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o ENHANCE TEACHERS" KNOWLEDGE THROUGH

DIGITAL COMICS RDI ' p

o OFFER READY-MADE COMIC STRIPS FOR
EDUCATORS TO INTEGRATE INTO SUBJECTS

« BOOST STUDENT CREATIVITY AND IN POWER \ /
ENGAGEMENT IN STEM
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Glel e THROUGH COMICS

o ENHANCE LEARNING OUTCOMES THROUGH
MINI-GAMES ON Al AND ML CONCEPTS

« ENCOURAGE THE DEVELOPMENT OF Al sale?r
LITERACY AND CRITICAL THINKING SKILLS E\-’ Nfc(;’s‘;a
AMONG STUDENTS
H | Ed comixaai

DHIGH ScHool WWW.COMIX4AI.COM

Agrinio -Greece

Co-funded by
the European Union

Co-funded by
the European Union

PROJECT NUMBER: 2023-1-FRO1-KA220-SCH-000150994



ACTIVITIES

TO DEVELOP SECONDARY SCHOOL
TEACHERS' KNOWLEDGE AND DIGITAL
SKILLS ON THE INTERSECTION OF
DIGITAL cOMICS AND AI/ML IN STEM
SCHOOL SUBJECTS

TO PROVIDE TEACHERS WITH READY-
MADE EDUCATIONAL MATERIALS
ROOTED IN PROBLEM-BASED
LEARNING

A GAME-BASED LEARNING TOOL TO
ENABLE THE DEVELOPMENT OF Al
LITERACY IN THE CLASSROOM
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~ OBIJECTIVES

IMPROVING TEACHERS' AND
STUDENTS' Al KNOWLEDGE

A

AND SKILLS

\

ADDRESSING LOW STUDENT
ACHIEVEMENT IN STEM WITH
EDUCATIONAL COMICS ON Al

INCLUSIVE PRACTICES

FOSTERING DIGITAL
TRANSFORMATION

PROMOTING STEM CAREER
@ PATHS THROUGH
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" TARGET

GROUPS

SECONDARY SCHOOL TEACHERS AND
STUDENTS

NATIONAL AND EU EDUCATION
PROVIDERS-INSTITUTIONS WORKING ON
THE SECONDARY SCHOOL CURRICULA OF
STEM EDUCATIONS

NGOS FROM UARIOUS SECTORS

LOCAL AND REGIONAL Al AND GRAPHIC
DESIGNERS

UNIVERSITIES/COLLEGES AND OTHER
RESEARCH INSTITUTIONS




