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The AI4ALL: Empowering Inclusive Digital Innovation Through Human-Centered Al project
directly responds to these challenges. Its main goal is to equip educators with the
knowledge, tools, and competences needed to integrate Al into inclusive digital education.

The objectives of the AI4ALL project have been carefully defined based on an in-depth
Needs Analysis, considering the strengths and weaknesses of the partner organizations, their

existing capacities, and their expertise in digital education, accessibility, and Al integration.

The project aims to achieve the following key objectives:

1. Enhancing Digital Accessibility in HE and VET through Al-driven Training Resources
Develop Al-powered tools and methodologies to create inclusive and accessible digital
training materials for HE and VET. This includes leveraging features such as text-to-speech,
automated captions, and adaptive learning formats to ensure that all students—including

those with disabilities—can fully engage with educational content.

2. Transforming Teaching Practices with Al: Building a Competent, Digital-Ready
Educator Workforce

Train faculty in Al-driven prompt engineering and content creation to enhance inclusivity
and effectiveness in digital education. Educators will develop five core competences:

1) Advanced Al Literacy in Pedagogy

2) Expertise in Al Prompt Engineering

3) Inclusive Digital Content Creation

4) Data-Driven Personalization Skills

5) Ethical and Responsible Al Integration

3. Developing a Framework for Inclusive Al Integration in HE and VET
Produce a practical framework and handbook on Al-enhanced digital content creation. This
will emphasize user-centered design, accessibility, and ethical Al use, ensuring inclusivity and

adaptability across diverse educational contexts.
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The rapid integration of Artificial Intelligence (Al) into educational environments presents
both significant opportunities and critical challenges for Higher Education (HE) and
Vocational Education and Training (VET) institutions. While Al-driven tools have the potential
to enhance accessibility, personalise learning pathways, and improve the quality of digital
teaching materials, evidence collected during the Al4All Needs Analysis demonstrates that
educators and trainers are not yet sufficiently equipped to harness these technologies in an

inclusive, ethical, and pedagogically sound manner.

Evidence from the Needs Analysis and Focus Group Interviews

The development of this framework is directly informed by a structured Needs Analysis,
including two rounds of focus group interviews conducted with educators, trainers,
instructional designers, and institutional representatives from partner organisations across

different European contexts. The findings revealed several recurring gaps and challenges:

e Limited applied Al competences: Participants reported basic awareness of Al tools
but a lack of practical skills, particularly in Al prompt engineering for educational use.
Most educators indicated uncertainty about how to translate Al capabilities into
concrete teaching and assessment practices.

e Fragmented approaches to digital accessibility: Focus group discussions highlighted
that accessibility is often treated as an afterthought rather than embedded in
instructional design. Educators expressed a need for clear, hands-on guidance on
integrating accessibility features such as text-to-speech, captions, adaptive
interfaces, and inclusive content structuring.

e Uncertainty around ethical and responsible Al use: Participants consistently raised
concerns regarding data protection, bias, transparency, and alignment with EU values
and institutional Al policies. The absence of practical models and real-life examples
was identified as a key barrier to confident Al adoption.

e Strong demand for practice-oriented training: Across both focus groups, participants
emphasised the need for hands-on, scenario-based workshops, rather than purely
theoretical guidance. There was a clear preference for learning formats that allow

experimentation, reflection, and iterative improvement.
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These findings confirm that existing professional development opportunities do
not sufficiently address the combined needs of Al literacy, inclusivity, ethics, and practical

classroom implementation in HE and VET.

Purpose of the Framework

In response to the identified needs, the Framework for Conducting Al-Inclusive Hands-on
Workshops has been developed as a concrete, replicable, and scalable methodology to
support educators in the meaningful integration of Al into their teaching practices. The
framework translates policy-level ambitions and ethical guidelines into operational training

actions, tailored to the realities of HE and VET contexts.
Specifically, the framework aims to:

® Provide structured, hands-on training that builds applied competences in Al prompt
engineering and inclusive digital content creation.

e Embed accessibility-by-design principles throughout the learning process, ensuring
that Al-enhanced materials respond to diverse learner needs.

e Support ethical and responsible Al integration, aligned with European values, GDPR
principles, and institutional governance frameworks.

e Enable competence-based upskilling through iterative learning, peer exchange, and

continuous feedback mechanisms.
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BEST PRACTICES FOR Al-
INCLUSIVE WORKSHOPS

WHAT IS THE FRAMEWORK?

