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1. Introduction

This curriculum has been developed within the framework of the Erasmus+ project
“Vigo4Al: Visually Impaired go for Artificial Intelligence”, which aims to foster the
efficient and inclusive use of artificial intelligence (Al) 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, Al-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 Al solutions in meaningful ways.

ViIgo4Al focuses on three subjects:

1. The use of Al-supported assistive technology apps to foster independence and
improve quality of life.

2. The effective use of generative Al tools to create written and visual content while
considering ethical and data-related aspects.

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

This document specifically outlines the curriculum for the second topic area - the
effective use of generative Al tools - which allows the targeted use of Al apps for the
creation of text and graphic results. The scope of this curriculum is to offer a clear,
step-by-step learning journey, which 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.

The primary motivations behind developing this specific curriculum on the effective
use of generative Al tools for blind and visually impaired users are likely multifaceted,
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stemming from a combination of empowerment, inclusion, and addressing a
significant gap. As addressed also in the priorities and relevance topics of the project,
the project consortium would like to contribute bridging the accessibility gap in the
field of emerging technologies, by empowering the independence and productivity in
work and education and promoting digital inclusion and equal opportunities,
enhancing their autonomy in both daily and professional contexts.

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 Al 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 the effective use of generative Al Apps that can help compensating for
their visual limitations.

The main goal of this curriculum is to ensure that visually impaired adults and their
educators can:

Understand what generative Al is and how it works in accessible contexts.

Gain the practical ability to interact with generative Al systems through accessible
devices.

Use Al to produce content, extract information, generate summaries, and interact
with documents.

Develop critical thinking regarding the reliability of Al-generated content and its
ethical implications.

Promote independence, digital self-efficacy, and lifelong learning in both private
and professional environments.

The curriculum aims to reduce the digital divide by making generative Al not only
usable but also truly useful for users with visual disabilities, fostering informed and
confident usage of emerging technologies.

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

This curriculum is designed for two primary target audiences within the context of
digital inclusion and Al 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 Al tools. Their specific needs include:

@)

o

o

@)

Easy-to-understand, structured learning content in accessible formats
(e.g., screen reader-compatible documents, audio materials, tactile
graphics where applicable).

Practical examples and exercises that support independent living,
education, or professional development.

Focus on tools that support everyday challenges such as orientation,
communication, content creation, and information access.

Full compatibility with screen readers, Braille terminals, and voice control
systems.

Use of plain language and low cognitive complexity interfaces.
Availability of both textual and audio guidance.

Clear data privacy explanations and transparent Al behaviour.

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.
need to understand how to introduce, teach, and support the use of generative
Al in an inclusive and empowering way. The trainers will assure the latest grasp
of Al-enhanced tools and applications for accessibility and will implement
educational techniques for technology designed for maximum accessibility and
inclusivity.

This curriculum considers different starting points in terms of digital competence,
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suggesting prerequisites and adaptive paths to ensure each participant can follow the
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

This curriculum focuses on the practical application of generative Al by guiding users
in identifying specific areas where these tools can offer the greatest advantages. It will
cover the establishment of accessible workflows and the utilization of shortcuts to
streamline interactions. Furthermore, participants will learn how to effectively combine
multiple Al tools to achieve enhanced functionality and more complex outcomes. A key
aspect will involve personalizing Al application settings to optimize accessibility
features according to individual needs. Finally, the present module will equip users
with strategies for troubleshooting common accessibility challenges encountered
while working with Al.

After completing the learning journey, participants will have developed a range of
competences that enable them to independently and effectively use generative Al-
APPS 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

This module aims to provide a foundational understanding of generative Al by
exploring its core principles and distinguishing it from traditional Al methodologies.
Participants will gain familiarity with essential tools and platforms utilized for creating
generative content, such as, for e.g. ChatGPT, Gemini, and Copilot, enabling them to
navigate the current landscape of Al-powered creativity. Furthermore, the curriculum
will address crucial considerations surrounding the use of these technologies,
including data privacy implications, the potential for model "hallucinations" or
inaccuracies, and the inherent limitations of current generative Al models.

