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AlQiu

The Artificial Intelligence Qualifications’ Improvement
and Utilization (ALQIU) project was designed to
empower youth workers with the knowledge and
practical  skills needed to integrate Artificial
Intelligence (Al), Virtual Reality (VR), and
gamification into their educational activities

Through innovative training courses and collaborative
exchange, the project produced a digital toolkit that
gathers:

e Teaching videos

e Activity examples

e Best practices

This toolkit aims to serve as a long-term open resource
for youth workers, educators, and organizations,
supporting creative and modern approaches to youth

engogement. \(\\\
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Training 1- Outputs

During the first training activity, participants created a
variety of materials, tools, and reflections that
showcase the use of Al, VR, and gamification in youth
work. These outputs are structured into thematic
folders:

% DAILY - daily reflections, notes, and activity
records

Feedbacks about VR — participants’ insights and
evaluations of using Virtual Reality in youth work
M Games - examples of gamified activities
designed during the training
ul Presentations — training presentations and slides
created by participants

n**: Co-funded by Nw {EjA‘TIC -~ M
the EuroPean Union Hew International Company of Live Arts \" u“-“r_ .

NEOTALENTWAY

<)
IVAIGO




DAILY -Video

Reflections

The DAILY folder contains a series of short video
recordings that document the learning process, daily

reflections, and participants’ experiences during the
training week.

e »& DAY 1VIDEO — WATCH HERE
i DAY 2 VIDEO — WATCH HERE
& DAY 3 VIDEO — WATCH HERE
& DAY 4 VIDEO — WATCH HERE
w® DAY 5 VIDEO — WATCH HERE
& DAY 6 VIDEO — WATCH HERE
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https://drive.google.com/file/d/1LKgyk4BVtso-zgnmS4mcu0KfFoZOpDcF/view?usp=sharing&t=4
https://drive.google.com/file/d/1qlEc9CmpRI9gThi0PzapVunfPubcaX1C/view?usp=sharing
https://drive.google.com/file/d/1qlEc9CmpRI9gThi0PzapVunfPubcaX1C/view?usp=sharing
https://drive.google.com/file/d/1WAUjcgxxPX4S942DXNUnwd8oMKpa9H1o/view?usp=sharing
https://drive.google.com/file/d/1NubzjP3r3a3VmeRiBqy5NtmaxFbBBSEs/view?usp=sharing
https://drive.google.com/file/d/1nKlG3iA51nzvloknhSsNuw_-scHWgpSW/view?usp=sharing
https://drive.google.com/file/d/1tGZGjdwKp_oPv_uvizADiDS4dnM-zYkp/view?usp=sharing

AlQiu

Feedbacks about VR

This folder includes short video feedbacks from
participants, sharing their impressions and reflections
on using Virtual Reality (VR) in youth work. These
insights provide valuable perspectives on how
immersive technologies can enhance learning and
engagement.

% FEEDBACK 1 — WATCH HERE
¥ FEEDBACK 2 — WATCH HERE
w® FEEDBACK 3 — WATCH HERE
w# FEEDBACK 4 — WATCH HERE
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https://drive.google.com/file/d/1uF-EH7LsZ6dyOU0ARQYA2Wzy-SGNz4Xv/view?usp=sharing&t=2
https://drive.google.com/file/d/1xWx-3LoDosbpnGi4n6skDYtv8Cd-fI2e/view?usp=sharing
https://drive.google.com/file/d/1FjIBvMnGKb_5wcCKMexYJRyXJlTSliBS/view?usp=sharing
https://drive.google.com/file/d/1BmRRK72olvXAuaNTm2n_D6SWsdyG75zL/view?usp=sharing

Games

The Games folder contains interactive activities and
gamified methods designed by participants. These
examples demonstrate how gamification can be
integrated into youth work to foster engagement,
creativity, and active participation.

M GAME 1 — WATCH HERE
M GAME 2 — WATCH HERE
M GAME 3 — WATCH HERE
M GAME 4 - WATCH HERE
M GAME 5 — WATCH HERE
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https://drive.google.com/file/d/1ZMCC_2L6evCbcLC_AeQErtenMQey6Mej/view?usp=sharing&t=2
https://drive.google.com/file/d/1ae8dqv71GCcEfP6POkoAv6AT5a9EY85c/view?usp=sharing
https://drive.google.com/file/d/1jP577Ce9oKheEnMObJwWxi0t8p_PDwSH/view?usp=sharing
https://drive.google.com/file/d/1rVaPw7IJXRHYPYEeJWV0VVWMHla7ZvPP/view?usp=sharing
https://drive.google.com/file/d/1KXhCOghMXCiA-WvMGjbeasREwNuHra3o/view?usp=sharing

Presentations

This folder includes presentations, posters, and visual
materials created by participants. They showcase
ideas on how to use Virtual Reality (VR), Artificial
Intelligence (Al), and gamification in youth work.