Design Principles: Plan sessions with clear
objectives. Break content into short practical
modules, provide templates and assistive

n Workshops ) ;
materials, and ensure data protection and

ructured app!

applied learning in Al prompt engineering and inclusive digital content creation, consent procedures are in place.

emphasizing practical exercises, collaborative tasks, and iterative assessment,

Start with accessible briefs and clear success
criteria

Provide toolkits and sample prompts and
keep data privacy and consent forms
available.

WHY IS THIS FRAMEWORK
IMPORTANT? Measure competencies with iterative

It ensures accessibility-by-design and hands-on competence building, so learning assessments

outcomes meet diverse learner needs while promoting ethical Al use. and continuous feedback mechanisms
egal safeguards

@ Foster peer collaboration through group
activities and feedback loops

UPSKILLING, ETHICS & IMPACT
FOR EDUCATION AND INSTITUTIONS

Embedding ethics and European values ensures Al tools are used responsibly; GDPR and institutional policies
guide data handling and transparency.

Through hands-on practice, peer review and reflective exercises, the framework supports competence-based
upskilling and sustainable adoption of inclusive Al practices.

P

Image: Infographic illustrating the purpose of the Framework for Conducting Al-Inclusive

Hands-on Workshops
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Added Value for HE and VET Systems

By combining needs-driven design, practical workshop implementation, and evidence-based

refinement, this framework directly contributes to the objectives of Erasmus+ KA220 by:

e Strengthening the digital readiness and innovation capacity of educators.
e Promoting inclusive, learner-centred digital transformation.
e Supporting the sustainable adoption of Al through transferable models and

real-world case studies.

Ultimately, this framework addresses a clearly identified gap between the rapid evolution of
Al technologies and the current preparedness of HE and VET educators, offering a pragmatic

pathway towards inclusive, ethical, and future-oriented Al-enhanced education.

Activity 2 focuses on the practical validation and implementation of the Al4All Handbook
through two structured, hands-on workshops. While Activity 1 establishes the conceptual
and pedagogical foundations for inclusive Al use in HE and VET, Activity 2 operationalises

these principles by testing them in real training environments.
The two workshops were designed to:

e Pilot inclusive, Al-driven teaching approaches with educators and trainers;

e Develop and refine applied competences in Al prompt engineering and digital
accessibility;

e Collect systematic feedback to improve training design and content;

® Generate evidence-based case studies that reflect authentic HE and VET settings.

The AI4All Workshop Framework captures this process in a consolidated methodology,
documenting how the workshops were designed, delivered, evaluated, and refined. As such,
it serves both as a training guide and as a quality assurance reference for future

implementations beyond the project lifecycle.
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1.2 Alignment with AlI4All Objectives and Erasmus+ Priorities

The framework is fully aligned with the three core objectives of the AlI4All project and with

key Erasmus+ horizontal priorities.
In particular, it contributes to:

e Enhancing digital accessibility in HE and VET by embedding accessibility-by-design
principles and assistive Al functionalities (e.g. text-to-speech, captions, adaptive
interfaces) into all workshop activities.

e Transforming teaching practices through Al by equipping educators with practical

skills in Al prompt engineering, digital content optimisation, and learner-centred

design.
e Developing a sustainable framework for inclusive Al integration through transferable

workshop models and exemplary case studies.
At the Erasmus+ level, the framework directly supports:

e Digital transformation through education and training;
e Inclusion and diversity by addressing diverse learner needs;

e Innovation and quality in teaching through applied, competence-based training.

1.3 Target Groups: HE and VET Educators, Trainers, Instructional Designers (at least

10 participants per Workshop)
The primary target groups of the Al4All Workshop Framework are:

e Higher Education lecturers and professors seeking to integrate Al tools into courses,
assessment, and feedback practices;
e VET trainers and instructors working in applied, skills-oriented learning

environments;

e Instructional designers and digital learning specialists responsible for developing

accessible, Al-enhanced learning materials.
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The framework has been designed to be discipline-agnostic, ensuring relevance
across subject areas, while remaining adaptable to different institutional contexts, learner

profiles, and levels of digital maturity.

The pedagogical and methodological foundations of the AlI4All Workshop Framework are
designed to ensure that the integration of Artificial Intelligence (Al) in HE and VET teaching
practices is competence-driven, inclusive, experiential, and ethically grounded. The
framework operationalises these principles through two complementary training
interventions — Workshop 1: Foundations of Inclusive Al in Teaching Practice and Workshop
2: Applying Inclusive Al: Advanced Prompting, Personalisation, and Case Design — which

together form a coherent learning pathway for educators.