Skills

A key focus of this curriculum is developing the ability to craft effective prompts for

interacting with generative Al applications, enabling users to guide the Al towards

desired outcomes. Participants will also learn how to leverage assistive technologies

such as screen readers and voice commands to seamlessly operate generative Al tools,
8
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ensuring accessibility for all. Furthermore, the curriculum will cover techniques for
extracting, refining, and adapting Al-generated content, including texts, guides, and
summaries, to suit specific needs. Finally, this module will explore the practical
application of Al-based tools to enhance communication, boost personal productivity,
and improve content comprehension in everyday tasks.

Attitudes

This curriculum encourages participants to engage with generative Al with both
curiosity and a growing sense of confidence, fostering a positive and exploratory
mindset. Simultaneously, it emphasizes the importance of cultivating critical thinking
skills to evaluate the accuracy and relevance of Al-generated outputs, promoting
discernment in their use. Furthermore, this module stresses the adoption of
responsible and informed behaviours concerning data sharing and privacy when
interacting with Al systems, ensuring ethical considerations are paramount. Finally, it
aims to instil a proactive attitude towards continuous digital learning and adaptation,
recognizing the ever-evolving nature of Al and the need for ongoing engagement with
new developments.
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5. Key Contents

The present curriculum is composed of the following thematic areas:

Introduction to generative Al basic concepts and terminology, types of
generative Al, differences between LLM and DM (Module 1)

Explanation how to generate everything: introduction of the concept of ‘prompt,
how to write effective and accessible prompts, including multimodal examples
(Module 2)

Al model selection: introduction of the most popular Al models and how to choose
them; a comparative overview of current tools based on accessibility, pricing,
modalities (Module 3)

Text generation: practical steps to produce, revise and manage text with
generative tools (Module 4)

Conversational interaction with files: using Al to interact with documents,
websites, and images (Module 5)

Smart Web search and reuse: how to perform Al-assisted searches and repurpose
answers (Module 6)

Personalized guidance: creating adaptive content tailored to the user’s vision and
needs (Module 7)

Voice-based notes and summaries: using Al to transcribe and structure
information from speech (Module 8)

Risks and opportunities: critical issues such as hallucinations, Al memory, privacy,
and ethical use (Module 9)

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

At the end of each module there are some practical activities for the students to train
on the specific content presented. At the end of the Tutorial there are also the solutions
to exercises, to be able to self-check the own answers.

Also, the Tutorial is integrated with No.2 Appendixes: one offers a list of useful
prompts, related to the most common situation of use; the other one is presenting

10

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.

Co-funded by
the European Union




ViIgodAl: Visually Impaired go for Artificial Intelligence
Project number: 2024-1-AT01-KA220-ADU-000255271
b VIgO4AN

Visually Impaired go for Artificial Intelligence

some advanced generative Al Apps for professional development, for those who are
interested to explore further the opportunities of the Al generative apps.
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Training Methodology

The proposed training methodology is grounded in a practical and learner-centred
approach. It is structured into three main phases: awareness, knowledge, and skills,
and integrates both presential and digital learning formats.

The key characteristics are:

e Hands-on learning: the focus is on real-life scenarios and exercises based on every
day and professional tasks.

e Inclusivity: all materials will be fully compatible with screen readers and other
assistive technologies.

e Self-paced learning: materials will be available online in asynchronous format to
support autonomy.

1. Awareness: relevance and motivation

At the beginning of the training, participants explore the question: “Why are Generative
Al tools relevant to me?”

Real-life barriers are identified through group discussions and personal
reflection.

Trainers introduce practical examples where Generative Al 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 Generative Al tools,
from simple to more advanced

Tutorials and guides (in accessible formats) are provided via an e-learning
platform, allowing self-paced learning.

All materials are screen reader compatible and designed to be fully accessible.
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3. Skills: practical application in daily life
The main focus is on learning by doing:
« Participants engage in real-life exercises, such as using Generative Al tools.

e 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:

e Progressivity: learners will be guided from basic understanding to complex
applications.

