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Hosted on: Both focus groups were hosted on the 6 of June 2022. The trainers were hosted at 2pm and
the students at 6:30pm

Facilitated by: Atermon

The SmartAlnnovators focus group for the Netherlands, was organised by Atermon, with VET Teachers
/ Students on the 6™ of June 2022. The trainers were hosted at 2pm 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:

[
Il.
.
V.
V.
VI.
VILI.

Welcoming note by the event moderator

Asking participants for consent to take screenshots of the discussion

Asking participants to introduce themselves and organisations/schools they represent
Presentation of the smartAlnnovators project

Discussion based on proposed questions and Focus group guidelines

Closing session, wrap-up and summary

Final words and a “thank you” note by Atermon.

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 moderator
then introduced himself. For bother sessions Mr David Tsentis took on the role of the presenter
and moderator.

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

The focus group moderator asked participants to introduce themselves.

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

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

The moderator terminated the meeting by asking if the 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)?

STEM fields are typically integrated into courses in robotics, programming, 3D design, math, and physics.
The instructors did say they would want to include it in other subjects as well, but they were unsure of
how to do this. The robotics programme they provide, according to one trainer, is the ideal illustration
of STEM since it combines math, physics, teamwork, and collaboration skills. Another trainer
commented that his pupils learn programming by creating an environment in Unity that follows the
rules of physics.

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

Some tools that were discussed during the focus group session included interactive whiteboards,
projectors, and software to make the subjects more engaging, like Kahoot, Google Meet, MS Team:s.
Students perform better in the classroom and respond better to interactive technologies, according to
a widespread observation. They are unable to function without technical instruments, according to
another trainer.

One trainer mentioned that the personnel lacks the expertise necessary to properly use these tools.
These technologies are familiar to students because to extracurricular activities. Public sector teachers
must receive training. Given that pupils are constantly using their phones.

The trainers addressed using technology in teaching to wrap up this section. Tablets and computers
ought to be offered in every classroom. Some topics are better explained via online videos (like those
on YouTube), and the message is more understandable for pupils. The technology tools we currently
have need to be incorporated into our lessons in better and more inventive ways.

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

All participants responded YES

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

All participants were aware of Al technologies. One of the explanations offered was that algorithms are
developed to provide a solution. Another was that they taught or programmed the computer to
recognise particular tasks. Face recognition was used as an example. To "teach" the system to carry out
these duties, we must provide it with a code and instructions. The self-driving capabilities of Tesla are
yet another example. It was based on data and information that it had gathered. Also voice recognition
and that we all have one on our mobile phones now. Another example mentioned was speech
recognition and another trainer mentioned the virtual assistant.

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

Some jobs mentioned were data analysts, data scientists, data architects. These types of jobs are asked
by many companies today.

Learning specific programming languages is essential for work in the Al field. Python, R, Java and C++
are the most commonly sought after according to the trainers.
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Also mentioned, was that since Al technology is ever evolving constant training and development of
skills. She also highlighted the need to constantly improve existing knowledge and learn new
technologies when working in Al.

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

4 participants replied YES and 1 replied with NO.

One trainer said that although their organisation has the desire to support these technologies, in general
it does not because of the expense and lack of knowledge. Another trainer stated that due to the nature
of their job, they must be connected to technology. To keep up, they must constantly train themselves.
European projects support and inspire people to be innovative and use additional tools.

Question 7: Are you convinced that eco-system of Al can empower VET students?
All trainers responded YES
It needs to be covered in all topics, not only those that relate to STEM.

Students in VET programmes in particular should use these technologies. The majority of these pupils
are interested in these areas. We as trainers require the correct training in order to encourage and
equip our students for the later stages in life. The public sector still doesn't provide enough.

Question 8: From your perspective what are pros and cons of technology-driven education?
Pro: Using Technology Can Excite Young Students

Today, it is usual for many kids in school to have grown up around technology since they were young
children. As a result, students frequently link pleasure and excitement with computers, tablets, and
other related technology. As a result, using technology in the classroom not only piques students'
interest and excitement, but also energises more traditional teaching methods.

Con: Use of Technology Can Distract Students

Inadequate security measures can provide young children access to inappropriate content or
information via computers. Lessons in "netiquette," or proper usage of the internet, can help to
inculcate good web judgement and habits at a young age. Website blocks, internet filters, and strict
monitoring can all help to prevent youngsters from being exposed to such.

Pro: Prepares Students for the Future
Con: Removes Children from Opportunities for Socialization

Pro: Technology Encourages Learning

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

One student mentioned that a relatively small percentage of teachers use computer simulations to try
to make learning interesting. We primarily converse and make notes. The majority of students
concurred with this student. Another student mentioned that at their school, teachers want to get
students to think for themselves rather than provide them the answers. To generate ideas, we employ
techniques like brainstorming and critical thinking.
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Question 2: How does technology (in particular ICT related) support teaching and learning processes at
your school/organization?

