SUBSTITUTE GUIDE - THURSDAY, OCTOBER 8, 2026 - 50 MINUTES PER CLASS

Describe the Drawing

PAPER AND WHITEBOARD, THEN QUIET WORK NO COMPUTER SKILLS NEEDED FROM YOU

NOTHING TODAY IS GRADED

Thanks for covering today. You don’t need any background in video
games or Al This page walks through the class in order, and the orange
boxes are lines you can read out loud.

Open the room screen ~ put this on the class TV jeffneet.com/school > Fall 2026 > Week 7 - Oct 8 >
Open the room screen

Where everything is. Go to jeffneet.com/school, choose Fall 2026, and find
the row Week 7 - Oct 8. It has five links: this substitute guide, a printable copy
of it, the handout (print one per student), the class copy (the two Round 1
pictures, six of each), and the room screen. Every other week’s handouts and

room screens are on the same page.

The room screen is a slideshow in a web browser. Open it on a laptop
connected to the class TV. Press the — key for the next slide and « to go back.
The clock at the top counts down: press —1 or +1 until it shows the minutes
actually left in class, then press Start. Every section of this page is labelled
with those same minutes.

The whole class, one line each

Times are minutes left in class, not minutes since it started. If class
starts late, set the clock to what is left and read this table from it.


file:///C:/git/7pa/7pa-curriculum/class-pages/room-screens/week-07-the-mark-you-cant-erase.html
file:///C:/git/7pa/7pa-curriculum/class-pages/substitute/week-07-describe-the-drawing.html
file:///C:/git/7pa/7pa-curriculum/class-pages/substitute/week-07-describe-the-drawing.pdf
file:///C:/git/7pa/7pa-curriculum/class-pages/substitute/week-07-describe-the-drawing.pdf
file:///C:/git/7pa/7pa-curriculum/class-pages/handouts/week-07-describe-the-drawing.pdf
file:///C:/git/7pa/7pa-curriculum/class-pages/handouts/week-07-round-1-pictures-one-per-class.pdf
file:///C:/git/7pa/7pa-curriculum/class-pages/room-screens/week-07-the-mark-you-cant-erase.html

MINUTES
LEFT

First

50

40

25

TIMING

WHAT HAPPENS

{7 Chromebooks out,
everyone signed in, first
instruction sent to the Al

Round 1 - describe a picture
in three-word sentences

7 Round 2 - the mark you
can’t erase

Studio - students work on
their own games

(7 Spec Check

What this class is, in one minute

YOUR PART

Hand out Chromebooks as
students walk in. Point at the
sign-in word.

Read the rules, time it, count
on the board

Make squiggles, read a one-
minute description, ask two
questions

Walk around and chat with
students about their games.
No software help needed.

Read five lines. Students check

their own work.

RUNS
FOR

about
5 min

10 min

15 min

20 min

5 min

Try to wrap up the activity around 25 left, so students get their own work time. The times are a guide,
and a few minutes either way is fine. If you run short, please keep the Spec Check at the end. It is
quick, and students count on it.

Students spend the semester building a video game with a free program called GDevelop, which has an
artificial-intelligence helper built into it. The real subject is learning to work with an AI while keeping
your own judgment, including noticing when it is confidently wrong.

Class opens with students signing in on Chromebooks and giving the Al its first job. It can take the AI
many minutes to finish one job, so they start it first and let it work while the class does something else.

After that, the first half of today is on paper and the whiteboard. It is an exercise about how hard it is to
describe something to someone who cannot see it. Students usually work out the point themselves, so
there is nothing to lecture. You hand out pictures, keep the word limit, count on the whiteboard, and draw

a few squiggles.



About the students: they have been told all semester that being wrong out loud is useful. If a student gets
something wrong in front of everyone, a simple “thank you” fits right in.

Before students arrive

Room screen on the class TV, on the first slide. Clock set to 50. Use a laptop connected to the TV.

