) Close the tab and return to this link or refresh the window at the end of each 

mission. 

• Passwords for each mission:  
o Mission 1: Ethical Citizenship 
o Mission 2: Digital Technologies 
o Mission 3: Information Literacy 
o Mission 4: Digital Communication 
o Mission 5: Digital Production 
o Mission 6: Critical Thinking 

• Everyone must create an account to access the game.  
• To find the exercises in each mission, it is important to follow the clues provided in 

the storyline of the game.  
• For Mission 1, the portfolio can be found in the photo gallery. Click on the zones 

highlighted in yellow to access the exercises in the Logbook. 
• At the end of Mission 1, a message appears in the chat. Click Continue to proceed. 

A final activity covering the concepts seen in the mission must also be completed. 
Following this, an obligatory restart must be activated by clicking on Shutdown.  

• In Mission 2, the story unfolds via chat and the photo gallery. 
• In Mission 3, the Friendhook social media platform can be found in the Web 

Browser. Scroll down to the download notifications to proceed. This mission is less 
linear and allows students to explore the Friendhook feed. The accordion of 
exercises in the Logbook may be closed but is still there. It simply needs to be 
opened. 

• For Mission 4, a Bloc-note is used. Click on the Logbook button to activate the 
exercises. The clues for accessing the content are in the text. 

• Mission 5 is also non-linear. It is possible to proceed from the 3 downloaded notes 
in any order. The accordion of exercises in the Logbook may be closed but is still 
there. It simply needs to be opened. 

https://www.vokage.ca/play
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• For the last mission, Mission 6, a new application, Commander, is available, and is 
an equivalent to Command Prompt in Windows. The solution to proceed is found 
in the text that appears when the correct answers are found for the exercises. It is 
important to respect upper- and lower-case letters. 

• A secret (known as an Easter Egg) can be found at the very end of the game. 
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4. APPENDICES 

APPENDIX 1 – DEFINITIONS, TECHNOPEDAGOGICAL ALIGNMENT, AND 
VOCABULARY ACQUISITION STRATEGIES 

 

Definitions of certain terms and concepts 
Open Educational Resources: “Open Educational Resources (OER) are learning, teaching and 
research materials in any format and medium that reside in the public domain or are under 
copyright that have been released under an open license, that permit no-cost access, re-use, re-
purpose, adaptation and redistribution by others.“ (UNESCO) 

Gamification: […] 1) game-specific elements, 2) which must be used in contexts outside the game 
in order to 3) increase engagement (motivation, participation, etc.) and improve the user 
experience (more pleasant, enjoyable, etc.) 4) in order to have an effect on the user’s behaviour 
5) concerning task performance (in a very broad sense). (Adapted from Bonenfant, 2023, p. 77.) 

Digital serious game: A serious game includes clearly defined training objectives (serious 
dimension) that manifest themselves in a realistic or artificial game environment (Sauvé, 2008) 
with rules and challenges. The digital serious game is thus designed specifically for learning and 
training. (Adapted from Plante, 2016, p. 72.) 

 

Technopedagogical Alignment  
To help prepare students for the game, here’s a suggested resource that will encourage 
teachers to reflect on all aspects (i.e. resources, activities, outputs, motivation, 
interaction, and feedback) of effective technopedagogical alignment, whether in an in-
person, remote, or hybrid (alternating in-person and remote) learning context. 

In this respect, when a teacher is considering using the digital serious game, it is important 
to reflect on the necessary pedagogical resources, and the Why? When? and How? the 
game will be used in the course. This careful reflection will help to prepare and motivate 
students, optimize the resulting interactions, and provide the best possible feedback to 
enhance learning. The Scope and Sequence table will facilitate this process (see Appendix 
2). 
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Click on the image to access the interactive OER (French). 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Vocabulary Acquisition Strategies 
As documented by Laufer (1997), when there is more than one unknown word in twenty 
for a reader, it becomes difficult to ensure comprehension of the text. In order to reduce 
the number of unknown words for students, it is recommended that students create a 
vocabulary portfolio (Ozawa, E. 2024; Reinhardt, J. and Thorn, S.L., 2020) in which they: 

• Write down the sentence in which the unknown word appears (Schmidt, 1990; 
Hulstijn et al., 1996) 

• Look up the definition of the unknown word within the context of the sentence 
(Hulstijn et al., 1996) 