« Trainers must be proficient users of the generative 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

13

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.

Co-funded by
the European Union




ViIgodAl: Visually Impaired go for Artificial Intelligence
Project number: 2024-1-AT01-KA220-ADU-000255271

i V180 4A

Visually Impaired go for Artificial Intelligence

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 teaching materials and
content for the Moodle Learn Management System (LMS) are designed so that they can
be used as ‘advanced organizers'. The Moodle LMS also offers the advantage of
integrating accessible multimedia and interactive content.

The modules presented below in this curriculum will include interactive 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 Al tools confidently in their everyday lives.
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7. Training Resources

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 Generative Al-
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, written in plain
language, formatted for screen reader compatibility (PDFs, slides) and optional
video presentations with audio descriptions and subtitles.

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.

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.

Independent practice sessions, both indoors and outdoors.
Advanced usage scenarios.

Self-assessment tools: tests and diagnostic activities to support self-paced
evaluation.
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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 Errore. L'origine riferimento non é stata trovata.. 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 Prerequisites for visually impaired learners

The course will be conducted both in face-to-face classes and in blended learning
format, without separation according to the degree of visual impairment. Accordingly,
the number of participants will be limited to maximum 9-10 persons to ensure
appropriate supervision and assistance.

Generally speaking, the participants should ideally have:

° Basic digital literacy (navigation with keyboard or voice input)
° Familiarity with screen reader use
° Access to a device with internet connection.

Suggested prerequisites are detailed on each module.

7.3  Accessibility Requirements

All training resources must be developed with full consideration of accessibility
standards (e.g., WCAG 2.1). This includes:

o Screen reader compatibility

o Text alternatives for visual content
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o Subtitled and audio-described videos
« High-contrast visuals and scalable font sizes
o Logical, easy-to-navigate document and interface structures

e 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 Al-supported tools in their everyday lives and contribute to a more inclusive
digital society.
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8. Learning Journey

The present curriculum is structured into nine modules, each addressing a key area of
knowledge and skill development related to the use of generative Al by visually
impaired users.

Each module includes:
o Suggested prerequisites
o Objectives
« Key contents
o Expected learning outcomes
« Practical activities to be outlined
o Estimated time required

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.
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8.1 Module 1 - What is Generative Al?
Suggested Prerequisites: Basic digital literacy.

Objectives: Introduce the concept of generative artificial intelligence, how it works,
and its relevance for users with visual impairment.

Contents:
e What is generative Al?
e Basic explanation of large language models and diffusion models.
e Examples of generative Al outputs: text, images, summaries.
Learning Outcomes:
e Understand the foundational principles of generative Al.
e Recognize different types of generative outputs.
Practical Activities:
e List of examples where you might need Al.
e Practice on language patterns.
e Practice recognizing the different types of generative outputs.

Estimated time required: 2 hours
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8.2 Module 2 - Explain well to generate everything
Suggested Prerequisites: Ability to type or dictate a simple sentence.

Objectives: Understand what a prompt is, how to write one effectively, and how
conversational interfaces work.

Contents:

e Prompt structure: goal, tone, format, audience.

e Types of prompts: instruction, question, contextual dialogue.

e Introduction to conversational agents (e.g., ChatGPT, Gemini).
Learning Outcomes:

e Formulate simple and effective prompts.

e Interact with generative Al in a conversation-like manner.
Practical Activities:

e Practice on the use of prompts.

e Practice on correct message formulation.

Estimated time required: 2 hours
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8.3 Module 3 - Popular Al models and how to choose
Suggested Prerequisites: Familiarity with screen reader use or accessible browsing.

Objectives: Identify and compare a variety of generative Al tools based on their
modality, use cases, accessibility features, and cost, in order to select the most
appropriate for specific personal or professional needs.

