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1. Introduction 
 

This curriculum has been developed within the framework of the Erasmus+ project 

“VIGO4AI: Visually Impaired go for Artificial Intelligence”, which aims to foster the 

efficient and inclusive use of artificial intelligence (AI) tools and applications by 

visually impaired and blind individuals. The project brings together partners across 

Europe to co-create innovative learning resources tailored specifically to the needs of 

this target group and the professionals who support them. 

The overarching goal of the project is to enhance the digital competence and 

autonomy of visually impaired and blind learners by introducing them to accessible, 

AI-driven technologies. These tools hold immense potential in removing everyday 

barriers, supporting mobility and orientation, and enabling access to both physical 

and digital environments. Through the development of structured, multilingual 

curricula and training materials, the project empowers both learners and trainers to 

confidently explore, understand, and apply AI solutions in meaningful ways. 

VIGO4AI focuses on three key thematic areas: 

1. The use of AI-supported assistive technology apps to foster independence and 

improve quality of life. 

2. The effective use of generative AI tools to create written and visual content 

while considering ethical and data-related aspects. 

3. The creation and application of AI-powered chatbots using accessible chatbot 

platforms. 

This document specifically outlines the curriculum for the first topic area – the use of 

AI-assisted assistive technology apps – and is designed to offer a clear, step-by-

step learning journey. It includes practical training modules, e-learning content, and 

hands-on activities that are directly aligned with the needs, learning preferences, and 

accessibility requirements of blind and visually impaired users. 

https://www.vigo4ai.com/
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The curriculum also serves as a foundation for training multipliers – professionals, 

trainers, and volunteers – who will further disseminate this knowledge within their 

communities. By combining theory with a strong emphasis on real-world application, 

the curriculum promotes inclusive education, digital empowerment, and self-

determined living through the responsible and confident use of AI technologies. 
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2. Training Objectives 
 

The objective of this curriculum is to introduce visually impaired and blind learners 

and their trainers to AI-supported assistive technology apps that help compensate for 

visual limitations. The course aims to: 

• Familiarize participants with AI-based tools that enhance orientation, access to 

information, communication, and daily task management. 

• Demonstrate how AI can support autonomy by compensating for specific visual 

impairments in practical, everyday situations. 

• Encourage the independent use of digital assistive solutions, empowering users 

to lead more self-determined and confident lives. 

• Promote the integration of AI technology into personal and educational 

routines, with a strong focus on usability and accessibility. 

• Improve quality of life for visually impaired and blind individuals by leveraging AI 

to reduce dependency and increase participation in society. 

The curriculum is designed to be accessible, inclusive, and applicable to a wide range 

of real-life contexts, ensuring that participants not only learn about the tools but also 

gain the skills to use them meaningfully and sustainably. 
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3. Target Groups 

The curricula are developed to address the needs of two clearly defined target groups 

within the context of digital inclusion and AI competence development: 

1. Visually Impaired Adults. This group includes individuals with visual 

impairments (regardless of eye disease and residual vision) with digital basic 

skills who aim to enhance their digital competencies and autonomy by using 

innovative AI tools. Their specific needs include: 

o Easy-to-understand, structured learning content in accessible formats 

(e.g., screen reader-compatible documents, audio materials, tactile 

graphics where applicable). 

o Practical examples and exercises that support independent living, 

education, or professional development. 

o Focus on tools that support everyday challenges such as orientation, 

communication, content creation, and information access. 

2. ICT Trainers for the visually impaired (regardless of working in a 

professional or non-profit role) These are educators and trainers who work 

directly with blind or visually impaired individuals in formal or informal 

learning environments. They require: 

o Up-to-date knowledge of AI-supported tools and applications with 

assistive potential. 

o Didactic strategies for teaching technology in a highly accessible and 

inclusive way. 

o Materials that are adaptable for different levels of visual impairment. 

o Training resources that are practical, example-driven, and focused on 

real-world application. 

o Resources that empower them to act as multipliers, spreading AI-related 

knowledge within their networks. 

