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AIJU working to develop an artificial intelligence system in the
home automation, automotive and industrial maintenance
sectors
AIJU is currently taking part in the European project titled "Artificial intelligence applied to home automation,
automotive and industrial maintenance", or Ai4VET for short, which seeks to develop artificial intelligence tools to
support and enhance these industries, among other goals.
We are now witnessing a tipping point in the work dynamic,
where relentless technological progress has opened up the
opportunity for a paradigm shift within the industrial fabric.
Industry 4.0, featuring the internet of things, electronic
components, Big Data, robotics and artificial intelligence (AI),
is changing the labour market. The industry is now calling for
a new breed of professional, meaning those who are highly
creative and innovative, able to work in multidisciplinary
teams and have developed the skills for lifelong learning,
seeing as though the changes will be constant and adapting
to them will be key.
This project brings together four vocational training centres, namely IES Pablo de Olavide in Spain, Šolski centre Novo Mesto in
Slovenia, Centrum Ksztalcenia Zawodowego w Wysokiem Mazowieckiem in Poland, and CEPROF – Centros Escolares de Ensino
Profissional Lda in Portugal, all of which have joined forces with AIJU, in its role as technology centre, to form a balanced
consortium that has the connections and synergies needed to bring AI into the fields of home automation, industrial maintenance
and the automotive industry.
Among the many branches of AI, bots have arguably been the most successful in becoming part of the real world. A bot is
a programme that mimics human behaviour by performing automated tasks. Chatbots have come on leaps and bounds
in recent years thanks to the incorporation of AI, allowing natural language and machine learning to improve exponentially.
The consortium has designed and developed three outcomes whereby AI can be applied directly at vocational training
centres operating in the sectors where the project partners work: home automation, industrial maintenance and automotive. A total
of six demonstrators will be modelled for each industry, based on the training cycles of each of the schools taking part, for
a total of 18 demonstrators. Different chatbots will be used in each outcome in order to respond to the needs of each
industry and to ensure a broader understanding of the different possibilities.

This project has been funded with support from the European
Commission. This publication [newsletter] reflects the views only of
the author, and the Commission cannot be held responsible for any
use which may be made of the information contained therein.

For more information:
César Carrión
ccarrion@aiju.es
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AIJU is working alongside APADIS
to develop an “easy-to-read”
handbook for people with
intellectual disabilities
The project, titled Accessible digital journalism and media
education for people with intellectual disabilities, or
EASYNEWS, aims to empower people with intellectual
disabilities by offering tools to adapt news to easy-to-read
format. The project, which is part of the ERASMUS+ call
for tenders and proposals, involves several expert
organisations from countries such as Greece, Italy,
Sweden, Germany and Spain.

The tools include a handbook on media literacy and on
how to convert news into easy-to-read format, a working
methodology rooted in the use of ICTs, and a guide for
parents of children with intellectual disabilities to get
them reading from an early age. All this valuable content
will allow parents and associations alike to bring people
with intellectual disabilities closer to current affairs,
through digital information and dissemination media.

The project consortium, coordinated by Asociación para la
Atención de las Personas con Discapacidad Intelectual de
Villena y Comarca (APADIS), of which AIJU is a member, is
now working towards the first of the tangible outputs of
the project, namely the Handbook on Media Literacy and
Adaptation of Text to Easy Reading. The final version of
the handbook should be ready by the end of March and
will be available in Spanish, Greek, Italian, Swedish,
German and English. An easy-to-read version of the
handbook will also be available.
In tandem, APADIS is working with AIJU to develop the
project's website, which will soon be available and on
which the handbook can be viewed and downloaded as
soon as it is published.
For more information: Raúl Esteban - raulesteban@aiju.es

This project has been funded with support
from the European Commission.
This publication [newsletter] reflects the
views only of the author, and the
Commission cannot be held responsible
for any use which may be made of the
information contained therein.