Sign-in words switched on. On that same laptop, click the setup link once. It is in Mr. Neet’s
email and on the cover page of the printed packet. It opens the room screen with the sign-in
words turned on. See “The sign-in word” just below.

Chromebooks ready to hand out the moment students walk in. Signing in comes first, before the
activity.

Handouts printed, one per student. The handout is the “Describe the Drawing” sheet in the next
line.

Folders on desks. Every student has a class folder on the rolling cart. Put one at each seat. They
need them at the end of class.

A “Describe the Drawing” sheet on every desk. Blank paper works if the copies are missing.

Printed pictures, face down, in a stack you can hand out: one per pair of students. There are two
different pictures, Picture A (a robot) and Picture B (a boat). They are the last two pages of the
printed packet from Mr. Neet, and on the class website in the Week 7 row as “Class copy (PDF)”.
Copy six of each; the same copies are used again for every class. Alternate them so
neighbouring pairs have different ones.

A bookmark at Round 2 of this guide. It has a one-minute description that you read out loud.
There is nothing to play and nothing else to set up.

Whiteboard wiped, with a strip on the left for counting, and the rest split into four sections with
vertical lines. Markers and an eraser within reach.


file:///C:/git/7pa/7pa-curriculum/class-pages/handouts/week-07-round-1-pictures-one-per-class.pdf

The sign-in word, at the top of the room screen

Students sign in to GDevelop with a helper page, jeffneet.com/7pa. It asks for a sign-in word, and each class
has its own.

Once you have clicked the setup link, a small box appears at the top of the room screen, beside the clock. It
shows jeffneet.com/7pa and the word for the class in the room right now. It changes by itself five minutes
before each class starts, so there is nothing to type or remember. Click the box to see all four classes and
their words, or to pick a class yourself if the wrong one is showing.

IF THE BOX IS NOT THERE

The setup link has not been clicked on this laptop, in this browser. Click it again. It is safe to click more
than once. Between classes the box reads “no class now”, which is normal.

The four classes today

BLOCK TIME CLASS

1 9:35-10:25 Grades 6-12, class A
2 10:55-11:45 Grades 6-12, class B
3 12:30 - 1:20 Grades 3-5

4 1:25 -2:15 Grades 6-12, class C

Every class does the same lesson. Where grades 3-5 do something differently, this page says so.

IF THE PICTURES ARE MISSING

The pictures: they must be made of several simple parts - a house with two windows and a tree, a
robot made of boxes, a boat with two sails and a sun. A picture that can be named in one word doesn’t
work: “draw a cat” takes three words and there is nothing left to measure. If you need to, draw two
arrangements of simple shapes yourself and copy them.

Three things to say, and one to avoid

1 - BEFORE THE DRAWING, NOT AFTER

“Nobody gets all of this - that’s what we’re measuring.”

Everyone misses parts of it. Saying this first keeps that from feeling embarrassing.



2 - WHEN YOU TALK ABOUT WHAT WENT WRONG IN A DRAWING

“What did you drop?”
“Drop” lands better than “miss,” which can sound like a grade.

3 - IF A STUDENT PANICS ABOUT BREAKING THEIR GAME

“You can’t permanently ruin your game. Open History, next to Save, and go back to a
version that worked.”

It is true. GDevelop keeps older versions of every game, and students have heard the phrase before.

ONE TO STEER AROUND

It is tempting to say that an AI “forgets things in long messages, the same way you just did.” It sounds
right, but it isn’t how these tools work, so that one is best left for Mr. Neet. If a student raises it: “Good
question. Ask Mr. Neet.”




First

AS THEY
WALK IN

4

Chromebooks
and sign-in

about 5 min

20

MIN LEFT

Round 1 -
three words
atatime

10 min

Get everyone sighed in, and the Al started, before anything else

ON THE ROOM SCREEN

Slide 1 “Describe the Drawing” while they come in. — “First: get your Al
working.”