This curriculum considers different starting points in terms of digital competence, 

suggesting prerequisites and adaptive paths to ensure each participant can follow the 
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learning journey at their own pace. Also, contents will be designed to be flexible for 

individuals with different visual abilities and needs. The learning materials will be 

presented to be functional, by the use of illustrative cases, and will stress their use in 

the real situations, based on examples action-oriented. 
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4. Learning Outcomes 

After completing the learning journey, participants will have developed a range of 

competences that enable them to independently and effectively use AI-supported 

assistive technology in their daily lives. These competences can be categorized into 

Knowledge, Skills, and Attitudes and are aligned with the learning goals of the 

individual modules in section 8: 

Knowledge 

Participants will: 

• identify commonly used AI-supported apps (e.g., Seeing AI, Be My Eyes) and 

describe their core functions and use cases. Gain insight into the integration of 

AI features within assistive technologies. (Module 1) 

• understand the installation and configuration processes of these apps, 

including privacy and accessibility settings. (Module 2) 

• recognize basic concepts of AI functionality in assistive contexts (e.g., object 

recognition, scene description) (Module 1, Module 3) and learn where and how 

AI can be applied effectively in real-world scenarios (e.g., in mobility, shopping, 

or reading printed text). (Module 4, Module 5) 

• be aware of AI tools that support access to digital environments and interpret 

graphical interfaces. (Module 6) 

Skills 

Participants will be able to: 

• download, install, and set up AI applications on their own mobile device. 

(Module 2) 

• navigate through app interfaces and device settings independently. (Module 3) 

• execute practical tasks such as scanning documents, describing surroundings, 

or identifying signage (Modules 3, 4, 5) 

• apply correct handling techniques (e.g., camera positioning, lighting conditions) 

to optimize app performance. (Module 3) 
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• use AI tools for digital navigation and content interaction (e.g., reading menus, 

recognizing product labels, interpreting digital screen content). (Modules 4, 5, 6) 

Attitudes 

Participants will: 

• gain confidence in the autonomous use of AI tools for everyday challenges. 

(Modules 3, 4, 5) 

• show openness and curiosity towards exploring new technologies. (Throughout 

all modules) 

• demonstrate perseverance and problem-solving when facing usability issues. 

(Modules 3-6) 

• cultivate a responsible and informed approach to privacy and data protection 

when using AI-based tools. (Module 2, Module 6) 

This competence framework ensures that learners are not only technically proficient 

but also empowered to use AI confidently and responsibly in diverse aspects of their 

lives.  
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5. Key Contents 

The following key content areas are covered throughout the modular training 

program and directly support the competences defined in Section 4 and the structure 

of the modules described in Section 8: 

• Introduction to AI-supported assistive technologies and their relevance in 

overcoming everyday barriers for visually impaired and blind users. (Module 1) 

• Overview and classification of AI apps (e.g., Seeing AI, Be My Eyes), including 

real-world use cases in orientation, reading, and object recognition. (Module 1) 

• Step-by-step installation and setup procedures for selected apps, including 

permission settings and personalization. (Module 2) 

• Hands-on training in app navigation and device handling, such as identifying 

key physical features of smartphones and interacting with app interfaces. (Module 

3) 

• Practical exercises for initial app use, such as capturing documents, describing 

scenes, and recognizing simple objects. (Module 3) 

• Indoor application of AI tools in everyday scenarios, including reading labels, 

identifying household items, and managing documents. (Module 4 

• Guided outdoor activities, such as using apps to locate signage or navigate public 

spaces, and practice with real-life challenges in mobility. (Module 5) 

• Digital accessibility with AI, including navigating GUIs, interpreting screen 

content, and understanding how AI enhances access to digital information. (Module 

6) 

• Technical and contextual limitations of AI apps, including reliability, 

environmental factors, and ethical considerations. (Modules 3-6) 

• Data protection, privacy awareness, and informed decision-making when using 

cloud-based or AI-powered services. (Module 2, Module 6) 

• Tips and best practices for effective app use: correct positioning, lighting, use of 

voice commands, and adjustment of accessibility settings. (Module 3. Module 4) 
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• Integration with assistive hardware, such as Braille displays, open-ear 

headphones, or wearables, to enhance app usability. (Throughout relevant modules) 

• Promoting learner autonomy, including strategies for choosing the right tool for 

personal needs and continuous self-directed learning. (Throughout all modules) 

Each module is structured to be accessible, self-paced, and adaptable to different 

skill levels. 
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6. Training Methodology 

The training methodology follows a practical and learner-centred approach, 

designed to meet the real-life needs of visually impaired and blind participants. It is 

structured into three main phases: Awareness, Knowledge, and Skills, and 

integrates both presential and digital learning formats. The key characteristics are: 

1. Awareness: Relevance and Motivation 

At the beginning of the training, participants explore the question: “Why are AI tools 

relevant to me?” 

