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Real Life Social Scenarios for Applying Al in

VET Education

Cross-Curricular Scenario 1

GET FAMILIAR WITH Al - BASIC

Introduction

Artificial Intelligence (Al) can be simplified as the idea of “intelligence demonstrated by
machines”. In today’s technologically advanced world many examples of Al can be found.
However, people tend not to recognize them as they are commonly included but not specified.
Many of the tasks that include Al (that can be identified in our everyday lives) are speech
recognition, computer vision, translation between native languages, as well as other mappings
of inputs.

In this specific scenario the students or future users will have a first contact with Al based
technologies/tools to understand their scope and how they are integrated in their day-to-day
routines.

The need

According to experts’ Artificial intelligence (Al) has the ability to address some of the biggest
challenges facing education nowadays, to develop innovative teaching and learning practices.
However, these rapid technological advances inevitably carry numerous risks and challenges,
which policy debates and regulatory frameworks still struggle to overcome.

Thus, we need to adopt a human-centered approach to Al, which aims to reorient the debate
to include the role of Al in combating current inequalities in access to knowledge, research and
diversity of cultural expressions, and so that Al does not accentuate technological differences
between and within countries. Al in education is the future and we believe that all students
should have basic knowledge in its notions, specially applied to technological advances
regarding their professional and personal development.
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Key terms

| Artificial Intelligence | Social impact | Natural Language Processing | Artificial Vision | Text to Speech | Image
Creation | Virtual Assistant |...........

Objectives and Expected Learning outcomes

e To stimulate the interest of students from different areas of vocational education
towards Al.

e To gain social empathy for IT competences.

e To work up as a team and promote a collaborative approach in finding acceptable
solutions.

e To learn to categorize and evaluate the Al based solutions.

e To identify business opportunities, by analyzing market needs.

Prerequisites

e Basic knowledge of pre-mentioned guided lesson plans in Artificial Intelligence

e Basic IT knowledge

Time distribution - Estimated Delivery

The duration of this scenario can vary depending on the depth of approach by students and
teachers. It is estimated that the shortest activities will need 1 to 2 hours. The longest one (as
itis more complex) will need around 4 hours to complete it. In the scenario there are 6 activities
and the total estimated time for completing them is 12 hours. The duration of the scenario
could be 3 or 4 weeks depending on the number of hours dedicated each week.

Modes of Interaction

This challenge-based scenario provides the opportunity for teachers and students from
different areas of vocational education to get involved.

For example, areas such as the IT sector (software development, cybersecurity...) have a direct
connection, since the script negotiates issues related to their subject. Also, Industrial
production is an area that can play an important role in the scenario, since the whole process
will eventually have to evolve into a business model suitable for the needs of the market. The
Graphical Design sector can also be involved in the script. But also, this scenario can be a pole
of attraction for teachers or students with an interest in Al or simply in innovative ideas!

This scenario could be done either individually or in groups. However, we recommend for the
students from different sectors of vocational education to work in groups of 2 - 4 persons, so
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they can share their perspectives. The way of interaction in this scenario is direct, promoting
cooperation and exchange of information between the involved groups.

Guidelines - Milestones

To help you in this process, we provide you with some steps you can follow to carry out your
project. The parentheses refer to the estimated time that may be required in each
implementation phase, having in mind the core structure for these milestones will be first, get
familiar with the tool to afterwards practice their use with the proposed simple questions or
situations.

These milestones do not require any kind of evaluation as it is more focused on the acquisition
of basic knowledge, identification of scope and recognition of possibilities offered by Al.

Milestone 1 - (est. 2 hours)

Chat GPT - https://bit.ly/3J4pxW9
Get familiar with the Al concept by having a conversation with an Al based “machine”. Try the
following cases and see what happens:

1. Which is the most known historic event in (enter your country)? And why?

2. Which is the most known scientific event in (enter your country)? And why?

3. Who do you think will win the football league in your country?

4. If you try to change the language you are speaking mid conversation does the Al still

answer and recognize the language?

Milestone 2 - (est. 1 hour)
Craiyon - https://bit.ly/3GP8y7n

Get familiar with Al by identifying one of its many uses. In this case, the tool provides the
capacity of combining images found on the Internet to create something new, based on the
imputed description given by the user. Does the new image or concept seem similar to the idea
you proposed? Is it similar to what you were thinking?

In order to facilitate this task, we recommend some initial notions. You can later on try your
own!

1. Please, introduce the following phrase in the tool “A 15th century person who looks
like a giraffe”. What are the results obtained?

2. If you write the same phrase, are the created images the same or does the Al try new
combinations?

3. If you write “A giraffe that looks like a 15th century person” are the results obtained
the same as those created through the first sentence?