{7 This is what has worked best. The AI in GDevelop can take many
minutes to finish one job. If students start it now, it works in the
background during the paper activity, and their game is ready when
they come back to it. If they wait until work time, some will spend all
of it watching one job finish.

SAY AS THEY WALK IN
“Grab a Chromebook and sign in right away. Go to jeffneet.com/7pa. The

word is at the top of the screen.”

“Open your game and send the Al your first instruction for today. Then
push the Chromebook to the side, lid open, and leave it working.”

Students know how to do all of this. Your part is getting it started quickly. Start Round 1
once most of the class has sent an instruction. Anyone still signing in can finish while you

read the rules.

If a student doesn’t know what to ask the Al for, their folder has their notes from last time:
“What were you in the middle of? Ask for that.”

Everyone, in pairs, at their desks, at the same time

ON THE ROOM SCREEN

The five rules. — “How many sentences did it take?” — “What did you say
first?” with the closing line.

Setup. Students pair up with the person next to them and sit back to back, or stand a folder
up between them as a wall. One student in each pair gets a picture, face down. The other
draws in the box on their sheet. Everyone plays at once, rather than one pair at the front.



READ THE RULES OUT LOUD (THEY ARE ON THE SCREEN)

“If you have the picture, you're the describer. You may only speak in three-
word sentences. One sentence, then stop, and wait for your partner to
draw and say ‘ok.

If you're drawing, you may not ask questions. You can only draw and say
‘ok. Describer, no peeking at the drawing. Both of you, keep a tally of how
many sentences you used.”

THEN, BEFORE “G0”

“Nobody gets this perfect. We’re measuring how many sentences it takes,
not whether the drawing is good. Turn your picture over. Go.”

Wrap up around 42 left, or when most pairs have finished.

Then count, on the whiteboard

Ask each pair for their sentence count and write the numbers in the counting strip. You
will get a spread - four pairs took eleven sentences, one took thirty, one never finished. The
spread is the interesting part.

ASK THE PAIRS WITH THE LOWEST COUNTS

“What did you say first?”
It is almost always the big layout before the details - “House in middle. Tree on right.”

THEN SAY THIS - IT IS THE POINT OF THE ROUND

“The ones who finished fast didn't talk faster. They said the important
thing first.”

Two things students will do — both expected

* Cheat the three-word rule with hyphens and run-on words. Treat it as
clever - “you just invented a shortcut” - and keep the rule.

* Turnitinto a speed race. Speed is not what we are counting. Say so,
and praise the pair with the lowest sentence count, not the fastest
finish.



40

MIN LEFT

{» Round 2 -

the mark you
can’terase

15 min

GRADES 3-5 CLASS

Allow five-word sentences instead of three. Three words is genuinely hard at that age
and the frustration teaches nothing. If counting distracts them, drop the tally and ask
“was that a lot of talking or a little?” instead.

Same words for everyone. A different starting squiggle.

ON THE ROOM SCREEN

The three rules about the mark. — “So why are these all different?” —
“Did you make the same drawing?” — “The extra squiggle.” — the seed
slide (skip it for grades 3-5). — “What did you bring to it?” - only if a
student pushes back.

{» Students tend to enjoy this one most.

Setup. Ask for three or four volunteers to come to the whiteboard, one per section. The
rest of the class watches. Before anyone hears anything, you make one random,
meaningless mark in each volunteer’s section - a squiggle, a zigzag, a blob.

THREE THINGS ABOUT THE MARKS

Two volunteers get exactly the same mark. The others get different ones. That
contrast is what makes it work, so keep it to yourself for now.

Put the two same-mark students at opposite ends of the board, so they cannot see
each other’s work.

The marks must mean nothing. A circle turns into a sun, and then it is no longer
random. Squiggles, crossing lines, blobs.