• Real-life barriers are identified through group discussions and personal 

reflection. 

• Trainers introduce practical examples where AI applications can improve 

independence in everyday activities. 

• This phase fosters motivation and personal engagement. 

2. Knowledge: Learning About Tools and Accessible Solutions 

Participants are introduced to a range of accessible and affordable AI tools, from 

simple smartphone apps (e.g., Seeing AI, Be My Eyes) to more advanced assistive 

technologies (e.g., Braille displays or smart tactile devices). 

• Tutorials and guides (in accessible formats) are provided via an e-learning 

platform, allowing self-paced learning. 

• Digital components cover app navigation, setup, privacy settings, and how AI 

helps describe visual elements (e.g., GUI elements, documents, photos). 

• All materials are screen reader compatible and designed to be fully accessible. 

3. Skills: Practical Application in Daily Life 

The main focus is on learning by doing: 

• Participants engage in real-life exercises, such as using AI tools to read menus 

in a restaurant, recognize clothing labels at home, or find signage at a train 

station. 
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• Guided mobility and orientation training is integrated where needed (e.g., 

outdoor exercises accompanied by trainers). 

• Each learner practices with the tools most relevant to their personal context, 

from voice assistants to more complex devices. 

Training Format: Hybrid (Presential & E-learning) 

• Digital learning is used primarily for theoretical and app-specific knowledge. 

• Presential learning is focused on practical, everyday application in the real 

world. 

• The hybrid model allows flexibility and caters to different learning needs and 

environments. 

Role of the Trainers 

• Trainers must be proficient users of the apps they are teaching. This includes 

understanding both the capabilities and limitations of each tool. 

• In practical sessions, trainers provide hands-on support, accompany learners, 

and ensure that exercises are safe and adapted to the learner’s skill level. 

• In digital components, trainers may play a facilitating role, supporting 

learners in navigating content or providing individual assistance where needed. 

Accessibility Measures 

• All training resources (videos, texts, exercises) will meet high standards of 

digital accessibility, including: 

• Screen reader support 

• Alternative text for images and videos 

• Subtitles and audio descriptions 

• Clear, simple navigation structures 

• The learning platform itself is fully accessible, and all tools and apps used 

must be tested for usability by blind and visually impaired users. 

• The modules presented below in this curriculum will include interactive 
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assignments, guided exercises, or video tutorials (with audio description and 

subtitles) to ensure practical engagement of learners. Trainers will act as 

facilitators rather than lecturers, encouraging peer exchange and reflection. 

This methodology ensures that learning is practical, meaningful, and inclusive, 

empowering participants to apply AI tools confidently in their everyday lives. 
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7. Training Resources 

7.1 Resources which will be developed 

The training resources developed for this curriculum must support visually impaired 

and blind learners and their trainers in exploring, setting up, and using AI-supported 

assistive technology apps in a hands-on, accessible, and motivating way. The 

following types of resources and content are essential: 

• Introductory materials providing an overview of relevant apps, platforms, and 

download sources. These should be available as written guides. 

• Step-by-step guides for downloading, installing, and setting up the apps, 

including: 

o Account creation and registration processes 

o Managing system permissions (e.g., camera or microphone access) 

o Enabling accessibility settings 

• First steps and onboarding exercises, tailored to each app, such as: 

o Getting to know the user interface 

o Completing small starter tasks (e.g., taking a selfie, capturing a short 

text, scanning a document, receiving a scene description) 

• Practical exercises that teach essential techniques like: 

o Proper positioning of the device for accurate photo capture 

o Maintaining the right distance, holding the phone steady, and ensuring 

sufficient lighting 

o Understanding environmental factors that influence AI app performance 

• Customization tutorials to help users adjust settings according to their needs, 

including quick-start functions, voice commands, or accessibility shortcuts. 

