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|. BACKGROUND

Rapid digitalization over the past decade has transformed many aspects of work and daily life. Driven
by innovation and technological evolution, the digital transformation is reshaping society, the labor
market and the future of work, and inevitably engineering & technology. Employers face difficulties in
recruiting highly skilled workers across a number of economic sectors, including in the digital sector.

Unfortunately, the level of digital skills are still low, albeit gradually improving, while the digital
transformation is accelerating. While acknowledging that 90% of jobs in all sectors in the future will
require some form of digital skills, yet 35% of Europe’s workers lack these skills.

Boosting digital skills at all levels helps increase growth and innovation and build a fairer, more cohesive,
sustainable and inclusive society. Being digitally skilled and acquiring digital literacy can empower
people of all ages to be more resilient, improve participation in democratic life and stay safe and secure
online. Equipping Europe’s future workers and job seekers with digital skills will be critical for economic
recovery in the coming years, especially after the severe consequences of the COVID-19 pandemic in all
fields of life.

The SmartAlnnovators consortium believes in empowering young people with digital literacy to
strengthen their position as job seekers and workers and enhancing their resistance to excessive online
use such as addictive gambling habits.

ll. TRAINING OVERVIEW

This comprehensive professional development course is aimed at introducing Al technology in VET-l and
VET-C education, accompanied with advanced digital skills such as video game development, coding,
STEAM related skills. First two modules of the course Artificial Intelligence and UNITY Training have two
difficulty levels: basic and advanced. Module 3 is about using Unity environment to create “lucky
games”.

[1l.LKEY LEARNING OUTCOMES

Learning Outcomes

Knowledge and understanding

Values and attitudes

1.Understanding the definition of
Artificial  Intelligence  using
examples

2.Knowing what is the Artificial
intelligence history

3.Understanding Artificial
Intelligence robots and machines

4. Using online Artificial
Intelligence tools

Skills
Develop  the  ability to
understand Artificial
Intelligence  definition  and

examples of it

Understand the Artificial
Intelligence history

Develop  the  ability to
understand Artificial
Intelligence robots and
machines

Knowing the definition of

Artificial Intelligence and
examples of it
Knowing the Artificial
Intelligence history

. Awareness of Artificial
Intelligence robots and
machines

. Awareness of online Artificial

Intelligence tools

4. Be able to use online Artificial
Intelligence tools
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Knowledge and understanding

Skills

Values and attitudes

1. Introducing Python

2.  Knowing how to create an
Artificial Intelligence model

3.  Knowing how to develop a
face recognition model

4. Knowing how to test the face
recognition model

Knowledge and understanding

1. Develop the ability to

understand Python

2. Be able to create an Artificial

Intelligence model

3. Beable to develop a face

recognition model

4. Be able to test the face

recognition model

Skills

1. Awareness of Python
introduction

2. Creating an Artificial
Intelligence model

3. Developing a face recognition
model

4. Testing the face recognition
model

Values and attitudes

1. Having knowledge about
elements of layout UNITY
2. Knowing Game object,

Components and Player

3. Using unity engine & scripts

4. Knowing how to use keyboard
shortcuts

Knowledge and understanding

1. Be able to change values in

Inspector Window, use Game
Window and toolbar functions.

2. Beabletodochanging values of

Transform, Rotation, and scale,
using prefabs.

3. Be able to write simple scripts
4. Be

able to use keyboard

shortcut

Skills

1. Knowing the UNITY
environment

2. Doing operation with Game
Object

3. Write simple scripts

Values and attitudes

1. Having knowledge about
Unity’s graphics features and
control the appearance of
highly customizable
applications.

2. Knowing how to work with
audio assets in Unity

3. Gaining the knowledge about
tools to create environmental
features

4. Having knowledge about
scripting in Unity

Knowledge and understanding

1. Be able to use Unity’s graphics

features to create graphics

2. Beable to enrich games with

video clips.

