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Hosted on: Both focus groups were hosted on the 31% of March 2022. The trainers were hosted at 11am
and the students at 6:30pm

Facilitated by: Emphasys Centre

The SmartAlnnovators focus group for Cyprus, was organised by Emphasys Centre and the Cyprus
Computer Society, with VET Teachers / Students on the 31st of March 2022. The trainers were hosted
at 11am and the students at 6:30pm. Both events were organised online, as to facilitate all the trainers
and students’ schedules, location and Covid-19 restrictions.

The agenda of the focus group followed the guidelines agreed by the SmartAlnnovators consortium
include but not limited to:

I.  Welcoming note by the event moderator
II.  Asking participants for consent to record the discussion
I, Asking participants to introduce themselves and organisations/schools they represent
V. Presentation of the smartAlnnovators project
V. Discussion based on proposed questions and Focus group guidelines
VI.  Closing session, wrap-up and summary
VILI. Final words and a “thank you” note by Emphasys and CCS.

1. The focus group started with a “thank-you” note to the participants and a warm welcome for
taking time from their busy schedules to attend the focus group conversation. The moderators
then introduced themselves. For the trainers the moderators were Ms Andrianna Georgiou
representing Emphasys Centre and Mr Andreas Loutsios representing the Cyprus Computer
Society (CCS).

2. The participants were asked for consent to record the focus group discussion, to which they all
agreed (verbally).

3. The focus group moderators asked participants to introduce themselves.

4. After all participants introduced themselves the moderators briefly presented the
SmartAlnnovators project. The presentation included short information about the project
consortium and project objectives.

5. After the project overview moderators moved to the discussion based on the questions shared
with all focus group invitees.

6. The moderators terminated meeting by asking if they participants had any questions or any
topics they would like to discuss, a short summary and “thank-you” note highlighting the
importance of these topic and the impact Al will have in future schooling.
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Question 1: How (in general) teaching and learning is organized at your school in the area of science,
technology, engineering and mathematics (STEM)?

In general, STEM subjects are mainly incorporated in subjects such as robotics, programming, 3D design,
maths and physics. The trainers did express that they would love to incorporate it in other subjects also,
but not sure how to do this. One trainer expressed that the best example of STEM is through the robotics
class they offer, as is incorporates maths, physics, team building and collaboration skills. It could be
something simple, such as making a robot move and turn. A student needs to calculate the distance,
speed by programming the robot. Activities like these keep the students stimulated and interested.
Another trainer, gave the example of the UNITY software. By giving his students to design an
environment in Unity (i.e laws of physics), the students learn programming. He concluded by saying this
is a great way to teach programming as it is very interactive, the characters the students design come
to life and this can be the beginning of designing video games.

Question 2: How does technology (in particular ICT related) support teaching and learning processes at
your school/organization?

Tools that were mentioned were: interactive whiteboards, projectors, applications such as online
quizzes and applications to make the subjects more interesting such as: genialy, canva, quizdom, kahoot,
google drive, MS teams, zoom. A general comment was that students respond better to interactive tools
and perform better in the classroom. Another trainer noted that they cannot work without technological
tools. This could be either from presenting a video on the projector to programming the robots in the
classroom. There is also the ‘wow factor’ and the satisfaction of the student to programming and making
their robot work or creating something of their own. Another comment from the trainers was that
Cyprus was quite behind in terms of this. In private schools and organisations, as the classrooms are
smaller, there is the possibility and ability to purchase equipment and incorporate these kind of
technologies in the classrooms, however in the public sector, this is not very possible. There is also the
lack of knowledge from the staff to use these tool correctly. Students know about these technologies
from out of school activities. Teachers within the public sector need to be trained. One trainer
mentioned that they would record their lesson on Tik-Tok if they knew how to use it, as the students
are on their phone all the time. Another trainer replied to this comment that they have social media
groups to communicate and post videos/photos of their robots in action.

To conclude this section, the trainers mentioned that technology should be used in teaching. Computers
and tablets should be introduced in all the classrooms. Online videos (i.e YouTube) explain some
subjects better and the message is more clear towards the students. We need to find better and cleverer
ways to incorporate the existing technological tools we have into our lessons.