• Accompanied outdoor exercises, where learners apply what they’ve learned in 

real-life scenarios, such as: 

o Navigating the environment with the app 



 
 

VIgo4AI: Visually Impaired go for Artificial Intelligence 

Project number: 2024-1-AT01-KA220-ADU-000255271 
 
 
 
 
 

  16 

o Locating and identifying signage (e.g., platform numbers, store names, 

street signs) 

• Independent practice sessions, both indoors and outdoors, including: 

o Recognizing product labels, sorting clothing at home 

o Reading shop signs or street names while outside 

o Using the apps during shopping or travel 

• Advanced usage scenarios, such as: 

o Capturing full-body images using a tripod for fashion-related 

applications 

o Preparing for specific use cases like virtual assistance or wardrobe 

organization 

• Self-assessment tools: tests and diagnostic activities to support self-paced 

evaluation 

E-Learning content for the LMS „Moodle“ will be developed. This e-learning 

content enables the course to be conducted as blended learning, thus allowing 

greater flexibility in its implementation, as no permanent attendance is required. 

Learning progress can thus be adapted to personal and professional schedules as 

well as to individual learning progress. It includes the learning content of modules 

listed in chapter Fehler! Verweisquelle konnte nicht gefunden werden.. Where 

appropriate, this learning content is supplemented by accessible AV media and 

learning achievement reviews. In addition, this platform offers all the advantages of a 

modern LMS in terms of course and participant management. 

The training resources are written in English language, and they will be provided in all 

project languages and packaged in Moodle compatible formats for easy distribution 

and reuse by partner organizations. 

 

7.2 Resources required for the execution of the lessons 

The course will be conducted both in face-to-face classes and in blended learning 
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format, without separation according to the degree of visual impairment. Accordingly, 

the number of participants will be limited to 9-10 persons to ensure appropriate 

supervision and assistance.  

The successful implementation of the lessons requires a combination of commonly 

available digital devices and assistive technologies tailored to the needs of visually 

impaired and blind participants. The following hardware and software resources are 

essential: 

• Smartphone (personal device): Each participant should have access to their 

own smartphone, which serves as the main platform for using AI-supported 

assistive apps. Basic operating functions are required. A set up and functioning 

Apple-ID and Google account are required.  

• Assistive software tools: Depending on the degree of visual impairment 

(basic operating functions are required), participants may require: 

o Screen readers on phone (e.g., VoiceOver, TalkBack) 

o Screen readers on notebook (JAWS or NVDA – if needed) 

o Screen magnification software (if needed) 

o Braille display or Braille notetaker (if needed) 

o OCR-based reading tools or digital magnifiers for printed materials 

• Computer or laptop for e-learning modules: A notebook or desktop 

computer with accessible software is necessary for completing digital learning 

units. This may include: 

o Web browsers with accessibility features 

o E-learning platforms compatible with screen readers  

o Optional: external keyboard or assistive input devices 

• Internet access: A stable internet connection is required for downloading 

apps, accessing learning materials, and participating in any online learning 

components. 

• Functioning, active email account and access to it on site 
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• Printed materials and accessible formats: For learners who prefer or 

require printed handouts, the availability of accessible formats (large print, 

Braille, or text-to-speech compatible PDFs) is essential. 

• Time and flexibility for practical sessions: Since not all learning can take 

place at a desk, sufficient time should be allocated for guided field activities, 

such as: 

o Visiting train stations to practice reading platform signs 

o Navigating restaurants or supermarkets using AI tools 

o Practicing object recognition and scene description in real-world 

environments 

• Note-taking tools: Participants may use their preferred method for taking 

notes, such as: 

o A digital device with speech input 

o A Braille notetaker 

o Traditional note-taking apps with accessible features 

• Only for Module 6: Blind persons, who join the module 6 have to bring 

additionally 

o Notebook with a full working screen reader (JAWS or NVDA) 

o Basic English language skills  

These resources ensure that visually impaired and blind learners can fully engage 

with the course content, practice independently, and apply AI technologies in both 

structured and everyday contexts. 