Both workshops are designed to be flexibly delivered in online, onsite, or hybrid formats,
depending on the organisational, technical, and contextual decisions of the hosting
institution. To ensure meaningful interaction, peer learning, and sufficient diversity of
perspectives, a minimum of 10 participants per partner organisation is required for each

workshop implementation.

2.1 Competence-Based Learning Approach

The Al4All Workshop Framework adopts a competence-based learning approach, ensuring
that participants develop measurable, transferable skills rather than only theoretical
knowledge. This approach is directly aligned with the project’s objective of building a

digital-ready educator workforce capable of responsibly applying Al in HE and VET settings.
Across both workshops, participants progressively develop five core competences:

e Advanced Al Literacy in Pedagogy
® Expertise in Al Prompt Engineering
e Inclusive Digital Content Creation
e Data-Driven Personalisation Skills

e FEthical and Responsible Al Integration

Each competence is mapped to:
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e Clearly defined learning outcomes;

® Practical tasks and hands-on exercises;

e Observable outputs (e.g. Al prompts, redesigned learning materials, case study
drafts).

Workshop 1: Foundations of Inclusive Al in Teaching Practice focuses on building baseline
competences, particularly Al literacy, accessibility awareness, and introductory prompt

engineering skills.

Workshop 2: Applying Inclusive Al: Advanced Prompting, Personalisation, and Case Design
consolidates and advances these competences through applied scenarios, refinement

exercises, and collaborative case development.

Inclusive and Universal Design for Learning (UDL) Principles

Inclusion and accessibility are embedded as foundational design principles throughout the
framework, rather than treated as add-on considerations. The workshops are structured
according to Universal Design for Learning (UDL)principles, ensuring that learning

experiences are accessible, flexible, and responsive to diverse participant needs.
Key UDL principles applied include:

e Multiple means of representation, using text, visuals, audio, and Al-supported
explanations;

e Multiple means of engagement, through interactive tasks, group work, and reflective
activities;

e Multiple means of expression, allowing participants to demonstrate learning through

different formats.

During Workshop 1, participants are introduced to these principles through practical
examples drawn directly from the Al4All Handbook chapters and their associated short-burst
training videos. These resources are presented and discussed as preparatory and reference
materials, enabling participants to familiarise themselves in advance with the conceptual

foundations and then explore their application in greater depth during hands-on sessions.
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2.3 Learning-by-Doing and Micro-Iteration Methodology

The framework is grounded in a learning-by-doing methodology, recognising that effective Al
integration requires experimentation, reflection, and iterative improvement. Both
workshops prioritise practical engagement over passive learning, with participants actively

applying Al tools to authentic teaching challenges.
A micro-iteration approach is used, whereby participants:

e Test Al-generated outputs (e.g. prompts, learning materials);
e Reflect on accessibility, clarity, and ethical implications;

e Refine and improve their outputs based on peer and facilitator feedback.

This approach is particularly prominent in Workshop 2, where participants revisit and
enhance the work initiated in Workshop 1. The iterative design ensures continuity between
the workshops and allows participants to observe tangible progress in their competences

and confidence.

2.4 Role of Al as a Supportive, Assistive, and Creative Tool

Within the AI4All Workshop Framework, Al is positioned not as a replacement for
pedagogical expertise, but as a supportive, assistive, and creative tool that enhances

teaching and learning processes.
Participants are guided to use Al to:

e Support accessibility through assistive features (e.g. text-to-speech, captioning,
language simplification);

® Assist instructional design by structuring content and generating alternatives;

e Enable creative pedagogical approaches through scenario design, adaptive feedback,

and personalised learning pathways.

Ethical and responsible use is continuously reinforced, with attention to transparency, bias

awareness, data protection, and alignment with institutional and European guidelines. By
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the end of Workshop 2, participants are expected to demonstrate a confident,
critical, and reflective approach to Al use, grounded in pedagogical intent and inclusive

values.

The AIl4All Workshop Framework is structured around a clearly defined Competence
Framework that specifies the knowledge, skills, and attitudes participants are expected to
acquire through their engagement in Workshop 1: Foundations of Inclusive Al in Teaching
Practice and Workshop 2: Applying Inclusive Al: Advanced Prompting, Personalisation, and
Case Design.

This competence framework is directly informed by the Al4All Needs Analysis and focus
group findings, which highlighted the necessity for applied, practice-oriented Al
competences tailored to the realities of HE and VET education. Rather than focusing on
tool-specific expertise, the framework emphasises transferable competences that can be
adapted across disciplines, institutions, and technological environments.