One student commented that there should be more technology in every class because their school only
has one robotics lab. In most classes, there is only a projector.

Another student mentioned in that using iPads rather than books was better for the environment. They
can access games on tablets because there aren't many ad blockers or security measures. Another
student remarked that since the Covid-19 eruption, both tests and assignments can now be turned in
online.

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

The following technologies were noted by the students: Face recognition on their cell phones. online
gaming using automated tools. The characters are programmed and controlled by a lot of Al in video
games. After one more student brought up the Google Assistant, others joined in and brought up Alexa
and Siri. The moderator of the focus group clarified that this was accurate, as these are voice recognition
technologies, which are part of Al technology. Another one mentioned image recognition.

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

You should be familiar with at least one programming language, according to the pupils. Python, C# and
Java Script were mentioned as programming languages. Understanding how to analyse the data you
obtain from the items you programme is crucial.

Question 6: What are your current digital skills?

All of the pupils said they are familiar with how to use a computer, a table, and a phone. They are able
to use the programmes.

Some pupils mentioned that they were familiar with the Python, C# and Java script programming
languages.

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

One student mentioned the software used for plagiarism detection, another regarding communication
applications like MS Teams while the school was in lockdown and LMS for their examinations.

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

Question 9: Do you feel addicted to gaming?

4 students responded NO, 1 responded YES.

‘Gaming helps me escape reality, | play about 2-3 hours’.

‘During lockdowns yes, | did not have any other options. | would meet online with my friends and play
games’

‘Gaming helps with problem solving, as you need to solve various tasks’.
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Het Europese
smartAlnnovators-programma

Werkgevers ondervinden moeilijkheden bij het
werven van hoogopgeleide werknemers in
i i sectoren, de

digitale sector.

Het versterken van digitale vaardigheden op alle
niveaus helpt groei en innovatie te vergroten en een
eerlijkere, meer samenhangende, duurzame en
inclusieve samenleving op te bouwen.

Digitale expertise en digitale geletterdheid kunnen
mensen van alle leeftjden in staat stellen
veerkrachtiger te zijn, de deelname aan het
democratisch leven te verbeteren en online veilig te
blijven.

o Co-funded by Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do
not necessarily reflect those of the European Union or the European Education and Culture Executive

Agency (EACEA). Neither the European Union nor EACEA can be held responsible for them.

Project number: 2021-1-PL0O1-KA220-VET-000033011

the European Union



Erna Van der W... Sasha Nynke Raquel Anieros S Nynke de Jager @

Erna Van der Werff % Sasha Nynke % Raquel Anieros % Johan de Jager % Nynke d

Doelgroepen

- Opvoeders van technische scholen - om onderwijs van hoge kwaliteit te bieden.

- Technische scholieren - Met minder kansen met speciale nadruk op meisjes (16-21).

Een van de belangrijkste groepen die ernstig zijn getroffen en die het uiteindelijke doel van het project is,
is:kwetsbare groepen beroepsonderwijs en opleiding, met beperkte toegang tot en deelname aan
afstandsonderwijs
- studenten met een laag academisch niveau (tweedekansscholen, voortijdige schoolverlaters)
- studenten met een lage sociaaleconomische achtergrond (gemarginaliseerd, kansarm, geisoleerd, met
een migrantenachtergrond, enz.).
studenten met een lage interesse, zelfwaardering of motivatie om deel te nemen aan traditionele
methoden kunnen nu worden uitgenodigd om deel te nemen.
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Vraag 1

Hoe is het onderwijs en leren in wetenschap,
technologie, techniek en wiskunde (STEM) op uw
school georganiseerd?

Vraag 2

Hoe ondersteunt technologie (ICT-gerelateerd) de
onderwijs- en leerprocessen in uw
school/organisatie?

Participants
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Vragen

Vraag 7

Denk je dat het Al-ecosysteem VET-studenten
kan empoweren?

Opens up
opportunities
L]

Vraag 8

e Gain o Encouroges
Wat zijn vanuit jouw perspectief de voor- en imagination
nadelen van op technologie gebaseerd
onderwijs?
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Het Europese
smartAlnnovators-programma

De snelle digitalisering van het
afgelopen  decennium  heeft veel
aspecten van het werk en het dagelijks
leven veranderd.

Gedreven door innovatie en
technologische ontwikkeling, hervormt
digitale transformatie de samenleving,
de arbeidsmarkt en de toekomst van
werk, en onvermijdelijk het onderwijs.
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Vragen

Vraag 5

Weet jij wat de meest gewenste vaardigheden
(vooral digitale vaardigheden gerelateerd aan
kunstmatige intelligentie) zijn op de arbeidsmarkt
van vandaag?

Vraag 6
Welke digitale vaardigheden heb je?
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Vraag 9
Denk je dat je verslaafd bent aan gamen?

Noah Jansen
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