Work is now under way to
develop a videogame on
the European Union

The EU-funded project Learn Europe is a game for
young people, or LearnEU, got under way last January
with the aim of developing six digital tools to generate
knowledge and awareness about Europe. The project has
been declared a strategic project by the European Union
and aspires to have a major impact on all 27 member
states.
AIJU plans to develop a collaborative online video game for up
to four players called Europe Hunt, based on the rules of Game
of the Goose and Trivial Pursuit, by creating a pack of more
than 2,500 questions about the 27 member states.
The questions fall into three main categories:
• Culture / History / Curiosities,
• Energy / Environment / Economy and
• Gastronomy / Products / Industry.
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The videogame pack will be complemented by other tools
such as a role-playing game that will put the player in the
shoes of an MEP, a gamified online survey pack, various
cartoons, a Pictionary game featuring content on Europe,
and a virtual card game.
Over the coming months, AIJU will develop the game's
storyboard, design and layout and the results will then be
scrutinised by more than 3,000 students from across Europe.
This project has been funded with
support from the European Commission.
This publication [newsletter] reflects the
views only of the author, and the
Commission cannot be held responsible
for any use which may be made of the
information contained therein.

For more information: César Carrión - ccarrion@aiju.es
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Educational games on nutrition
A Nutrition Guide has been developed within the
framework of the Food Gaming for Active Ageing
(FG4AG) initiative, to provide detailed information on
the benefits of different food groups and nutrients and
focusing on the nutritional needs of people over 55
years of age. The guide will soon be available on the
project website in both downloadable and interactive
web versions.
Work is also under way to develop a digital platform of
educational games, based on the information contained in
the guide. The development is currently in the
implementation and technical programming phase for the
different modules and games of the system. The idea from a
recreational and educational standpoint is to create a kitchen
simulator so that users can prepare their own recipes. Users
can select different ingredients and cooking methods to
develop their recipes, with their choice naturally affecting
the nutritional properties of the dishes. These games will
teach users the importance of selecting the right ingredients
and cooking them the right way on the path to achieving a
healthier diet tailored to the needs of the target age group
for this project.

For more information: Rocío Zaragoza
rociozaragoza@aiju.es
https://foodgaming.eu

The gaming platform will be free to use on the project
website. It is due to be launched in the second half of this
year.

This project has been funded with support from the
European Commission. This publication [newsletter]
reflects the views only of the author, and the
Commission cannot be held responsible for any use
which may be made of the information contained
therein.

Adapting schools to the digital society for
improving educational technological skills
The first virtual meeting under the Innovative schools
adapted to the digital society for improving technological
educational skills (ISTEDU) initiative was held in January of
this year. It is an Erasmus+ project, funded by the Spanish
Service for the Internationalisation of Education, with the
aim of adapting educational skills in schools to new
technologies.
The project is coordinated by the IES Mediterráneo
secondary school in Salobreña (Spain), which has partnered
up with AIJU, in its role as technology centre, and three
other schools from Europe:
• Istanbul (Turkey): Sultantepe Ortaokulu
• Bucharest (Romania): Maria Rosetti

The aim of the project is to integrate new educational
technological tools and skills at the various schools taking
part. AIJU will rely on its wealth of experience in the use
and development of new technologies to stage learning
activities on how to use these types of tool.

• Frascati (Italy): Maffeo Pantaleoni
At this first meeting, each member of the project delivered a
presentation and discussed the results and outcomes to be
achieved over the coming two years. A date was also set for
the first teacher-specific learning event, which took place in
early February. At this first virtual learning meeting, AIJU
explained to the teachers how to use and apply different
Visual Thinking tools so that they can implement it in their
classes. The training course, titled Visual Thinking & Spatial
Intelligence, marks the start of the first intellectual output of
the project.
This project has been funded with support from
the European Commission. This publication
[newsletter] reflects the views only of the author,
and the Commission cannot be held responsible
for any use which may be made of the
information contained therein.

For more information: Bárbara Seguí - barbarasegui@aiju.es
Facebook: https://www.facebook.com/IsteduProject/
Twitter: https://twitter.com/istedu1
Instagram: https://www.instagram.com/istedu_eu/
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Artificial intelligence for
inclusive education
The project features a total of eight organisations from eight
different countries: United Kingdom, Greece, Ireland,
Sweden, Lithuania, Poland and Spain. The consortium
includes
universities,
non-profit
training
support
organisations and new technology entities.

