CASE T1- Ml’ R”lE CARD Nina, Serafina & Selina - Book 1: What Is Al?

Cut out. The big card goes on the fridge, the small ones go in your pencil case.

HOW I SPOT THE GUESSING MACHINE

1. Whatever can be wrong is usually an Al.
The light switch is never wrong. The translator can get it
wrong.

2. Don’t believe blindly, don’t distrust blindly — check.
However smart it sounds. Especially when it sounds smart.

3. What | never tell an Al:
my name, where | live, which school | go to.

YOU'RE THE BOSS. B O D
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' THE GUESSING MACHINE Al isn’t a friend, an enemy, or magic — it’s
7 a tool. You’re the boss.
1. Whatever can be wrong is usually an Al.
2. Don’t believe blindly, don’t distrust . My name, where |live, my school? I keep
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: 1
I 1

ninaserafinaselina.com/more/book1

T T 1
THE GUESSING MACHINE Al isn’t a friend, an enemy, or magic — it’s
7 . atool. You're the boss.
1. Whatever can be wrong is usually an Al. :
2. Don’t believe blindly, don’t distrust My name, where | live, my school? | keep

| blindly — check. . that to myself.

ninaserafinaselina.com/more/book1

ninaserafinaselina.com/more/book1