• Create a sentence in which they immediately reuse the new word 
(Schmidt, 1990; Brown et Perry, 1991) 

• Identify an image, symbol, or sound that helps them associate the new word with 
this image, symbol, or sound (Brown and Perry, 1991) 

• If the word can be used in more than one context, create a sentence for each 
context (Cobb, 1997; Laufer, B. and Cobb, T., 2019) 

Figure 7 - Pistes pédagogiques (Gauthier, G., Dubé, M. et Marier, S., 2021) 

https://fabriquerel.org/pistes-pedagogiques/
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APPENDIX 2 – SCOPE AND SEQUENCE OF THE WHOLE GAME 

Mission and sections Learning resources Listening Reading Concepts addressed 

Mission 1 

Section 1 – Health 
Challenges 

The Social Dilemma (2020) X  

Mental health, well-being, isolation, loneliness, 
Internet addiction, artificial intelligence, 
polarization, echo chambers, misinformation, 
conspiracy theories 

Code Girl (2015) X  Social inclusion via digital technology 

Her (2013) X  Internet addiction, artificial intelligence, mental 
health, well-being, isolation and loneliness 

The A.I. Dilemma (2023) X  Artificial intelligence 

Artificial intelligence, Democracy and 
the Future of Civilisation (2023) X  Artificial intelligence 

« AI Godfather » Yoshua Bengio : We 
need a humanity defense organization 
(2023) 

 X Artificial intelligence 

Mission 1 

Section 2 – 
Advertising 
Challenges 

The Truth in User Privacy and Targeted 
Ads (2022)  X 

Authentication technology, surveillance devices, 
cybersecurity, personal freedom, massive data 
sharing, artificial intelligence 

Mission 1 The Circle (2017) X  
Authentication technology, surveillance devices, 
cybersecurity, personal freedom, massive data 
sharing, artificial intelligence 
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Section 3 – Privacy, 
Safety, and Legal 
Challenges 

The Great Hack (2019) X  Illicit harvesting of personal data, big data, personal 
freedom, massive data sharing 

The Capture (2019) X  Fake news, deep fake, surveillance equipment, and 
media manipulation 

Peacock Is Spreading Its Wings with 9 
Original Series.  Here’s the One You 
Should Watch. (2020) 

 X Fake news, deep fake, surveillance equipment, and 
media manipulation 

What Is a Copyright? (2016) X  Intellectual property 

Creative commons website (2023)  X Copyright, intellectual property, open access, 
sustainability 

Mission 1  

Section 4 -
Environmental 
Challenges 

Industry Leaders Say AI Poses Risk of 
Extinction (2023) X  Artificial intelligence 

Estimating the Carbon Footprint of 
BLOOM, a 176B Parameter Language 
Model (2023) 

 X Machine learning, environmental footprint, carbon 
footprint 

Mission 2 

Section 1 – 
Information 
Selection, Use and 
Research Strategy 

The Global Risks Report 2024  X Misinformation, Disinformation 

What is Information Literacy X  Information literacy 

Library Research: A Step-By-Step Guide  X Information search 

Mission 2 

Section 2 – 
Assessment and 
Analysis of 
Information 

Using the C.R.A.P. Test to Evaluate 
Websites X  Information assessment 
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Mission 3 

Media Concerns 

 

Do these A.I.-Created Fake People Look 
Real to You?    X Deepfakes 

Deepfakes: How to empower youth to 
fight the threat of misinformation and 
disinformation 

 X Deepfakes, digital literacy 

Deepfake Queen: 2020 Alternative 
Christmas Message X  Deepfakes, digital literacy 

Mission 4 –  

Copyrights and 
Creative Commons 

 

 AI art, explained X  
Artificial intelligence tools to create images, sounds 
and texts  
Copyrights 

OpenAI Made Crazy Videos-Then the 
CTO Answered (Most of) My Questions X  

Artificial intelligence tools to create images and 
videos  
Copyrights 

Z-Inspection process  X Detecting ethical tensions generated by artificial 
intelligence and proposing solutions  

APA Style Common Reference Examples 
Guide  X Guide to citing sources 

Mission 5 – 
Communicating Via 
Digital Technology 
Challenges 

What is an Algorithm? X  Artificial intelligence, algorithms 

Deep Learning – What Is Deep 
Learning? X  Artificial intelligence, deep learning, generative 

artificial intelligence, consent, prompts, algorithms 

The Great Hack X  Illicit harvesting of personal data, big data, personal 
freedom, massive data sharing 

The Myth of the Privacy Paradox X  Privacy, virtual communications 

Protect your Privacy Online X  Privacy, virtual communications 
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APPENDIX 3 – WARM-UP ACTIVITIES 

MISSION 1 – PART 1 (WORD VERSION) 

Warm-up activity 1-Ethical citizenship 

Let’s face it! 