The Inclusive Artificial Intelligence (INCAI) project aims to
study the ways in which Artificial Intelligence (AI) can help
in the educational realm, and more precisely in adult
education, by fostering a more inclusive and flexible
learning environment. The aim is to unlock the potential of
artificial intelligence in helping the most underprivileged
learners, who require significant support to achieve their
educational goals.

The kick-off meeting took place in January to mark the start
of this 24-month venture.

It qualifies as a Good Practice Exchange project, thus
entailing the co-production of an AI-based educational plan
to bring together success stories from different European
countries. This plan will include methodologies for the
effective implementation of AI technologies in the
classroom tailored to the needs of different vulnerable
groups and to the particular circumstances of the
educational model of each member state belonging to the
consortium.

This project has been funded with
support
from
the
European
Commission.
This
publication
[newsletter] reflects the views only of
the author, and the Commission
cannot be held responsible for any use
which may be made of the information
contained therein.

For more information: Raúl Esteban Crespo - raulesteban@aiju.es

AIJU to deliver training on
artificial intelligence
AAIJU is preparing training courses on artificial
intelligence aimed at secondary school teachers, within
the framework of the European project Artificial
Intelligence and Machine Learning to foster 21st century
skills in secondary education, or EDU4AI. The goal is to
bring artificial intelligence closer to students through the
maker movement trend.

To further complement this training, AIJU is working on a
technical guide for teachers, to provide step-by-step
instructions on how to integrate artificial intelligence into
education. This will allow the educators to pass the concepts
they have learned on to students to give them the technology
skills and differential value they will need down the line in the
job market.

The main aim of this conference is for teachers to learn
about different tools and software that will enable them
to develop artificial intelligence applications alongside
their students. In doing so, they will rely on tools to
enable programming by means of code blocks such as
scratch, and will develop applications for voice
recognition, image recognition, emotion recognition and
chatbots, while learning to programme intelligent toys.

This project is coordinated by IN2 Digital Innovations GMBH
(IN2, Germany), with the collaboration of the European
Laboratory for Technological Education (EDUMOTIVA, Greece),
the Digital World Foundation (DWF, Italy), and training centres
6 E.K. A’ Piraeus (Greece), Col·legi Sant Roc (Spain) and
Johannes Kepler (Germany), along with AIJU.

This project has been funded with support from the
European Commission. This publication [newsletter]
reflects the views only of the author, and the
Commission cannot be held responsible for any use
which may be made of the information contained
therein.
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For more information: Jose Carlos Sola
josesola@aiju.es - https://edu4ai.eu/
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Modular robot development
The Modelling Educational Robot (MER) European project seeks
to improve the knowledge and skills of vocational students in
response to the prevailing needs of the labour market. The MER
learning proposition is based on knowledge of robotic
components and their application through the development of
modular robots.
Having already developed a basic robot prototype, containing
motors, motion sensors and basic programming, the team is
now evolving the project in a modular way by adding a more
expert layer of knowledge. This new layer will enable the robot
to interact so that it can sense, move and handle objects
through the use of complex sensors, thus generating valuable
information such as distance measurement, movement
programming, speed and trajectory.
Three vocational training academies from Europe are helping to
develop the robot, under the oversight of two universities and
AIJU itself, which is implementing the eLearning platform so
that anyone interested in the subject can learn about and
assemble their own modular robots while increasing the level
of difficulty.
The participating schools are also holding internal competitions
to motivate their learners. For example, the latest challenge
has been a competition to design the final robot. The best
solution and design will be used to implement the project
requirements.

Users can now visit the MER website and eLearning platform
developed by AIJU to download all the files for the basic robot
and the intermediate robot free of charge, including designs
for 3D printing, components and programming files.
The MER project is coordinated by the SOLSKI CENTER NOVO
MESTO vocational training centre in Slovenia, with the
participation of two other vocational training centres —ITIS
Polo Tecnico Fermi-Gadda in Italy and Muratpasa Mesleki ve
Teknik Anadolu Lisesi in Turkey— together with the Faculty of
Electrical Engineering of the University of Ljubljana in Slovenia
and the International University of Sarajevo in Bosnia and
Herzegovina. AIJU fulfils the role of technology centre within
the consortium by bringing its technological experience to
bear and developing the eLearning platform for the project,
adapting curricular content and modelling interactive activities
to optimise content adaptation. The modularly conceived
platform will enable progressive learning to move from more
simple and basic robots to more advanced robots that can be
programmed to perform tasks autonomously.