Each competence is developed progressively across the two workshops and assessed
through observable outputs, such as Al prompts, redesigned learning materials, and case

study contributions.

5.1 Advanced Al Literacy in Pedagogy

Description:
Participants develop a critical understanding of Al concepts as they apply to teaching,
learning design, assessment, and learner support in HE and VET contexts. The focus is on

pedagogical relevance rather than technical depth.

Learning Outcomes:

By the end of the workshops, participants will be able to:

e Explain the role and limitations of Al in educational settings;
e Identify appropriate pedagogical use cases for Al tools;

e Critically evaluate Al-generated outputs in relation to learning objectives.
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Workshop Integration:

e Introduced in Workshop 1 through Handbook chapters and video materials;

e Consolidated in Workshop 2 through applied scenarios and case analysis.
Observable Outputs:

e Annotated examples of Al-supported teaching activities;

o Reflective notes on Al affordances and limitations.

5.2 Expertise in Al Prompt Engineering

Description:
Participants acquire practical expertise in designing, testing, and refining Al prompts tailored
to educational purposes, with a strong emphasis on clarity, inclusivity, and pedagogical

intent.

Learning Outcomes:

Participants will be able to:

e Structure effective Al prompts for teaching, assessment, and feedback;
o Adapt prompts to different learner profiles and learning contexts;

e |teratively refine prompts based on output quality and accessibility considerations.
Workshop Integration:

® Basic prompt structures introduced in Workshop 1;

e Advanced prompt design and optimisation practiced in Workshop 2.
Observable Outputs:

e A minimum of five well-crafted, inclusive Al prompts per participant or group;

e Documented iterations showing prompt improvement.

5.3 Inclusive Digital Content Creation

Description:

This competence focuses on the ability to design and adapt digital learning materials that
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are accessible, inclusive, and aligned with Universal Design for Learning (UDL)

principles, supported by Al tools.

Learning Outcomes:

Participants will be able to:

e Identify accessibility barriers in existing digital content;
o Apply Al-supported strategies to improve readability, structure, and usability;

e Integrate accessibility features into teaching materials from the design stage.
Workshop Integration:

e Core focus of Workshop 1, supported by Handbook examples and videos;

e Applied and refined in Workshop 2 through case development.
Observable Outputs:

e Redesigned learning materials incorporating accessibility features;

® Accessibility checklists applied to digital content.

5.4 Data-Driven Personalisation Skills

Description:
Participants develop the ability to use Al in a responsible manner to support personalised
learning experiences, adaptive feedback, and differentiated instruction, without relying on

sensitive or non-compliant data.

Learning Outcomes:

Participants will be able to:

e Use Al to generate adaptive explanations and feedback;
e Design learning activities that respond to varying learner needs;

e Critically assess the pedagogical value of Al-driven personalisation.

Workshop Integration:
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e Introduced conceptually in Workshop 1;

e Practically applied and evaluated in Workshop 2.
Observable Outputs:

e Al-generated adaptive feedback examples;

® Scenario-based personalisation strategies documented in case studies.

5.5 Ethical and Responsible Al Integration

Description:

Co-funded by

This competence ensures that participants can integrate Al into teaching practices in an

ethical, transparent, and responsible manner, aligned with EU values, institutional policies,

and data protection principles.

Learning Outcomes:

Participants will be able to:

e Identify ethical risks related to bias, transparency, and data protection;
e Apply responsible Al principles in educational use cases;

e Align Al practices with institutional and European guidelines.
Workshop Integration:

e Ethical considerations embedded throughout Workshop 1;

e Deepened in Workshop 2 through ethical scenarios and reflection exercises.
Observable Outputs:

e Ethical risk checklists applied to Al use cases;

e Documented mitigation strategies included in case studies.
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5.6 Competence Assessment and Validation

Competence acquisition is assessed through formative, practice-based evaluation, rather

than formal testing. Assessment methods include:

o Review of participant-generated outputs;
® Peer and facilitator feedback;

o Self-reflection aligned with competence descriptors.

This approach ensures that competences are demonstrated, contextualised, and

transferable, supporting sustainable Al integration beyond the duration of the workshops.

The Al4All Workshop Framework is implemented through a two-workshop model designed
to ensure progressive competence development, practical application, and evidence-based
refinement. The model combines preparatory learning, hands-on experimentation, and
reflective iteration, enabling participants to move from foundational understanding to

advanced application of inclusive and ethical Al practices in HE and VET contexts.