 

Introduction: 

Behaving ethically means acting in accordance with established moral 
principles and standards of right and wrong, typically within a specific 
context like a workplace or community. It 
involves honesty, fairness, integrity, and 
respect for others, ensuring that actions align 
with societal values and legal requirements5. 
For example, being aware of the impact of the 
use of digital technology on one’s and other 
people’s physical and psychological well-
being is a perfect example of ethical 
citizenship.  Are you an ethical citizen where 
technology is concerned?     Source6 

        

 In teams of 4 students, take 15 minutes to discuss the questions 
listed below. 

 

 This week, identify ONE strength in your teammates’ speaking ability: 

 

5 Ministère de l’Éducation du Québec. (2019). Digital competency framework https : 
//www.education.gouv.qc.ca/fileadmin/site_web/documents/ministere/Cadre-
reference-competence-num.pdf 

6 Microsoft. (2025). Copilot (April 30 version) [large multimodal model]. 
https://copilot.microsoft.com/ 

https://entrepot.collecto.ca/index.php/s/sbAUjbDqzabkmDO
https://www.education.gouv.qc.ca/fileadmin/site_web/documents/ministere/Cadre-reference-competence-num-AN.pdf
https://www.education.gouv.qc.ca/fileadmin/site_web/documents/ministere/Cadre-reference-competence-num-AN.pdf
https://www.education.gouv.qc.ca/fileadmin/site_web/documents/ministere/Cadre-reference-competence-num-AN.pdf
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• Verb tenses are used correctly 
• Sentences are well structured 
• Pronunciation of -ed and plural ‘s’ 
• Accurate, precise and elaborate vocabulary 
• Active participation in discussion 
• Normal hesitation and rhythm  
• Opinions express a clear message in response to questions 
• Relevant additional questions are formulated 

 

 For each question, a different student reads the question and makes 
sure everyone in the team gets a chance to express their opinion. 

 

 Questions (at least one question per student):  
1- When digital technology is involved, do you adopt healthy 

behaviors to ensure your own physical and psychological well-
being as well as that of others? 

2- Are you addicted to the Internet or are you reasonable in the 
number of hours you spend on the Web? 

3- Have you ever felt sad when not getting a lot of ‘Likes’ on one of 
your social media posts? 

4- Are you proactive in reporting unhealthy behaviors you witness on 
the Internet? 

5- What do you think about online advertising?  Have you ever 
noticed how you surprisingly get ads that happen to be about 
exactly what you had recently been looking for? 

 

AT THE END OF YOUR DISCUSSION, MAKE SURE YOU TELL EACH OF YOUR 

TEAMMATES WHAT THEIR STRENGTH IS! 

 

 Marier, S. and Fraser. S. (2025). Warm-up activity 1-Ethical citizenship. Cégep de Lévis. Sous 
licence CC BY-NC-SA. 
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MISSION 1 – PART 2 (WORD VERSION) 

Warm-up activity 2-Ethical citizenship 

Let’s face it again! 

 

Introduction: 

Last week, you mostly reflected on what 
displaying ethical and healthy online 
behaviors meant.  This week, let’s take some 
time to reflect on what it means to display 
ethical behaviors where privacy, the 
environment and technology are concerned.    

 

        Source7 

        

 In teams of 4 students, take 15 minutes to discuss the questions 
listed below. 
 

 This week, identify ONE area each of your teammates should pay 
attention to: 
• Verb tenses are used correctly 
• Sentences are well structured 
• Pronunciation of -ed and plural ‘s’ 
• Accurate, precise and elaborate vocabulary 
• Active participation in discussion 
• Normal hesitation and rhythm  
• Opinions express a clear message in response to questions 
• Relevant additional questions are formulated 

 

7 Microsoft. (2025). Copilot (April 30 version) [large multimodal model]. https://copilot.microsoft.com/ 

https://entrepot.collecto.ca/index.php/s/CXtjPFQZoFoXrqx
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 For each question, a different student reads the question and makes 
sure everyone in the team gets a chance to express their opinion. 