Question 3: Do you know (in general) what artificial intelligence (Al) is?
Question 4: Do you know what technologies contribute to artificial intelligence (Al)?

Question 3 was answered by giving examples of technologies that contribute to Al. So in general YES, all
participants were aware of Al technologies. Some explanations given were: that it is the creation of
algorithms to give you a result. Another, was that we train/program our computer to recognise specific
functions. An example given was face recognition. We need to give it a code and instructions to ‘train’
the system to go ahead with performing these tasks. Another example was the TESLA self-driving
capabilities. It was based on information/data it picked up on.
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Another example was the chat-bot: text recognition. Also google maps were mentioned, as it analyses
routes to find an optimum route for you. Also voice recognition and that we all have one on our mobile
phones now (i.e Alexa, Siri, Google etc), it can talk back and interact with you now. Also, image
recognition was mentioned and 5G technology being part of Al.

Question 5: Do you know what are the most desirable skills (in particular Al-related digital skills) on the
labour market today?

For this question the company ‘Wargaming’ was mentioned (as it is based in Nicosia). The trainers
mentioned that it is the entire ecosystem as one job relies on another. There is an entire team that
specifically works with designers in UNITY. These teams also need scenario writers, designers, music
composers etc. Other jobs mentioned were cloud architects, data analysts, data scientists. These types
of jobs are asked by many companies today.

A mention was also to the term digital skills and how it has changed throughout the years. Digital skills
once, was being able to turn on a computer and carrying out basic functions. Today we need cloud
collaboration tools just to communicate basic information. The trainers unanimously agreed that
programming should be introduced at a younger age. Finally, 5G was mentioned as it gives the user the
potential to reach a lot of information at a faster pace. So, to conclude, digital skills are essential for Al
based jobs, and specifically coding/programming and algorithm thinking process.

Question 6: Does your school/organization encourage/support you to use Al-related tools as part of
teaching and learning processes?

6 participants replied yes and 1 replied with No.

One participant responded that, their organisation has the willingness to support these tools, but in
general due to costs and lack of knowledge does not. Another trainer mentioned that they need to be
close to technology as is the nature of their work. They need to constantly train themselves in order to
keep up. European projects help and encourage them to be different and reach out to more tools. With
the Covid-19 situation, technology was essential to teach and all schools had to upgrade their skills
(including the public sector). The trainers also mentioned that they need training on how to use these
tools, so they can train their students to keep both of them motivated.

Question 7: Are you convinced that eco-system of Al can empower VET students?
All trainers responded Yes.
It should be included in all subjects, not just STEM related ones. ‘It’s the future’.

Especially VET students should be involved with these technologies. These students are the ones that
are mainly interested in these subjects. We as trainers need the right training in order to encourage and
equip our students for the later stages in life. The public sector does not offer enough yet.

The industry should go to the schools and give them a good idea of what is out there and what they
offer such as internships and establish strong connections.

Question 8: From your perspective what are pros and cons of technology-driven education?

Some of the cons were mentioned were, having online trainings however might not be interactive for
students. Students spending all this time online, is causing lack in communication skills as they are not
interacting with others. They tend to communicate via online games. Another disadvantage mentioned
was having this technology but not using it right. Just showing a book isn’t enough, students need to be
more actively involved. Also, having your lesson tough online, there can be many distractions from
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external factors. Children with learning difficulties are at a bit disadvantage. Online trainings might not
be as interactive so the students might not be stimulated or focused.

As for pros, some mentioned were that it encourages imagination, opportunities, solution-centric skills,
contribution to society, decision making skills. It makes the lessons more interesting.

Also mentioned was that technology is changing at a rapid pace, this helps us upgrade also. Evolution is
making us learn. We can use AR & VR to teach and for the students to learn. With online trainings,
students can attend from anywhere.

Question 1: How (in general) teaching and learning is organized at your school in the area of science,
technology, engineering and mathematics (STEM)?