READ THE RULES OUT LOUD (THEY ARE ON THE SCREEN)

“That mark is yours. You can’t erase it, you can’t ignore it, and it has to
end up as part of your finished drawing. You’ll all hear the same

description, once. Draw what you hear.”

Then read the description below out loud, once. It takes about a minute at a relaxed
talking pace.



READ THIS ONCE, START TO FINISH

“Okay, so there’s a house, and the roof is a triangle, a tall pointy one, and
there’s a chimney on the roof, a skinny rectangle, over on the right side of
the roof, no smoke. The house itself is a big box, wider than it is tall, and it
takes up most of the left side of the page. There are two windows, both
square, and each one has a cross in it, like four little panes, and they sit
next to each other up near the roof. And the door is on the left side, a tall
rectangle with a little round knob. There’s a path, kind of wiggly, going
from the door down off the bottom of the page. Then there’s a tree on the
right, with a round, bumpy, cloud-shaped top and a straight trunk, and the
trunk is about as tall as the door. There’s grass along the bottom, just a line
with a few spikes. Oh, and there’s a bird, just a little v, up in the sky
between the house and the tree.”

HOW TO READ IT
It is meant to ramble. Please don’t tidy it up, pause to let them catch up, or say any

part twice. Missing some of it is the point, and it is the same for every class.

You set the pace. Loud enough for the back row, and a little slower for grades 3-5. If
students ask you to repeat something: “You only get it once. Draw what you caught.”

Then give them two more minutes to finish drawing.

Then two questions, in this order

QUESTION 1 - TO THE WHOLE ROOM

“You all got the same words. Why are these all different?”
Let them answer. The mark is the answer, and they will find it.

* QUESTION 2 - TO THE TWO WITH THE SAME MARK

“You two had the same words and the same mark. Did you make
the same drawing?”

They will not have. Give the room a moment to look.



25

MIN LEFT

Studio - their
own games

20 min

THEN READ THIS ONE, CLOSE TO WORD FOR WORD

“That mark is called a seed. Same words plus the same seed gives a
computer the same picture, every single time. Change the seed and you
get a different picture from the exact same words - and nobody decided
what changed.”

IF AN OLDER STUDENT PUSHES BACK

“But we had the same mark and we still drew different things.” They are right, and they
have found the good question. No need to answer it. Hand it back:

SAY, AND THEN LET THEM TALK UNTIL ABOUT 25 LEFT

“So what did you bring to it that a computer doesn’t have?”

You don’t need an answer for it. The discussion is the point.

GRADES 3-5 CLASS - RUN IT WITH EVERYONE, AT DESKS

Instead of volunteers at the board, everyone draws at their desk. Before you read the
description, go round and draw one squiggle on each student’s paper. Give two
students who sit far apart the same squiggle. Say “the extra squiggle” instead of seed,
and skip the seed slide. Only say the word seed if a student asks what it is called. The
moment of “we all had the same words!” needs no explaining at this age, and they find it
very funny.

Around 25 left, wrap up, even if the discussion is still going. Thank the volunteers. Nobody

needs to erase their drawing until the next class arrives.

They build. You walk around.

ON THE ROOM SCREEN

“Before you touch anything, read your folder,” with three questions. —
After about two minutes, the “Go build” slide, which shows where to get
help. Leave that one up.

FIRST - A QUIET MINUTE AND A HALF

“Before you touch anything, open your folder and read your notes from
last time. What were you in the middle of? What are you doing first
today?”

Then say nothing while they read. Grades 3-5 say their answer to a neighbour.



Then walk around and ask students what they are working on. They like showing their
games, and your interest helps more than technical answers would. Nobody expects you
to fix anything in the program.

4, REMIND THEM TO SAVE OFTEN

“Save often. Click the M icon.” It is at the top left of GDevelop. A dot on the icon
means there is unsaved work. Say it once when work time starts and again about
halfway through. If you see a dot on a student’s screen as you walk around, point at it.

