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e This activity aims to give guidance to the trainers to complete this training.
e The trainer must use the next steps and the nodes from the teaching
material to complete each module.

e Foreach module, the trainer must be aware of the material that the students
will use.

e The material must be installed before the beginning of the lesson (PC,
projector, online software, etc.).

e The trainer must install and use the material before the students, to be
aware of any difficulties that may occur.

e For every module, please provide the material that is going to be used.

e Before the beginning of the module, the trainer must take 15 minutes to go
through the material that will be covered.

e The student will have a better idea of the module.

e A brainstorming activity will help the better understanding (try to ask
guestions by using online tools like myQuiz).

e Each module may have some requirements or peculiarities.
e Mentioned them and let the trainer know how to deal with them.
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e For the coding part, the trainer must know the programming language of the
module (python, unity, etc.).

e Provide step-by-step guidance to the trainee with screenshots alongside the
actual code.

e Let the trainee know about any difficulty that may occur during the coding
process.

e During the module, the trainer must present different videos or websites for
further study or better understanding.
e Provide some useful links for every module using e-library.

e For every activity of the module the trainer must take a few minutes to ask
certain questions.

e The following lesson plan template will be used by the trainers to introduce
each activity to the students.

e This part is the most important.

e The trainer will go through the material and the students must use the online
tools or the coding to create either Artificial Intelligence tools or a UNITY
game.

e The trainer material will have key points that will help during the training.
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Lesson Plan Template

MODULE 1b

Lesson 1.2

Artificial Intelligence - Advanced

Equipment (if needed)

PC, python software

Duration

3 didactic periods

Short description

Use python programming language to create a fully functional face recognition
model by using Artificial Intelligence

Learning Outcomes

Activity 1

Knowledge: Module 1a

Skills:

e Programming skills

Attitude:

e Imagination

e  C(ritical thinking
Adaptability
Experimentation
Improvisation
Patience

e Problem-solving

Al21

Aim of the activity

Intro to Python

Duration

20 minutes

Type of Activity

Workdheet

Teaching Objectives

Understand what Python is

Resources

Activity 2

https://www.geeksforgeeks.org/introduction-to-python/

Al1.22

Aim of the activity

How to create an Artificial Intelligence model

Duration

25 minutes

Type of Activity

Programming
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https://www.geeksforgeeks.org/introduction-to-python/

Teaching Objectives

To learn how to create an Al model

Resources

Activity 3

https://www.bing.com/search?g=how+to+create+an+artificial+intelligence+
model&cvid=f43554c9db6348f9b0791a5cdda80e4fRags=edge..69i57.12817j
0j4&FORM=ANABO1&PC=LCTS

A1.23

Aim of the activity

Develop a face recognition model

Duration

70 minutes

Type of Activity

Programming

Teaching Objectives

Learn how to create a face recognition model

Resources

Activity 4

https://learn.microsoft.com/en-us/azure/cognitive-services/computer-
vision/how-to/specify-recognition-model

Al24

Aim of the activity

Test the face recognition model

Duration

20 minutes

Type of Activity

Programming - testing

Teaching Objectives

Know how to test the face recognition model

Resources

Resource 1 title

https://learn.microsoft.com/en-us/cognitive-toolkit/how-do-i-train-models-
in-python

https://www.jetbrains.com/pycharm/

Resource 2 title

www.python.org
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