One students responded that some teachers try to make learning interesting with simulations on the
computer, however this is a very small number. We mainly talk and take notes. Most of the students
agreed with this student. Another student responded that at their school, their teachers prefer to make
them think rather than give us all the answers. We use skills like critical thinking and brainstorming to
come up with ideas.

Question 2: How does technology (in particular ICT related) support teaching and learning processes at
your school/organization?

One students responded that their school has only two robotics labs and that all class should have more
technological equipment. Most classes only have a projector.

Another student responded that they use iPads instead of books, which is more environmentally
friendly. However, there are not a lot of ad blocks or security, so we can access on games on the tablets.
With MS teams we keep a lot of our notes. Another student mentioned that since the Covid-19 outburst,
homework now can be submitted online, as well as tests. Most of our tests now are done online, but it
is easy to cheat as we can just look at our notes. Private schools tend to have more facilities than public
schools.

Some schools have interactive white boards with sensor pens. Not a lot of teachers seem to know how
to use them or don’t seem as willing to.

Question 3: Do you know (in general) what artificial intelligence (Al) is?
4 students responded with NO and 3 responded with YES.

One student responded that it is the capability of a computer to think and have a level of consciousness.
Another said that it’s about the computer understanding its surroundings and thinking by programming
it. Other students mentiones about various applications they have on their mobile phones and other
said it is a program that expands on its own, meaning it starts with a basic code and then it can code
itself.

Question 4: Do you know what technologies contribute to artificial intelligence (Al)?

Technologies mentioned from the students were: Face recognition that they have on their mobile
phones. Online gaming with online bots. ‘There is a lot of Al in gaming, they control and program the
characters’.
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Another student mentioned the google assistant and others joined and mentioned Alexa and Siri. The
focus group moderator then explained that is correct these are voice recognition technologies, which is
in Al technology. A student also mentioned that it used to sound more like a robot, but now it sounds
more natural.

Another student mentioned that on his mobile phone, when he takes a photo, his camera recognises
certain objects such as flowers, sky, sea, greenery etc. Also mentioned was 5G technology and that a lot
of data can be transferred at large speeds.

Another student mentioned robots he read up about such as NAO, Astro, Asimo and the TESLA car and
the self-driving technology.

Question 5: Do you know what are the most desirable skills (in particular Al-related digital skills) on the
labour market today?

The students mentioned that you need to know at least one programming language. Some
programming languages mentioned we Java Script and Python. It is important to know how to analyse
the data you get from the things you program. One of them mentioned that a relative was a data analyst,
so analysing the data that comes in is important. And finally, problem solving skills — to program the
program to solve problems and issues.

Question 6: What are your current digital skills?

All students mentioned they know how to operate a computer, a table and a mobile phone. They can
use the applications. Another mentioned that he is interested in the hardware part of it, so he once
pulled apart and old mobile phone and tried to reconstruct it (but unsuccessfully).

Other students mentioned that they knew Java Script and Python programming languages. Another
mentioned he could set up a server in Linux.

Question 7: So far did you experience any aspects of Al at your school?

Two students mentioned that their school was a proud owner of a NAO robot, the only issue is that it is
not used very often, so we are not fully aware of its potential in our education.

Others mentioned that during lockdown communication tools such as ZOOM were used and they used
the background and filters features on them.

Another student mentioned that during his music examination, the students had to record themselves
and share them with their examiners. They also had to share their screen so they can see and track their
surroundings so you could not cheat during the exam.

Question 8: Are you convinced that eco-system of Al can empower your future?
All students responded YES.

They mentioned that with the internet you can learn just about anything. Al technology can help us
learn just about anything. They can also help our teachers or even replace them. Al can replace most
jobs also. All cars today have Al introduced in their production, but we still need human labour.

Question 9: Do you feel addicted to gaming?
5 students responded NO, 3 responded YES.

‘No, | only game for about 3 hours per day. | learn a lot form games, such as scrap mechanics, critical
and quick thinking/reaction to a situation, problem solving.’
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‘No, | feel there are a lot of benefits in gaming such as strategic thinking. | also find it calming.’

‘No, | find it entertaining mainly, brings you happiness and you can escape from reality for a couple of

hours.’
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