 

 Questions (at least one question per student):  
1- Do you always make sure not to leave any traces of personal and 

confidential information when you disclose personal data online?   
2- Do you protect yourself enough to ensure your own physical and 

psychological safety as well as that of others when digital 
technology is involved? 

3- Do you think our governments have acted by updating the laws 
and regulations to avoid a scandal, such as the Cambridge 
Analytics scandal, here in Quebec, Canada? 

4- How do you feel about the idea that everything you do, see and 
watch on the Web is recorded somewhere?  Do you think it is a 
good thing? 

5- Do you think your use of artificial intelligence has an impact on 
your personal carbon footprint? 
 

AT THE END OF YOUR DISCUSSION, MAKE SURE YOU TELL EACH OF YOUR 

TEAMMATES WHAT AREA THEY SHOULD BE CAREFUL WITH! 

 

 Marier, S. and Fraser. S. (2025). Warm-up activity 2-Ethical citizenship. Cégep de Lévis. Sous 
licence CC BY-NC-SA. 
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MISSION 2 (WORD VERSION) 

Warm-up activity 3 – Information literacy 

Let’s get it right! 

 

Introduction: 

Developing information literacy means 
more than just finding facts—it’s about 
knowing when you need information, 
planning how to get it, and using reliable 
strategies to search effectively. It also involves thinking critically about 
what you find, especially online, where not everything is   8 

trustworthy—even if it’s shared by someone you know. Along the way, it's 
important to stay open to adjusting your approach, to organize your 
research clearly, and to reflect on where the information comes from, 
why it was created, and how you intend to use it.9 

 

 In teams of 4 students, take 15 minutes to discuss the questions 
listed below. 

 

 For each question, a different student reads the question and makes 
sure everyone in the team got a chance to express their opinion. 

 

 This week, identify ONE strength in your teammates’ speaking ability: 
• Verb tenses are used correctly 
• Sentences are well structured 

 

8  Image source : https://www.vecteezy.com/photo/49740556-glowing-light-bulb-hovering-
over-open-book-with-sparkling-particles-on-blue-background 

9 Source: https://www.education.gouv.qc.ca/fileadmin/site_web/documents/ministere/Cadre-
reference-competence-num-AN.pdf 

https://entrepot.collecto.ca/index.php/s/m0nesaDf43W6XzS
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• Pronunciation of -ed and plural ‘s’ 
• Accurate, precise and elaborate vocabulary 
• Active participation in discussion 
• Normal hesitation and rhythm  
• Opinions express a clear message in response to questions 
• Relevant additional questions are formulated 

 

 Questions (at least one question per student):   
1- When discussing current events or other topics, do you think you 

always have well-informed opinions? 

2- How do you decide whether a source of information is trustworthy 

or not? Can you think of a time when you were unsure? 

3- What do you verify, if anything, before sharing a post online? 

4- Have you ever changed your opinion on a topic after doing 

research? What influenced your change of mind? 

5- What challenges do you face when searching for reliable 

information online, and how do you usually deal with them? 

 

 

 Marier, S. and Fraser. S. (2025). Warm-up activity 3-Information literacy. 
Cégep de Lévis. Sous licence CC BY-NC-SA.  
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MISSION 3 (WORD VERSION) 

Link to Learning App activity: 

How well do you know these words? 

 

 

 

MISSION 4 (WORD VERSION) 

Link to Kahoot activity: 

Warm-up Activity: Portfolio Mission 4 - Détails - Kahoot! 

 

 

  

https://entrepot.collecto.ca/index.php/s/WtosX4uireECB8H
https://learningapps.org/watch?v=pqbmevyva25
https://entrepot.collecto.ca/index.php/s/fhRvpSfT2tVwU8E
https://create.kahoot.it/share/warm-up-activity-portfolio-mission-4/9c7bedb2-48ff-49bc-ab34-72e67566d837
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MISSION 5 (WORD VERSION) 

 

Warm-up activity 6 – 

Critical thinking, Content production, and Virtual 
communications 

Let’s think about it! 

 

Introduction: 

Critical thinking skills are always important!  Whether it be when you read, 
when you produce, or when you share information via digital technology, 
it is crucial to be critical. 