3. Understand and use rich and

sophisticated animation
system of the Unity platform

4. Use Unity’s editor with built-in

set of terrain features

Skills

1. Awareness of graphics control
features

2. Awareness of video system in
Unity

3. Awareness of how animation
is important for game
development

4. Advanced scripting
knowledge

Values and attitudes

1.Knowing how to set up the Unity
environment by creating the
User Interface and adding the
animations

2.Knowing how to develop a
“lucky game” in Unity by
creating the functionality of the
wheel and by creating the game
logic and algorithm

1. Be able to set up the Unity
environment to create the
User Interface and add
animations

2. Be able to develop a simulation
of a “lucky game” in Unity with
C# coding and create the
wheel functionality

1. Setting up the Unity
environment and creating the
User Interface and the
animations

2. Developing a “lucky game” in
Unity by creating the
functionality of the wheel and
the game logic in C# coding
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3.Knowing how to test the “lucky 3. Be able to test the “lucky 3. Testing the “lucky game” and
game” and seeing the game” and see the seeing the percentages of the
percentages of the chances in percentages of the chances in chances in every object
every object every object 4. Changing the algorithm of the
4. Knowing how the algorithm for 4. Be able to change the percentage of the chances
changing the percentage of the algorithm for the percentage randomly or manually
chances randomly or manually of the chances randomly or
works manually

The SmartAlnnovators project's implementation methodology was based on several phases, during
which seven project partners prepared a series of documents (called Project Results).

In the first, initial phase of the project, the following documents were prepared under Project Result 1:

e Mapping Tool - on the map you can find examples of good practices, programs, initiatives of Al
technologies in education, society, services, business etc. in each partner country.

e National infographic presented all information about needs of VET trainers and student in the
topic of the project, collected during focus groups in each partner country.

e Guide for Al-driven digital transformation of European Schools provides support for schools to
introduce Al in their curricula and school practices, based on EU policies and conclusions from
focus groups.

The consortium set up also the Advisory Committee- group of 72 experts from partner countries, who,
based on their knowledge and professional expertise, will provide guidance and support in terms of
quality monitoring of the project

Based on the conclusions and results of the first phase of the project, the second one involved the
preparation of a competence framework with supporting materials, in order to prepare VET trainers in-
service training and teaching materials, as part of Project Result 2.

The course is asses and evaluate by the eco-system of the Open Badges.

Module 1a: Artificial Intelligence (Basic
Topic 1: Artificial Intelligence definition and examples
Topic 2: Artificial Intelligence history
Topic 3: Artificial Intelligence robots and machines
Topic 4: Online Artificial Intelligence tools

Module 1b: Artificial Intelligence (Advanced)
Topic 1: Intro to Python
Topic 2: How to create an Artificial Intelligence model
Topic 3 Develop a face recognition model
Topic 4 Test the face recognition model
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Module 2a: Unity Training - first steps in Unity real-time development platform
Topic 1: Unity User Interface and navigation
Topic 2: Game object, Components and Player
Topic 3: Scripts
Topic 4: Hotkeys
Module 2b: Unity Training - level up with Unity real-time development platform
Topic 1: Graphics and physics in Unity
Topic 2: Audio, video and animation in Unity
Topic 3: World building in Unity
Topic 4: C# Scripting in Unity

Topic 1: Set up the Unity environment by creating the User Interface and adding
animations

Topic 2: Develop a “lucky game” in Unity by creating the functionality of the wheel and
by creating the game logic

Topic 3: Test the “lucky game” and see the percentages of the chances in every object
Topic 4: Change the percentage of the chances randomly or manually

As result of PR2-A1 and PR2-A2 SmartAlnnovators Project Partners efforts the following resources are
available for course preparations to be offered to VET trainers.

PR2-A1: SMARTaiNNOVATORS COMPETENCE FRAMEWORK
PR2-A1l: SMARTaiNNOVATORS CURRICULUM
PR2-A2: SMARTaiNNOVATORS TEACHING MATERIALS

PR2-A2: SMARTaiNNOVATORS GENERAL GUIDE FOR TRAINERS
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