Signing in — students do this themselves

Most students signed in at the start of class. This is for anyone who arrives late or gets
signed out.

Students go to jeffneet.com/7pa on their Chromebook, type the sign-in word from the top
of the room screen, tap the tile with their own color and animal, and copy their email and
password into GDevelop. They have done this every week. You never need to type or know
a password.

IF A STUDENT ASKS HOW TO SIGN IN

“Go to jeffneet.com/7pa. The word is at the top of the screen.”

If a student still can’t get in after a couple of tries, there is no need to fix it. They can work
beside a neighbor or plan on paper, and you can write their name in the note for Mr. Neet.

When a student is stuck — three places to point

All three are inside GDevelop, so there is nothing to look up and nothing for you to fix.



THE SITUATION

Stuck on how to
do something in
the program

Asks about
something bigger,
like sound or
multiplayer

Broke something
and is upset

WHAT TO SAY

“Ask your AL.” The Ask AI button is at the top right
of the GDevelop window. They can ask it how to
do anything in the program.

“Look in the Learn tab.” Click the Home icon at
the top left. The bar on the left has a Create tab,
where their games are, and a Learn tab, with
videos and lessons for everything the program
can do. This is the place for students who are
ahead.

“You can’t permanently ruin it. Open History.”
The History drop-down is next to the Save button,
and it shows older versions of their game. To
carry on from an old version, they load it from
History and then click Save. A message on the
screen asks them to confirm.

IF A STUDENT SAYS “THE AI TOLD ME IT FIXED IT”

“Don’t tell me it works. Show me. Press Preview.”

It is the class motto, and students will recognize it. It means: don’t believe the Al said it
worked - run the game and look. (Grades 3-5 know the short version: “Don’t tell me. Show

me.”)

Three class rules students already know

* Screens stay on the project. No other games, videos, or chat.

* Ask before you touch someone else’s project. Helping is welcome;
taking over is not. A few students share one game with a partner, and

that is fine.

* 1 No personal information in the AI - ever. Not their name, school,
address, family, or anyone else’s. This is the one rule with no

exceptions.



LS JE— Their self-check. You just read the lines.

|? Spec ON THE ROOM SCREEN

Check The five steps and the “before you leave” box. — At the very end, the Fall

5 min Break slide.

Each student has a one-page sheet in their folder called My Game

Contract. It lists the promises they made about their game for the

semester - each promise is a spec. Students check it themselves, so

there is nothing for you to grade.

READ THESE FIVE LINES, WITH A PAUSE AFTER EACH

1. “Take out your My Game Contract. Read your specs to yourself.”

2. “In pencil, mark each one - check for solid, squiggle for shaky, X for
broken.”

3. “Anything shaky or broken goes to the top of your list for next time.”

4. “Everything solid? You may pick one more. Circle it in pen and write
today’s date.”

5. “Cut list: what did you decide today that you're not doing?”

THEN ONE LAST LINE

“Did anybody get a bad answer from the Al today? Write it in your Failure
Log.

»

Students keep a running list of times the Al was wrong, and they use it all semester.

PLEASE LEAVE THE CONTRACTS UNMARKED

There is a box on each spec for Mr. Neet’s initials, which he adds only when a student
shows him the spec working. Those boxes stay empty today.

4, EVERYONE LOGS OUT BEFORE THEY LEAVE

The Chromebooks are shared, so the next class must not open someone else’s game.
Read the four steps out loud, slowly. They are on the room screen too, on the slide
after the Spec Check.

Save (top left) » Home button (right next to Save) — their user name (top right) —
Logout (bottom left)




SAY BEFORE ANYONE PACKS UP

“Save first. Then log out: Home button, your name at the top right, Logout
at the bottom left. Then close the Chromebook and put it back.”

SAY AT THE VERY END

“Folders back on the cart. No class next week - it’s Fall Break. Mr. Neet is
back on October 22.”

COVERING MORE THAN ONE CLASS TODAY?