For more information: César Carrión ccarrion@aiju.es Ignacio Seguí - natxosegui@aiju.es
This project has been funded with support from
the European Commission. This publication
[newsletter] reflects the views only of the author,
and the Commission cannot be held responsible
for any use which may be made of the
information contained therein.

http://www.merproject.net
https://www.facebook.com/groups/438087873504622

Developing a chatbot to help young
people with ASD find work
The e-learning platform for the development of sociooccupational skills in people with autism spectrum disorder
(ASD), or WOTICS, led by the Asperger Association of Alicante
(ASPALI), continues to develop new materials to improve the
job prospects of young people with ASD.

The tool will support young jobseekers by helping them to
overcome problems that can arise not only when
searching for a job, but also during the recruitment
process and trial period, once they have been picked for
the position.

Following the launch of the WOTICS Job Search Guide, which
is now available on the project website (http://wotics.eu), the
next milestone will be the development of an artificial
intelligence-based instant messaging system (chatbot) to
provide personalised help to young people with ASD who are
looking to find a job. Users can ask the chatbot questions to
clear up their doubts about:

AIJU and its partners in the consortium, led by ASPALI, are
now working to define 10 problem situations that can
commonly arise during the job search and selection
process, along with 40 possible responses to help users
move forward. All the formulations currently being
developed for the chatbot are designed to meet the
specific needs of young people with ASD.

• the job seeking process,
• the job interview,
• first day at work,
• difficult situations that can arise while at
work.
This project has been funded with support from
the European Commission. This publication
[newsletter] reflects the views only of the author,
and the Commission cannot be held responsible
for any use which may be made of the
information contained therein..

The tool is expected to be finished within the next few
months and will be available free of charge and in five
languages, including Spanish.
The following entities are also involved in the project: ALP
(Austria), IPHSS (Italy) and SCPC (Romania).

For more information: Noemí Rando - noemirando@aiju.es
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The VleaRning project as a
benchmark at the
Innovative Centres Event

AIJU develops Industry
4.0 content for
vocational training
centres from around
Europe
Within the framework of the Erasmus+ project New
training resources for the change of the industrial
paradigm, ROBOT@3DP, AIJU staged virtual training
sessions in January with the aim of applying Industry 4.0
to vocational training centres from all over Europe.
The event covered topics such as the design and 3D
modelling of parts and components fit for 3D printing,
as well as the custom development of support
structures for the parts. Training was also provided on
the use and maintenance of 3D printers and on how to
troubleshoot the main problems that can arise when
manufacturing them.

The We learn to apply augmented and virtual reality in our
technology class (Vlearning) project, co-financed by the Erasmus+
programme, is entering its final six-month stretch and remains a
benchmark for educational centres. The project aims to implement
virtual reality (VR) and augmented reality (AR) technologies at
schools. To succeed in this task, an eLearning platform is currently
being developed to provide training to all interested parties on the
tools adapted for VR/AR use. Aside from more theoretical training
on the use of these technologies, the platform will offer more than
100 practical activities that are being implemented at the European
schools taking part in the project, namely Colegio Paidós in Spain,
the Academy at Shotton Hall in the United Kingdom, OS Vizmarje
Brod in Slovakia, and Säynätsalon yhtenäiskoulu in Finland. The
European scale of the initiative also makes it possible to compare
different education systems across the continent and allow students
to take part in highly practical activities.
AIJU, together with Colegio Paidós, as project coordinator, will be
present at the Meeting of Innovative Centres of Alicante, an event
promoted by the DIM-EDU educational network and organised
jointly with the Faculty of Education of the University of Alicante,
with the collaboration of CEFIRE of Alicante and the GIDU-EDUTIC/
IN research group of the University of Alicante.
The event will take place in April, and both AIJU and Paidós plan to
organise a practical workshop for innovation coordinators,
management teams, teachers of all educational levels, inspectors
and educational administrators and specialists from companies
operating within the sector. The aim of the gathering is to facilitate
the exchange of knowledge and experiences so that they can be
implemented effectively.
AIJU, as technology partner, will be providing IT support to teachers
and educators and reviewing the degree of implementation at the
schools while at the same time proposing activities within each
selected theme. The secondary school pupils themselves will
prepare activities using these technologies, thus learning how to
put them into practice and becoming more creative in the process.