Contents:
Overview of different categories of generative Al tools:
e Text-based conversational models: ChatGPT, Gemini, Microsoft Copilot
e Document-based tools: NotebookLM, ChatPDF
e Web-focused models: Perplexity Al (for real-time search and verified sources)
e Image generation tools: Midjourney (via Discord)
e Audio transcription tools: Whisper, Aiko, Otter.ai
Comparison criteria:
e Type of input/output (text, document, image, speech)
e Accessibility: screen reader compatibility, hands-free interaction, clear interfaces
e Cost and availability (free vs. premium plans, sign-up barriers)

e Decision-making guide: how to choose a tool based on your vision level, task
complexity, and assistive setup.

Learning Outcomes:
e Distinguish between various types of generative Al tools and their purposes.
e Evaluate accessibility and usability of each tool.

e Choose the most suitable Al app for a specific task (writing, summarizing,
searching, generating visuals, transcribing audio).
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Practical Activities:

e Recognize which generative Al tool to use depending on the request, one's
material in use, and one's visual needs.

e Practice on comparison criteria.

e Practice in choosing the most suitable Al app for a specific task (like writing,
summarizing, searching, generating visuals, transcribing audio)

Estimated time required: 1,5 hours for each application (including the exercise)
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8.4 Module 4 - Generate text

Suggested Prerequisites: Access to a generative Al tool, basic typing or dictation skills.
Objectives: Learn how to generate, reuse, and refine text using a generative Al model.
Contents:

e Using models like ChatGPT, Gemini, or Copilot to produce emails, summaries,
blog posts.

e Prompting for structure: bullet points, numbered lists, paragraphs.
e Editing outputs: rephrasing, shortening, formatting.
e Exporting content to external tools or documents.
Learning Outcomes:
e Generate structured and purposeful textual content.
e Adapt Al outputs for communication and documentation tasks.
e Transfer content between tools and platforms.
Practical Activities:
e Exercises on remodelling texts according to the task.
e Exercises on integrating task objectives with Al results.
e Exercises on flow examples writing a few emails for different contexts.

e Example Flow: Prompt Al to write a thank-you email, edit tone and length, and
paste it into Outlook or Gmail.

Estimated time required: 2 hours
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8.5 Module 5 - Talk to documents
Suggested Prerequisites: Ability to upload a file or copy/paste text.

Objectives: Learn how to extract, summarize, and interact with structured information
from documents using Al.

Contents:
e Platforms: ChatPDF, NotebookLM, Copilot.
e Uploading documents: PDFs, Word files, text-based content.
e Prompting for summaries, Q&A, timelines or action lists.
e Using document-aware chat to retrieve specific content.
Learning Outcomes:
e Navigate and question documents through Al.
e Produce concise and actionable document summaries.
e Use document-based Al as study or work support.
Practical Activities:

e Exercises with the platforms: ChatPDF, NotebookLM, Copilot, uploading
documents in PDF formats, Word files, text-based content.

e Practice on asking to make lists, creating Q&A, and making action lists.
e Exercises on using document-aware chat to retrieve specific content.

e Example Flow: Upload a PDF guide and ask for key procedures summarized in
bullet points.

Estimated time required: 2 hours
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8.6 Module 6 - Search the Internet with Al
Suggested Prerequisites: Web browsing experience with assistive tools.

Objectives: Use Al to search for online information, verify sources, and produce
synthetic overviews.

Contents:
e Using Perplexity Al or ChatGPT with browsing.
e Asking source-based and comparison questions.
e Prompting for structured search outputs (e.g., tables, FAQs, summaries).
e Exporting or bookmarking results for later reuse.
Learning Outcomes:
e Perform research with clarity and context-awareness.
e Distinguish credible sources from speculative outputs.
e Save and reuse search results productively.
Practical Activities:
e Exercises on Perplexity Al or ChatGPT with browsing.
e Exercises on comparing different sources and information.
e Exercises on using and comparing search results by helping Perplexity.

e Example Flow: Ask Perplexity to compare two technologies and paste the output
into a study note.

Estimated time required: 2 hours
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8.7 Module 7 - Get personalized guides

Suggested Prerequisites: Experience using Al prompts; understanding of personal
needs.

Objectives: Learn to personalize Al responses to generate step-by-step guidance for
specific tasks or routines.