The two workshops — Workshop 1: Foundations of Inclusive Al in Teaching Practice and
Workshop 2: Applying Inclusive Al: Advanced Prompting, Personalisation, and Case Design —
are interconnected and must be delivered sequentially to ensure continuity and cumulative

learning.

6.1 Duration, Format, and Delivery Modes

Each Al4All workshop is designed to be delivered in two focused training sessions of a
maximum duration of 120 minutes each, ensuring high engagement, cognitive sustainability,
and effective interaction. This modular structure responds directly to the needs identified
during the AI4AIll Needs Analysis, where educators highlighted time constraints and the

necessity for concise, well-structured training formats.

Prior to each workshop, participants receive:
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e A detailed agenda outlining session objectives, activities, and expected
outputs;
e Selected chapters of the Al4All Handbook;

e The related short-burst training videos developed under Activity 1.

These preparatory resources enable participants to familiarise themselves in advance with
key concepts, terminology, and examples, allowing live sessions to focus on hands-on

application, discussion, and refinement, rather than introductory explanations.
The two sessions per workshop are designed to:

e Build progressively on each other;
e Combine brief conceptual inputs with practical exercises;

o Allow reflection and micro-iteration between sessions.

Both workshops — Workshop 1: Foundations of Inclusive Al in Teaching Practice and
Workshop 2: Applying Inclusive Al: Advanced Prompting, Personalisation, and Case Design —

can be delivered in:

e Onsite format, hosted by partner or associated institutions;
e Online format, using accessible videoconferencing and collaboration tools;

e Hybrid format, combining physical presence with remote participation.

The choice of delivery mode is determined by the hosting organisation, provided that
accessibility requirements are met and active participation is ensured. Regardless of the
selected format, a minimum of 10 participants per organisation is required to support peer

learning, group work, and diverse perspectives.

This flexible yet structured delivery model ensures that the AI4All workshops remain
scalable, inclusive, and adaptable, while maintaining a strong focus on practical competence

development.
6.2 Participant Journey Across the Two Workshops

The two-workshop model is designed as a guided learning journey, with clearly

defined entry points, learning milestones, and outputs.
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Before Workshop 1, participants are provided with:

e Selected chapters of the Al4All Handbook;

e The corresponding short-burst training videos developed under Activity 1.

These materials serve as preparatory resources, allowing participants to familiarise
themselves with key concepts, terminology, and examples prior to the hands-on

sessions.
Workshop 1 focuses on:

e Establishing a shared understanding of inclusive Al in education;
e Introducing accessibility principles and basic Al prompt engineering;

e Applying Al tools to redesign existing teaching materials.
Between Workshop 1 and Workshop 2, participants are encouraged to:

e Reflect on their initial outputs;
e Test Al-supported approaches in their own teaching context, where feasible;

e Identify challenges and improvement areas.
Workshop 2 builds directly on this experience by:

e Refining Al prompt engineering skills;
e Applying data-informed personalisation strategies;

e Co-developing and validating inclusive Al case studies.

6.3. Structure and Learning Components of Each Workshop

Each Al4All workshop follows a consistent and clearly defined internal structure, ensuring
clarity, predictability, and transferability across different HE and VET contexts. While the
structure remains stable, the pedagogical focus and expected outputs differ between

Workshop 1 and Workshop 2, reflecting the progressive nature of the two-workshop model.

1. Introduction and Context Setting
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Each workshop begins with a structured introduction that:

® Presents the objectives, agenda, and expected participant outputs;

e Clarifies the link between the workshop, the Al4All Handbook, and the overall project
objectives;

e Sets expectations regarding participant engagement, collaboration, and practical

outcomes.

This phase ensures a shared understanding of the purpose and scope of each workshop

session.
2. Conceptual Input

Conceptual input is delivered through short, targeted presentations, avoiding lengthy
theoretical explanations. Content is directly drawn from the Al4All Handbook chapters and

reinforced through the related short-burst training videos developed under Activity 1.

® |n Workshop 1: Foundations of Inclusive Al in Teaching Practice, the Handbook
chapters and their corresponding videos are demonstrated and actively piloted.
Participants are guided through the materials to explore how conceptual guidance
translates into practical teaching strategies, with particular emphasis on accessibility
features and inclusive design principles.

e |n Workshop 2: Applying Inclusive Al: Advanced Prompting, Personalisation, and Case
Design, conceptual input is limited and primarily serves to support applied work,

drawing on insights and challenges identified during Workshop 1.