Between classes: collect the pictures and turn them face down again, wipe the
whiteboard and redraw the counting strip and four sections, check the folders are
back on the cart and every Chromebook is logged out, set the room screen back to its
first slide, and the clock to 50.

Words you will hear students use

A quick reference, in case one comes up.



WORD WHAT IT MEANS HERE

GDevelop The program they build their games in. It runs in a web browser.

The AI - the The AI helper built into GDevelop. The only Al these students use

assistant in class - a school rule.

Prompt What you type to tell an AI what you want.

Preview The button that runs their game so they can see whether it
works.

Sprite A picture in a game - the player, a coin, a tree.

Event A rule the student wrote: if this happens, do that.

Variable A named box holding a number or a word. Score, lives, time.

History The drop-down next to Save. It lists older versions of the game,
so a student can go back to one that worked.

Spec A promise the student made about their game for the semester.
Either met or “not yet” - no partial credit, no points off.

My Game The one-page sheet in their folder listing every spec. Pen for

Contract promises, pencil for how it is going.

Failure Log

Cut list

Scope

Seed

Their running list of times the AI got something wrong.
The list of things they have decided not to build.
How big the game is. “Scope small, finish strong” is a class motto.

Today’s word. The random starting point that makes the same
request produce different results.



WORD WHAT IT MEANS HERE

Hallucination When an Al states something made up, confidently, without
knowing it is wrong.

Questions students will ask

Logistics
“DO0 WE HAVE TO DO THIS?”

Yes, and it takes twenty-five minutes. Then it’s your own game for the rest of
class.

“CAN I WORK ON MY GAME INSTEAD?”

Not during the activity. Your work time is coming right after.

“IS THIS GRADED?”

No. Nothing today is graded. Students are evaluated on their own logs, lists,
and a final written reflection - not on whether their game is good.

“D0 WE HAVE HOMEWORK?"

No, and none can be assigned. This is an elective. Anyone who wants to keep
working at home is welcome to; nobody is required to.

About the activity

“MY DRAWING IS TERRIBLE."”

Doesn’t matter, cheerfully. The drawing is a measurement, not art. Stick
figures and boxes are exactly right.

“CAN I USE FOUR WORDS?”

Not today. The limit is what makes it interesting. (Grades 3-5: five words is
already the adjustment.)



“WHY CAN'T I ASK A QUESTION?"

Because we're finding out how much has to be said when the other person
can’t ask. If a student notices that asking would help - that is exactly the
right observation. Tell them so.

“WHY DO I HAVE TO KEEP THE SQUIGGLE?"”

Because a computer can’t ignore its starting point either. That’s the whole
experiment.

About Al - it will come up
“IS THE AI ACTUALLY SMART?"

The honest answer, which the class has already been taught: it predicts what
words are likely to come next, based on enormous amounts of text it has
seen. It does not look things up, and it does not know whether it is right.
Students can usually explain this better than an adult can - ask them to.

“WHY CAN'T WE USE CHATGPT?"”

School rule, and Mr. Neet agrees with it. Students use only the AI built into
GDevelop. Other tools are shown by Mr. Neet, who operates them while
students watch.

“CAN I PUT MY NAME IN THE AI?”"

.7 No. No personal information - name, address, school, family, or anyone
else’s. This is the one rule with no exceptions.

“DOES THE AI REMEMBER ME?"”

“I don’t know - ask Mr. Neet” is a fine answer. The class is careful about
claims on how these tools work, so there is no need to guess.

Leave a note for Mr. Neet

If you have a minute, a few words on any of these would help him plan
the next class.



1. The sentence counts from Round 1 - a photo of the whiteboard is
perfect.

2. Which pairs finished fastest, and what they said first.

3. Anything a student said in Round 2 that surprised you - especially the
two with the same mark.

4. Who was stuck during work time, and on what.

5. Anything that ran long or short.

Thank you for covering today. It is appreciated.