 

Communicating via digital 
technology means talking and 
sharing information with others in a 
respectful way that fits the situation. 
It includes picking the right digital 
tools for what you need, using them 
well in school, work, and everyday 
life, and making sure to protect your 
own privacy and the privacy of 
others.10 

11 

Content production involves creating or collaborating on various types 
of content—digital or otherwise—using digital tools in educational, 

 

10 Source: https://www.education.gouv.qc.ca/fileadmin/site_web/documents/ministere/Cadre-
reference-competence-num-AN.pdf 

11 Image source : https://www.freepik.com/free-photos-vectors/digital-communication 

https://entrepot.collecto.ca/index.php/s/SuupSDfskufdQ9E
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professional, or everyday settings. It includes choosing and applying the 
right digital tools based on personal goals, using different forms of media 
like text, audio, or images to make use of digital information. It also 
means drawing inspiration from content found online or in one's 
surroundings, while acting ethically and respecting the rights and 
ownership of other creators.12  

 

 In teams of 4 students, take 15 minutes to discuss the questions 
listed below. 

 

 For each question, a different student reads the question and makes 
sure everyone in the team got a chance to express their opinion. 

 

 This week, identify ONE strength in your teammates’ speaking ability: 
• Verb tenses are used correctly 
• Sentences are well structured 
• Pronunciation of plural ‘s’ 
• Accurate, precise and elaborate vocabulary 
• Active participation in discussion 
• Normal hesitation and rhythm  
• Opinions express a clear message in response to questions 
• Relevant additional questions are formulated 

 

 

 

 

 

 

 

12 Source: https://www.education.gouv.qc.ca/fileadmin/site_web/documents/ministere/Cadre-
reference-competence-num-AN.pdf 
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 Questions (at least one question per student):  
 
1- Do you always check the sources of a post before sharing it? 

2- Do you sometimes unknowingly contribute to disinforming or 

misinforming myself or my social and professional network? 

3- Can you remember a time you were initially fooled by an AI-

generated image? What tipped you off that it was AI-generated? 

4- Can AI-generated art still be considered art?  

5- Do you think the rise of AI in creative fields will ultimately enhance 

or diminish the role of human artists and professionals? Why?  

6- What are some ways you show respect and responsibility when 

communicating with others online? 

7- What steps do you take to protect your privacy and the privacy of 

others when using digital tools? 

8- Have you used a chatbot before? Are you certain you have not 

shared personal data when using a chatbot? 

 

 

 Marier, S. and Fraser. S. (2025). Warm-up activity 6-Critical thinking, 
content production, and virtual communications. Cégep de Lévis. Sous licence CC BY-NC-SA.  
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APPENDIX 4 – CONSOLIDATION ACTIVITIES  

MISSION 1 – ETHICAL CITIZENSHIP (WORD VERSION) 

 

https://entrepot.collecto.ca/index.php/s/FVyIPsvxPQi8kmA
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 Lapointe, C, Marier, S., and Pittendreich, A. (2025).  Vocabulary 
portfolio-Ethical citizenship. Cégep de Lévis. Sous licence CC BY-NC-SA.  

  



40 

 

MISSION 2 – INFORMATION LITERACY (WORD VERSION) 

 

 

 Lapointe, C, Marier, S., and Pittendreich, A. (2025).  Vocabulary 
portfolio-Ethical citizenship. Cégep de Lévis. Sous licence CC BY-NC-SA.  

https://entrepot.collecto.ca/index.php/s/YBCho30FMlPcLPu
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MISSION 3 – CRITICAL THINKING (WORD VERSION) 

 

 

 Lapointe, C, Marier, S., and Pittendreich, A. (2025).  Vocabulary 
portfolio-Ethical citizenship. Cégep de Lévis. Sous licence CC BY-NC-SA.  

https://entrepot.collecto.ca/index.php/s/quguOXL9S1G343K
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MISSION 4 – CONTENT PRODUCTION (WORD VERSION) 

 

 

 Lapointe, C, Marier, S., and Pittendreich, A. (2025).  Vocabulary 
portfolio-Ethical citizenship. Cégep de Lévis. Sous licence CC BY-NC-SA.  