During Workshop 2, participants will first select one of the five predefined case study topics.
The selected topic defines the scope and focus of the case study and guides the

identification of the educational challenge to be addressed.
Case Study Topic 1: Inclusive Course Content Redesign

Focus: Addressing accessibility barriers in learning materials through Al-supported

simplification and restructuring.

Case Study Topic 2: Accessible Assessment and Feedback
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Focus: Improving inclusivity and clarity in assessment design and feedback

practices using Al.
Case Study Topic 3: Al-Supported Personalised Learning Pathways

Focus: Responding to diverse learner needs through adaptive explanations and

differentiated learning support.
Case Study Topic 4: Inclusive and Al-Supported Exam Preparation and Assessment

Focus: Reducing exam-related stress and cognitive overload while ensuring transparent and

accessible assessment practices.
Case Study Topic 5: Ethical and Transparent Use of Al in Teaching

Focus: Embedding responsible Al principles into everyday teaching and learning activities.
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Hands-on activities form the core of both workshops and are designed to promote active

learning and experimentation.
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e Activities include individual and group-based Al-supported tasks;

e Participants apply accessibility and inclusion principles when redesigning digital
content or crafting Al prompts;

e Exercises are aligned with real HE and VET teaching scenarios to ensure relevance

and transferability.

In Workshop 2, hands-on work focuses explicitly on co-creating and refining elements of

exemplary case studies, including structured Al prompts and contextual descriptions.
4. Reflection and Feedback

Structured reflection and feedback are embedded throughout each workshop to support

learning and quality enhancement.

e Participants engage in peer exchange to discuss challenges, successes, and
alternative approaches;
e Facilitators provide targeted feedback aligned with the competence framework;

e Improvement areas are identified and documented for further iteration.

This component is particularly important in bridging the transition from Workshop 1 to
Workshop 2.

5. Output Consolidation

Each workshop concludes with the consolidation of participant outputs to ensure that

learning results are documented and reusable.

e Qutputs may include Al prompts, redesigned learning materials, or draft case study
components;

e Documentation follows accessible formats and shared templates.

The outputs of Workshop 2 are used as the basis for the development of five exemplary case

studies, selected collaboratively by partner representatives. Each case study features:

e Aclearly defined educational context;
e A set of five well-crafted Al prompts demonstrating best practices in inclusive digital

content creation;
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e Practical guidance that can be replicated across HE and VET institutions.

These case studies are compiled in an accessible PDF and serve as concrete, transferable

models for Al-driven inclusive education, representing a key result of Activity 2.

6.4. Tools, Resources, and Technical Requirements

The framework is tool-agnostic, allowing participants to work with Al systems and digital
tools that are available, GDPR-aware, and approved by their institutions. No proprietary or

project-specific tools are required.
Core resources include:

e The Al4All Handbook and related video materials;
® Generic generative Al tools for text and content generation;

® Accessible collaboration tools for group work and documentation.

Accessibility requirements, such as captioning, readable formats, and inclusive digital

interfaces, must be ensured regardless of delivery mode.

6.5 Expected Outputs and Link to Case Study Development

The two-workshop model is designed to generate tangible and documented outputs, which

form the basis for Activity 2 results.
By the end of Workshop 1, participants are expected to produce:

e Initial Al prompts for educational use;

e Redesigned learning materials with accessibility improvements.
By the end of Workshop 2, participants are expected to contribute to:

e Refined sets of inclusive Al prompts;

e Draft case studies reflecting real HE or VET teaching contexts.
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These outputs are subsequently reviewed and used to select the five exemplary
case studies included in the Al4All framework, ensuring that the final results are grounded in

authentic practice and collaborative learning.

Together, this two-workshop structure provides a coherent, scalable, and evidence-based
model for implementing inclusive Al training in HE and VET, supporting both immediate skill

development and long-term institutional impact.

This chapter will present a consolidated analysis of the results generated through Workshop
1: Foundations of Inclusive Al in Teaching Practice and Workshop 2: Applying Inclusive Al:
Advanced Prompting, Personalisation, and Case Design. The analysis will be based on a
structured data collection and feedback workflow, designed to ensure continuous

improvement and evidence-based refinement of Al4All outputs.

Following each workshop, data will be systematically collected, analysed, and translated into
actionable improvements, directly informing the enhancement of the Al4All Handbook, the

associated training videos, and the overall workshop methodology.