4. Try changing the animal or century and observe the results obtained. Do the diverse
images change a lot?
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Milestone 3 - (est. 1 hour)

Autodraw - https://www.autodraw.com

You need to understand that the process of learning a machine based on Al may be initially of
low speed. However, once learned something, it is able to reach a conclusion a lot more quickly
than humans. Moreover, its capability to predict is amply known by most individuals... It is the
basis of the ‘Search Bars’ of many diverse platforms like Google, FireFox, etc.

In this specific case, the tool suggests drawings. Its main difference in terms of difficulty is the
ability of people to ‘draw well’. As you may have understood, people have different levels of
drawing, thus it is implied that predicting the end result in this case will be arduous as the tool
will need to try more times. Simply put, AutoDraw is a novel drawing program. It combines
machine learning with drawings made by skilled artists to assist everyone in quickly creating
anything graphic. Nothing needs to be downloaded and it can function on any device, including
a laptop, desktop, tablet, and smartphone.

The activity that you will need to complete this time is simple. How much time does the tool
need to know what you are trying to draw? We ask for you to try various different themes like
animals, fruits, landscapes, daily objects, etc.

Milestone 4 - (est. 2 hours)

Whisper - https://huggingface.co/spaces/openai/whisper
NaturalReader: https://www.naturalreaders.com

Al is not only related to a visual image but also to the ‘voice’ factor. In other words, Al variables
such as voice recognition, voice recording, direct transcription and so on, can be done easily.
As an example of the many uses these based tools can have, we present you the Whisper and
NaturalReader platforms.

Whisper is a general-purpose speech recognition model. It is trained on a large dataset of
diverse audio and is also a multi-task model that can perform multilingual speech recognition
as well as speech translation and language identification.

NaturalReader converts text, PDF, and 20+ formats into spoken audio so you can listen to your
documents, ebooks, and school materials anytime, anywhere.

1. Choose your favorite English song and play it in your mobile near your computer
microphone, so the Whisper app can record 30 seconds of it. Is the transcript of the
song accurate?

2. Now try to input the recording of a rap song (for example Eminen), is the tool able to
recognize the lyrics when the speech is fast?

3. Insert a short story written in English in PDF to NaturalReader. You can find any story
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on the Internet and upload the PDF file or just paste the URL (http://...../file.pdf). Is the
tool able to recognize the text? Does the tool play the sounds clearly?

Insert a Word document into the Add Files option and try to upload it, does the platform
accept the file? If not, which do you believe is the reason? Does the platform accept
another format other than PDF? Try yourself.

Insert a PDF document written in your language, does the platform accept the file? If
yes, play it. Does the platform recognize and play the language correctly?

Milestone 5 - (est. 2 hours)

Google Reverse Image - https://www.google.com/imghp

It is interesting to learn using this tool as it permits people to recognize any image uploaded

(directly through your computer or by pasting the URL). This means that you can find the origin

of a photo, its description, etc. Moreover, one interesting utility is the fact that it can recognize

the text of the image. If you upload a picture with text on it, you will be able to select, copy

and translate the content of the image.As you can imagine, the tool has a reputation for

precision and a broad spectrum of picture recognition abilities. Moreover, it is one of the most

popular image recognition apps available. Why don’t you try and see whether or not it is true?

the European Union

Is the tool able to recognize a famous person? Try with both, international and national
individuals to see the tools scope.

Is the tool able to recognize an imaginary or fictitious character?

If you upload a photo with a text in diverse languages, is it able to recognize and
translate all of them into one? If you are going to write it by hand, try to do it in capital
letters with clear handwriting.
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Reflection & Feedback

To get valuable feedback on these activities / scenarios, we can implement a brief
guestionnaire. The answer will be simple and will provide valuable assessment for the
Consortium. The final evaluation must be correlated to the degree of satisfaction of the
participants with the Milestones presented.

Indicative Questionnaire

~

Do you think that this scenario enhanced your knowledge and skills?
o Definitelyo In most cases o Not sure o Not at all
2. Do you think that this scenario met your personal motivations/criteria?
o Definitelyo In most cases o Not sure o Not at all
3. Was there enough time to fulfill your goals?
o Yes o No, | needed more time
4. What problems did you face and how did you overcome them?
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7. What would you suggest for the optimization of the scenario and the process of its
implementation?

Expansion

This educational scenario can easily be the basis for expanding the educational process, as it is
oriented towards principles and techniques that promote the dynamic development of the
participants. In particular these techniques:

Allow choice: Participants gain the flexibility to choose both the main topic to be dealt with
and the approach they will seek to achieve this goal.

Promote research: Participants rely on the know-understand-research model to build the
knowledge base on which they will work.

Promote collaboration: Through the teams that are created, collaboration is promoted and
bilateral channels of communication are created.

Use of technology: Through IT tools and Al, participants learn or even deepen their skills on
new technologies.

Teach creativity: Participants are asked to tackle key issues such as finding alternative forms
of research and creation.

Encourage self-assessment: Through feedback and assessment practices, participants have the
opportunity to assess what they have learned and what they have gained from the script
implementation process.
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