7.3 Accessibility Requirements 

All training resources must be developed with full consideration of accessibility 

standards (e.g., WCAG 2.1). This includes: 

• Screen reader compatibility 

• Text alternatives for visual content 
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• Subtitled and audio-described videos 

• High-contrast visuals and scalable font sizes 

• Logical, easy-to-navigate document and interface structures 

• Materials available in multiple formats (digital text, audio, video, printable 

handouts) 

PDF files can be checked for accessibility using the PAC program. These resources 

should enable learners with visual impairments to build confidence and competence 

in using AI-supported tools in their everyday lives and contribute to a more inclusive 

digital society. 
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8. Learning Journey 

Below is the proposed structure of the training modules that guide learners step-by-

step through their AI-assisted learning journey. Each module contains defined 

objectives, content areas, and associated learning outcomes as outlined in the 

“Learning Outcomes” section. 

This modular structure ensures a gradual learning process that balances theory and 

practice while respecting the diverse needs and skill levels of visually impaired and 

blind participants.



 
 

VIgo4AI: Visually Impaired go for Artificial Intelligence 

Project number: 2024-1-AT01-KA220-ADU-000255271 
 
 
 
 
 

  21 

 

8.1 Module 1. Introduction to AI and Everyday Barriers 

Objectives: To raise awareness about common barriers faced by blind and visually 

impaired individuals in daily life and explore how AI-supported apps can help 

overcome these challenges. 

Contents: 

• Introduction to AI in assistive technology 

• Overview of available AI-based applications (e.g., Seeing AI, Be My Eyes) 

• Real-life use cases (e.g., recognizing products, reading signs, accessing 

information) 

Learning Outcomes: Learners can identify key AI-based apps and explain their main 

functions and intended usage contexts. 

Practical Activities to be outlined: 

• Listening and active participation in a frontal presentation on the topic 

(Introduction and Overview of available applications) 

• Participate in a guided group discussion about daily challenges faced by 

visually impaired individuals 

• Participate in real-life use cases (product recognition, reading exercises, etc.) 

• Match specific AI-based applications with use cases (Which application can be 

used for which challenge?) 

Estimated time required: 2 hours 
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8.2 Module 2. Installing and Setting Up AI Applications 

Objectives: To ensure learners can independently install and configure assistive AI 

applications on their devices. 

Contents: 

• Step-by-step guides for downloading and setting up apps 

• Registration processes, granting permissions (e.g., camera, microphone) 

• Personalization options and security settings 

Learning Outcomes: Learners are able to install and set up an AI-based app on their 

device and configure its core settings. 

Practical Activities to be outlined: 

• Download and install a specific AI-supported app with step-by-step support on 

the own mobile device 

• Set up a personal user profile and explore app onboarding features 

• Configure key (accessibility) settings and grant permissions (camera, 

microphone, etc.)  

• Navigate privacy settings and locate the data usage policies 

• Test initial app functionality 

Estimated time required: 1 hours 
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8.3 Module 3. Getting Started: App, Device and practical Entry-Level 

Exercises 

Objectives: To help learners become familiar with the user interface and physical 

features of their smartphones or tablets and to encourage hands-on use of AI apps in 

a controlled and supportive environment. 

Contents: 

• Basic navigation of app interfaces 

• Understanding device hardware: identifying cameras (front and rear), buttons, 

and ports 

• First small tasks within the app (e.g., navigating menus, triggering basic 

functions) 

• Simple photography exercises (e.g., taking a selfie, capturing a document) 

• Using scene description features 

• Tips on positioning the camera, holding the phone steady, and using 

appropriate lighting 

• Customizing app settings for personal needs and creating shortcuts 

Learning Outcomes: Learners are confident using their mobile device and can 

navigate within an AI app independently. 

Practical Activities to be outlined: 

• Orientation exercise: identify and describe physical features of the device 

(front/rear camera, buttons, screen layout, etc.) 

• Navigation tasks through the app interface by using a screen reader, voice or 

magnification 

• Practice locating and describing buttons and enter-areas of the app  

• Complete basic tasks like taking a photo, starting voice output or accessing app 

menus.  

• Practise positioning the smartphone camera with guidance and feedback to 
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scan a document, sign and product 

• Take a picture of a document and use AI-functions to receive description 

• Use the application to describe surroundings inside the training room (room 

layout, signs, real time text recognition, etc.) 

• Set up customized shortcuts and voice commands and experiment with them 

 

Estimated time required: 3 hours 
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8.4 Module 4. Indoor Practice Tasks 

Objectives: To apply acquired knowledge in familiar, low-pressure environments 

such as the home. 