7.1 Participant Profile and Participation Overview
Participant data will be collected for both workshops to document the diversity and
representativeness of the target groups. Each partner organisation will ensure the
participation of at least 10 educators, drawn from Higher Education and Vocational
Education and Training contexts, including lecturers, trainers, instructional designers, and
digital learning specialists.
Participation data will be analysed to capture:

e |Institutional and professional backgrounds;

e Levels of prior experience with Al;
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e Engagement patterns across workshop activities.
e This information will support the contextual interpretation of workshop results and

contribute to the transferability of the framework.

7.2 Summary of Practical Outputs
The workshops will generate tangible, practice-based outputs, which will be collected and

documented using shared templates and accessible formats.

Expected outputs from Workshop 1 will include:
e Initial Al prompts designed for teaching, assessment, or feedback;
e Revised digital learning materials incorporating accessibility improvements;
e Reflections linked to the Al4All Handbook chapters and videos.
e Expected outputs from Workshop 2 will include:
e Refined and optimised Al prompts aligned with inclusive design principles;
e Draft case study descriptions grounded in real HE and VET teaching contexts;

e Contributions towards the development of exemplary case studies.

All outputs will be reviewed and analysed to identify patterns, good practices, and areas

requiring further support.

7.3 Analysis of Accessibility Integration
Accessibility integration will be analysed as a core quality indicator across both workshops.
Participant outputs and feedback will be reviewed to assess how accessibility features and

inclusive design principles are applied in practice.

After Workshop 1, the analysis will focus on participants’ ability to identify accessibility

barriers and implement initial improvements.

After Workshop 2, the analysis will examine the extent to which accessibility considerations
are embedded systematically into content design and Al prompt development.
Findings will be used to refine Handbook guidance and training video examples, ensuring

stronger alignment with real educator needs.
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7.4 Initial and Expected Impact on Teaching Practices
Impact on teaching practices will be assessed through participant self-reflection and
gualitative feedback. Post-workshop survey responses and Q&A insights will be analysed to
identify:

e Changes in confidence when using Al tools for pedagogical purposes;

e Intentions to apply inclusive Al strategies in teaching and assessment;

e Perceived relevance of Al prompt engineering and personalisation techniques.

e These insights will inform future refinements of the Al4All resources and support the

scaling of the framework across HE and VET institutions.

To support quality assurance and continuous improvement, the consortium has developed

an accessible Google Forms—based feedback survey as part of Activity 2.

The survey enables the systematic collection of both quantitative and qualitative insights
from workshop participants, ensuring that feedback is gathered in a structured, inclusive,
and user-friendly manner. Its accessibility features and ease of use allow broad participation,
while the combination of scaled responses and open reflections provides the consortium
with actionable evidence to refine the AI4All Handbook, training videos, and workshop
methodology, and to assess their impact on teaching practices in HE and VET contexts.

URL link: https://forms.gle/A8RP92dL7JcTKFoB9
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Image: QR code that leads to the Post-Workshop Feedback Survey — Al4All Workshops

7.5 Key Strengths, Gaps, and Improvement Areas Identified
Quantitative and qualitative data will be analysed to identify key strengths, gaps, and
improvement areas related to the workshop design, content, and delivery.

e Strengths will be documented to validate effective elements of the methodology;

e Gaps and challenges will be translated into concrete improvement actions;

e Participant suggestions will inform updates to the Al4All Handbook, training videos,

and workshop activities.

This iterative feedback loop will ensure that the Al4All Workshop Framework remains
responsive, inclusive, and pedagogically relevant, supporting continuous enhancement of

Al-driven teaching practices in HE and VET.

Feedback and Improvement Workflow (Embedded Across Sections)

1. Data will be collected via open post-workshop survey forms.

2. Qualitative insights will be gathered during Q&A sessions and group discussions.
3. Results will be analysed by the project partners.
4

Improvements will be implemented in the Handbook, videos, and workshop design.
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5. Refined resources will support measurable impact on teaching practices.

General Orientation
1. What are the main opportunities and risks of applying Al in HE and VET, specifically in
terms of inclusivity and accessibility?
2. Among the five competences (Al literacy, prompt engineering, inclusive content
creation, data-driven personalization, ethical Al integration), which should be

prioritized for educators, and why?

Chapter-Specific Exploration

3. (Chapter a — Al & Pedagogy) How can advanced Al techniques be meaningfully
aligned with inclusive pedagogy to improve learning outcomes?

4. (Chapter b — Accessibility & Wellbeing) How can Al support digital accessibility and
student wellbeing (e.g., reducing stress, helping concentration, supporting diverse
learning needs)?

5. (Chapter ¢ — Prompt Engineering) What strategies can help educators craft effective
prompts for inclusive content creation?