Examples include:

e « PRESENTATION 1 — VIEW HERE
e « PRESENTATION 2 — VIEW HERE
e « PRESENTATION 3 — VIEW HERE
e «» PRESENTATION 4 — VIEW HERE

Posters:

e & POSTER 1 — VIEW HERE
e & POSTER 2 — VIEW HERE
e & POSTER 3 — VIEW HERE
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https://docs.google.com/presentation/d/1G66GPvMKoChOcWCuNkG9Gn86uZu449qB/edit?usp=sharing&ouid=101216545101940380393&rtpof=true&sd=true
https://drive.google.com/file/d/1BUNFahaYddpGuB2Q8OBETFtHgPrKAjN6/view?usp=sharing
https://drive.google.com/file/d/1nW2SVow5GjnExf_XR00zvjM_dTSHL2Li/view?usp=sharing
https://drive.google.com/file/d/1daE0vG1hwQoH2B6RrQrN6dklyUlNTqlY/view?usp=sharing
https://drive.google.com/file/d/1TaGGsNEY4wROzJ7CHLHFOBCpPYD4ZhXV/view?usp=sharing
https://drive.google.com/file/d/15ATuf3VRRamMhovoTbprIu4JHOjoVa-C/view?usp=sharing
https://drive.google.com/file/d/1kUfJjSaVwc_sVhvmVW5lIb_cveVeo-E-/view?usp=sharing

Training 2 - Outputs

The second training produced a wide range of digital
materials, presentations, and activity resources. These
outputs showcase how participants explored Artificial
Intelligence (Al), Virtual Reality (VR), and gamification
in practical and creative ways.
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Results

This folder includes presentations, videos, and digital
resources prepadred during the training.

= ADOBE EXPRESS (.PPTX) — VIEW HERE

= ANIMOTO (.PPTX) — VIEW HERE
& ERASMUS PLUS ANTHEM (.MP4) — VIEW HERE

«GAMMA (.PPTX) — VIEW HERE

« METAVERSE MAYHEM AESTHETIC THEME FOR
BUSINESS (.PPTX) — VIEW HERE

+QUIZIZZ PRESENTATION (.PDF) VIEW HERE

LINKS (.DOCX) — VIEW HERE
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https://docs.google.com/presentation/d/1I3BasOyqs3khxHszZD4aI7hy-EgPj19B/edit?usp=drive_link&ouid=101216545101940380393&rtpof=true&sd=true
https://docs.google.com/presentation/d/1wQTwPcMucds7wMct8GkGWoqBnml2oHPA/edit?usp=sharing&ouid=101216545101940380393&rtpof=true&sd=true
https://drive.google.com/file/d/1bsBuSGnhNtD0NB1rwWGhBVeu8pTn2BbJ/view?usp=sharing
https://docs.google.com/presentation/d/1Xp_Ub1_UbHSoq5_lwJczUc_QnLg0cAng/edit?usp=sharing&ouid=101216545101940380393&rtpof=true&sd=true
https://docs.google.com/presentation/d/1SD_k-uf3JQ2ImacGbwKa1ZzMwkKYa9dw/edit?usp=sharing&ouid=101216545101940380393&rtpof=true&sd=true
https://docs.google.com/presentation/d/1SD_k-uf3JQ2ImacGbwKa1ZzMwkKYa9dw/edit?usp=sharing&ouid=101216545101940380393&rtpof=true&sd=true
https://drive.google.com/file/d/1-JXD-ASh6QM9BtjSc76f3-QLfv0BjGoN/view?usp=sharing
https://docs.google.com/document/d/14CmpjnYZv-q-25t4K6URWB4H78_Xywe-/edit?usp=sharing&ouid=101216545101940380393&rtpof=true&sd=true

AlQiu

Materials for Activities

This folder gathers supporting materials and
worksheets created during the training. They provide
concrete examples of how Al-related topics and
ethical issues can be introduced in youth work.

8 COMPETENCIES (.DOCX) — VIEW HERE
= Al PRESENTATION (.PPTX) — VIEW HERE
= Al RISKS AND ETHICAL DILEMMAS - DISCUSSION
MATERIAL (.PDF) — VIEW HERE
» COMPETENCES (.PDF) — VIEW HERE
= MISSION (IM) POSSIBLE (.PDF) — VIEW HERE
= TURING TEST ACTIVITY WORKSHEET (.PDF) — VIEW
HERE
WORDS FOR GROUPS (.DOCX) — VIEW HERE
= PRESENTATIONS (GOOGLE DOC) — VIEW HERE
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https://docs.google.com/document/d/1RTmYZuC-MJsi-chv1bw7Ag76rb5SFxRQ/edit?usp=sharing&ouid=101216545101940380393&rtpof=true&sd=true
https://docs.google.com/presentation/d/1XOp-zNXxhnIJonYJ78gHv0D9T_Hs_wNh/edit?usp=sharing&ouid=101216545101940380393&rtpof=true&sd=true
https://drive.google.com/file/d/1W9tIEoUS2YWeBVkuL7KllGDjSkGC81_X/view?usp=sharing
https://drive.google.com/file/d/15d2lEe5cUuuN3yVdta-fVOTo3ao2fqgK/view?usp=sharing
https://drive.google.com/file/d/1Hd5sXl0BYhvVKJeOvKmbTaTiefSXROGt/view?usp=sharing
https://drive.google.com/file/d/1JkcZviUoHbURxo1G1ZvrgWh37VfiYcVi/view?usp=sharing
https://drive.google.com/file/d/1JkcZviUoHbURxo1G1ZvrgWh37VfiYcVi/view?usp=sharing
https://docs.google.com/document/d/1kTiYq7EHAQknEZBea0lzqVE8VAXcpsz-/edit?usp=sharing&ouid=101216545101940380393&rtpof=true&sd=true
https://docs.google.com/document/d/1lCgL7W_SxJ4JDy2mPtAV66Jk_X4_aZVn7l2M-ZNN1JM/edit?usp=sharing

AlQIu

Toolkit Summary

This digital toolkit brings together innovative methods,
creative practices, and educational resources
developed during the ALQIU project. It is designed as a
long-term, open, and practical resource for youth
workers, educators, and organizations aiming to
integrate Al, VR, and gamification into their work.
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