 

  

https://entrepot.collecto.ca/index.php/s/8gJvRTlEcBlc8XP
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MISSION 5 – COMMUNICATING VIA DIGITAL TECHNOLOGY (WORD VERSION) 

 

 Lapointe, C, Marier, S., and Pittendreich, A. (2025).  Vocabulary 
portfolio-Ethical citizenship. Cégep de Lévis. Sous licence CC BY-NC-SA.   

https://entrepot.collecto.ca/index.php/s/J2ro3zBhKCo4nc5
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APPENDIX 5 – SUPPLEMENTARY ACTIVITIES (THROUGHOUT THE GAME) 

1) Annotated readings or summary of a chapter of a book such as: 
• Klara and the Sun (Kazuo Ishiguro, 2021) 
• The Circle (Dave Eggers, 2017) 
• Company Town (Madeline Ashby, 2017) 
• The Human Algorithm (Flynn Coleman, 2019) 
• The Filter Bubble (Eli Pariser, 2011) 
• The Age of Em: Work, Love, and Life When Robots Rule the Earth  

(Robin Hansen, 2016) 
• Irresistible: The Rise of Addictive Technology and the Business of Keeping Us 

Hooked (Adam Alter, 2017) 
• Free Culture: The Nature and Future of Creativity (Lawrence Lessig, 2004) 
• Thirteen Reasons Why (Jay Asher, 2007) 
• Understanding Media and Misinformation in the Digital Age  

(Melissa Zimdars, 2020) 
 

2) Annotated viewing or summary of a section of film such as: 
• Snowden, (Open Road Films, 2016) 
• Why Do People Troll? (LearnFree, 2020)  
• Coded Bias (The Moss Center, 2020) 
• Death by Design (Al Jazeera, 2018) 
• Fake Famous (HBO, 2021) 
• Social Network (Sony Pictures Entertainment, 2010) 
• AI Is Dangerous, but Not for the Reasons You Think (TED, 2023) 

 
3) Collaborative exercise for co-designing a quiz or presentation on the issue of their 

choice using Kahoot, Wooclap, Socrative or Genially. 
 

4) Written analysis of the issue of their choice, such as:  
• Advantages and disadvantages of chatbots  
• Impacts on mental health  
• Impacts on the environment  
• Etc. 

 
5) Use of the following toolkit to generate discussions with students about the 

myths and realities, or specific issues, related to artificial intelligence 
(Délibérations dirigées VF (scénarios 1, 2, 3 ou 4); Deliberative workshops EN 
(scenarios 1, 2, 3 ou 4) 

 
 

https://www.youtube.com/watch?v=QlSAiI3xMh4&t=4s&ab_channel=OpenRoadFilms
https://www.youtube.com/watch?v=GDdbVYMDq30&t=3s
https://www.netflix.com/ca-fr/title/81328723
https://www.dailymotion.com/video/x659u5p
https://www.youtube.com/watch?v=2B7m-ARHz0c&ab_channel=HBO
https://www.netflix.com/ca/title/70132721
https://www.ted.com/talks/sasha_luccioni_ai_is_dangerous_but_not_for_the_reasons_you_think?utm_campaign=tedspread&utm_medium=referral&utm_source=tedcomshare
https://www.ethique-ia.com/_files/ugd/afe1b4_52a00b7d8e354e40ae554f6bce389858.pdf
https://www.ethique-ia.com/_files/ugd/afe1b4_7610150bce9947fd83d623956416b2f8.pdf
https://www.ethique-ia.com/_files/ugd/afe1b4_7610150bce9947fd83d623956416b2f8.pdf
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ANNEXE 6 – GLOSSAIRE (MISSION 1: WORD VERSION) 

 

https://entrepot.collecto.ca/index.php/s/Cy44fSt1mXoDDRa
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(MISSION 2: WORD VERSION)

  

https://entrepot.collecto.ca/index.php/s/YBCho30FMlPcLPu


53 

 

  

  



54 

 

  



55 

 

(MISSION 3: WORD VERSION)

  

https://entrepot.collecto.ca/index.php/s/FWYiAE5P1TA18ll
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(mission 4: word version) 

https://entrepot.collecto.ca/index.php/s/W0BQycXVWRqTcLC
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(MISSION 5: WORD VERSION)   

https://entrepot.collecto.ca/index.php/s/5P9qnodkFD73JCS
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Marier, S. (2025). Word list-Information literacy. Cégep de Lévis. Sous licence CC BY-NC-SA 
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