6. (Chapter d — UX & Visual Accessibility) What are the best practices to ensure
Al-generated materials are usable, visually accessible, and learner-friendly?

7. (Chapter e — Pedagogical Integration) What are the most effective ways to integrate

Al into teaching practices sustainably?

Competence & Practical Needs
8. What tools, resources, or training formats are most useful for developing
competence in data-driven personalization while protecting student privacy?
9. What ethical risks should educators be most aware of when integrating Al, and how
should the handbook address them?
10. What would make the handbook most practical, relevant, and usable for daily

teaching and training practices?
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The implementation of the Al4All two-workshop model demonstrates that inclusive, ethical,
and pedagogically grounded Al integration in HE and VET is both feasible and impactful
when supported by structured, hands-on training methodologies. By translating the Al4All
Handbook into practice through targeted workshops, Activity 2 effectively bridges the gap

between conceptual guidance and real-world educational application.

The workshops confirm that educators benefit most from concise, well-prepared learning
formats, supported by preparatory resources and focused on active experimentation. The
combination of pre-work materials, short interactive sessions, and iterative feedback
enables participants to develop concrete competences in Al prompt engineering, inclusive

digital content creation, and responsible Al use, regardless of prior experience.

The resulting five exemplary case studies, each featuring five well-crafted Al prompts,
provide replicable and context-sensitive models for Al-driven inclusive education. Their
accessibility-focused design and practical orientation make them particularly suitable for

adoption across diverse HE and VET settings.

Recommendations for Adoption
Institutions and training providers seeking to adopt the Al4All framework are encouraged to:

® |Integrate the two-workshop model into continuous professional development
programmes for educators and trainers.

e Ensure minimum participant thresholds and mixed professional profiles to maximise
peer learning and knowledge exchange.

o Use the Al4All Handbook and training videos as mandatory preparatory resources,
allowing workshop time to focus on applied practice.

e Embed accessibility-by-design and ethical Al considerations as core quality criteria,

not optional elements.
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® Apply the feedback and improvement workflow to adapt the framework

to institutional needs and disciplinary contexts.

By adopting this framework, HE and VET institutions can support a sustainable, inclusive,
and future-oriented approach to Al-enhanced teaching, aligned with European values and

digital education priorities.

Step 1: Case Study Topic Selection
(One topic selected by the participant group from the predefined list)
Case Study Topic 1: Inclusive Course Content Redesign

Focus: Addressing accessibility barriers in learning materials through Al-supported

simplification and restructuring.

Case Study Topic 2: Accessible Assessment and Feedback

Focus: Improving inclusivity and clarity in assessment design and feedback practices using Al.
Case Study Topic 3: Al-Supported Personalised Learning Pathways

Focus: Responding to diverse learner needs through adaptive explanations and

differentiated learning support.
Case Study Topic 4: Inclusive and Al-Supported Exam Preparation and Assessment

Focus: Reducing exam-related stress and cognitive overload while ensuring transparent and

accessible assessment practices.

Case Study Topic 5: Ethical and Transparent Use of Al in Teaching

Focus: Embedding responsible Al principles into everyday teaching and learning activities.
Educational Context

Sector: HE / VET
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Discipline / Subject Area
Learner profile (e.g. first-year students, adult learners, mixed-ability group)
Step 2: Identified Challenge

(Clear description of the pedagogical, accessibility, or assessment-related problem linked to

the selected topic)
Step 3: Al-Supported Approach

(Explanation of how Al will be used to address the identified challenge in an inclusive and

responsible manner)

Step 4: Five Exemplary Al Prompts

(The prompts are developed specifically to resolve the identified challenge)
Prompt 1 — (purpose and expected pedagogical outcome)

Prompt 2 — (purpose and expected pedagogical outcome)

Prompt 3 — (purpose and expected pedagogical outcome)

Prompt 4 — (purpose and expected pedagogical outcome)

Prompt 5 — (purpose and expected pedagogical outcome)

Al4All Framework for Conducting Al-Inclusive Hands-on Workshops Page 34 of 34

34



	1.​About the Project 
	2.​Purpose and Need of the Framework 
	3.​Background and Context of Activity 2 
	4.​Pedagogical and Methodological Foundations 
	5.​ Competence Framework for Workshop Participants 
	6.​Overall Structure of the Two-Workshop Models 
	7.​Summary of Results of Workshop 1 and Workshop 2 
	8.​Proposed Questions for Discussion 
	9.​Conclusions and Recommendations for Adoption 
	10.​Exemplary Case Study – Template 