The project involved two international Fablabs:
STARTSMART from Italy and SPOTDESIGN from
Romania.
Over the following days, AIJU did a deep dive into the
application of Industry 4.0 within the mould design and
plastic transformation sector, showing simple
applications that can be developed using low-cost
boards such as ARDUINO, ESP32 or FPGAS, which
capture information from the machinery and store the
data on Excel sheets in the cloud for subsequent
analysis and visualisation using systems such as
PowerBI.

Regional companies TALLERES TIBI, S.L. and TALLERES
BERZOSA, S.L. also play an active role in the project by
contributing content and applied designs so that the
vocational training centres can draw on the experiences
of industry as a key element to enhance the training of
their students.
The ROBOT@3DP project regularly updates the
information posted on its website (https://
www.robot3dp.eu/) and will soon be offering users a
training platform from which to view the outcomes
obtained.
The two-year project is currently in its second year of
development and the next steps will focus on the
development of demonstrators.

For more information: Natxo Seguí - natxosegui@aiju.es
http://www.vlearningproject.eu/ - Twitter: @vlearning1
Facebook: @ VleaRning - Instagram: @vlearning1
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This project has been funded with support
from the European Commission. This
publication [newsletter] reflects the views
only of the author, and the Commission
cannot be held responsible for any use which
may be made of the information contained
therein.

For more information: César Carrión - ccarrion@aiju.es
This project has been funded with support
from the European Commission. This
publication [newsletter] reflects the views
only of the author, and the Commission
cannot be held responsible for any use which
may be made of the information contained
therein.

Avda. de la Industria, 23
03440 IBI (Alicante)
Tel: 965554475
Fax: 965554490
e-mail: tic@aiju.es
http://www.aiju.es

Technology and gamification as a means
to achieve a more sustainable world
Another output to be achieved
when undertaking the project is
a gamified platform, enabling the
learners themselves to create their
own animations, mini-video games
and interactive activities. This platform will be guided by a
common goal —saving the planet— where students will
learn all the basic concepts related to climate change,
greenhouse gases, recycling and calculating the carbon
footprint.

In January, the first transnational meeting of the
Erasmus plus project, known as We'R'World, took place
via as a virtual event. The aim is to encourage
primary school pupils from across Europe to achieve
better results in science subjects and to improve their
digital and horizontal skills, such as initiative,
creativity, and cooperative teamwork. It will also help
participants
improve
their
English,
while
its
collaborative side will foster inclusion and fairness in
the educational realm.
The We'R'World initiative aims to make schools more
sustainable places. To succeed, a training guide will
be created to cover a wide range of topics, including
climate change and the limited supply of natural
resources. These topics will be complemented and
enhanced by 40 hands-on activities.

This project has been funded with support from the
European Commission. This publication [newsletter]
reflects the views only of the author, and the
Commission cannot be held responsible for any use
which may be made of the information contained
therein.

Concepts such as diversity, solidarity, inclusion, gender
equality, equity and globalisation of problems will also be
covered. In general, the event will address the degree of
sustainability needed to bring about real change in the
model of society, by improving its key competences to bring
them in line with the needs of the 21st century.
The project is being coordinated by Colegio Engeba in
Valencia, with the participation of Agrupamento de Escolas
de Portela e Moscavide (Portugal), Instituto Compresivo
Statale Padre Pino Puglisi (Italy), and the Vzgojnoizobraževalni zavod Osnovna šola school in Rogatec
(Slovenia), alongside AIJU.
AIJU's role in the project is to contribute its extensive
experience in the field of technology and expertise in the
development of products and applications. AIJU will also
provide training for teachers in the different countries so
that they can learn gamification techniques and put them to
use in their daily work to motivate students through games.

For more information: José Carlos Sola - josesola@aiju.es
https://twitter.com/werworld1
https://www.facebook.com/WeRWorld-102904225149780
https://www.instagram.com/werworldproject/