Contents:
e Prompt structures that consider environment, goals, or impairments.

e Using ChatGPT or Copilot to generate guides for cooking, transport, exercise,
cleaning, etc.

e Formatting for audio playback or tactile adaptation.
Learning Outcomes:
e Create customized instructions using generative Al.
e Adapt prompt strategies for individual accessibility profiles.
e Reuse guides across contexts and tools.
Practical Activities:
e Exercises on adapt prompt structures to individual needs.
e Exercises on creating guides for daily needs.
e Exercises on reusing guides in different contexts and tools.

e Example Flow: Generate a daily checklist for home chores and copy it into a
reminders app or calendar.

Estimated time required: 2 hours
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8.8 Module 8 - Take smart notes

Suggested Prerequisites: Microphone access and ability to operate audio recording
tools.

Objectives: Use Al-based tools to convert spoken content into structured notes,
summaries, or draft documents.

Contents:
e Recording and uploading with tools like Whisper, Aiko, Otter.ai.
e Using Al to transcribe, clean, and summarize content.
e Organizing content into lists, paragraphs, or mind maps.
Learning Outcomes:
e Transform speech into accessible and searchable text.
e Identify key points and themes in verbal content.

e Combine notes with other generative Al functions (e.g. summaries or follow-up
questions).

Practical Activities:

e Exercises on converting spoken language into accessible text with structured
notes, identifying key points and themes in verbal content.

e Exercises with tools like Whisper, Aiko, Otter.ai transcribing and summarizing
contents.

e Exercises on the integration of notes with other generative Al functions.

e Example Flow: Record a meeting and ask Whisper to transcribe, then ask
ChatGPT to summarize it in bullet points.

Estimated time required: 2 hours
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8.9 Module 9 - Risks, opportunities and digital safety
Suggested Prerequisites: Basic understanding of Al use and outputs.

Objectives: Reflect on the ethical, practical, and personal implications of Al use, with
a focus on safety, data handling, and evolving interfaces.

Contents:
e Hallucinations: what they are, how to identify and mitigate them.
e Memory and personalization: how some Al models learn and retain context.

e Data privacy: understanding what is stored, shared, and how to remain
anonymous.

e Trends: integration of Al into voice assistants, wearable devices, and ambient
computing.
e Guidance: what to avoid inputting, how to use incognito or opt-out features.
Learning Outcomes:
e Detect unreliable outputs and verify information.
e Maintain privacy and data control while using Al tools.

e Stayinformed about developments in conversational interfaces and embedded
Al.

Practical Activities:
e Exercises and reflections on the conscious of Al use

e Exercises on always staying an active part using Al as support and always
remaining alert and ready to discriminate against incorrect sources and paths
that are not suitable for personal needs

e Example Flow: Ask ChatGPT to summarize a private health topic using generic
terms, and export the result to a personal notes file without logging in.

Estimated time required: 1 hour
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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. Each module will conclude with either a question-and-answer period or
a common discussion to summarize key takeaways and evaluate learning transfer.

« 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.

Specifically, Modules from 4 to 8 will feature practical exercises, culminating in
participants presenting their work at the end. For these practical components, trainers
will directly observe and evaluate each learner's performance against the defined
learning outcomes of that module, ensuring a tailored assessment, especially
considering the diverse needs of participants with different levels of visual impairment
and technical backgrounds.

« 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.

29

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.

Co-funded by
the European Union




ViIgodAl: Visually Impaired go for Artificial Intelligence
Project number: 2024-1-AT01-KA220-ADU-000255271

i V180 4A

Visually Impaired go for Artificial Intelligence

As an optional or additional way to assess learning, multiple-choice tests should be
integrated into the online content of the course on the Moodle LMS. These
qguestionnaires are automatically graded, providing immediate feedback to both the
learner and the instructor.

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. For blended learning formats, this certificate can be
created as a PDF file via the Moodle LMS.

The certification will attest the learner's ability to use generative Al tools accessibly,
effectively, and ethically in both personal and professional contexts.
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