Contents: 

• Identifying household items, clothing, and product labels 

• Practicing reading documents (such as invoices or bank statements, complex 

annual statements, etc.) or menus / recipes indoors 

• Using apps to enhance independence in everyday indoor tasks 

• Capturing full-body images using tripods for style advise (if applicable) 

Learning Outcomes: Learners demonstrate the ability to use AI tools independently 

in a familiar indoor environment. 

Practical Activities to be outlined: 

• Identify minimum 10 different everyday items on your own at home or within a 

room by using an AI-recognition app 

• Scan and read a printed complex text (menu, invoice, etc.), interpret and 

understand it and ask for further questions and details 

• Special training: take a full-body picture using a tripod and request AI-image 

feedback while choosing e.g. an outfit 

• Conduct self-evaluation: which tasks were easier / more difficult / not possible 

with AI support 

Estimated time required: 4 hours 
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8.5 Module 5. First Outdoor Practice Session 

Objectives: To transition from indoor practice to outdoor, real-world usage of 

assistive AI tools. 

Contents: 

• Guided walk with trainer support 

• Identifying signage (e.g., platform numbers, store names, street signs) 

• Safety First: Being able to correctly assess the distraction potential of AI 

systems. 

Learning Outcomes: Learners apply AI tools in complex outdoor environments and 

begin to navigate independently using technology. 

Practical Activities to be outlined: 

• Listening and active participation in a frontal presentation on distraction 

potential of AI 

• Navigate a short, pre-defined route (with trainer support) using an AI-

supported app for orientation (e.g. find a platform number, street sign, etc.) 

• Use the AI to identify al least 10 different signs in the outdoor environment 

(e.g. storefront, public transport sign, street sign, etc.) 

• Practice safe handling of the phone in outdoor settings and reflect risks of 

distraction 

Estimated time required: 4 hours 
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8.6 Module 6. Overcoming Digital Barriers with AI (only for Screen 

Reader-User) 
Objectives: To introduce learners to AI tools that support access to digital content 

and environments while using the Screenreader JAWS or NVDA.  

Contents: 

• Using AI features to describe screen elements, windows, and graphical user 

interfaces.  

• Interpreting AI-generated feedback for informed digital interactions 

• Exploring tools that bring accessibility gaps in online spaces 

Learning Outcomes: Learners utilize AI applications to navigate and interpret digital 

environments more independently and effectively. 

Practical Activities to be outlined: 

• If you use NVDA: create an API-Key to use AI-add-ons while working with NVDA 

• Use a screen reader (JAWS or NVDA) to navigate a basic webpage and to get 

more information on details on the website (AI-image description) 

• Use AI image description and compare the output of two different AI-

description tools 

• Use a screen reader (JAWS or NVDA) to navigate a basic webpage and identify 

inaccessible areas – use AI-based screen description to understand the 

contents and web interface elements 

Estimated time required: 3-4 hours 
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9. Certification  

To ensure that participants have achieved the intended learning outcomes, a 

structured yet flexible assessment and certification approach will be applied. The 

methodology includes the following elements: 

• Module-based assessments: Each Module will either end with a Q&A session or a 

discussion to summarize the content of the module or evaluate the successful 

learning transfer of the participants. Learners will complete a short assessment 

designed to verify whether they can apply the acquired knowledge and skills in 

practice. These assessments will reflect real-world scenarios to ensure practical 

relevance. 

• Combination of digital and practical evaluations: Depending on the module 

content, evaluations may take the form of: 

o Digital quizzes or interactive tasks 

o Hands-on exercises using assistive apps in daily-life situations (e.g., 

reading a sign in a public place, capturing a document with an AI app) 

• Trainer-based certification: For practical exercises, trainers will observe the 

learners' performance and certify the achievement of learning outcomes based on 

defined criteria. This ensures a personalized and accessible evaluation process, 

particularly for participants with varying levels of visual impairment. 

This methodology ensures that learners are not only evaluated fairly and inclusively 

but also motivated to apply their skills in meaningful, real-life contexts.  

Also, at the end of the course, every participant will receive a physical certificate 

confirming their successful completion. This certificate will include the course title, 

participant's name, learning topics covered, course dates, the name of the organizing 

body, module details (name and length), relevant logos, and the instructor's 

identification and signature.  


