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ABOUT THE PROJECT 

At the center of the project is the field of DESIGN and VISUAL ARTS
through interdisciplinary connection with the content of informatics 
and STEAM fields as well as various cross-curricular topics. With the 
use of tools based on artificial intelligence for creative tasks, project 
activities will enable students to understand the benefits and dangers, 
ethical and social implications of digital technologies and artificial 
intelligence. The project is intended for primary school students (ages 
11-15), during the school year 2024-2025.



ABOUT THE PROJECT 

"ARTificial intelligence" is conceived as a school-based and international project involving five or

more partner primary schools (age 11-15). It is implemented and documented through the

eTwinning/TwinSpace platform for school education. 

https://school-education.ec.europa.eu/en/etwinning/projects/artificial-intelligence/twinspace/pages/work-process

The author of the project is Ivana Devernay Cimić (Visual art and Design teacher) from Matija Gubec

International School (IB) in Zagreb, Croatia (founder of the project). 

The schools that joined the project are four schools form Türkiye (Alkasan Secondary School,

Ayşegül Arsoy Secondary School, Gazligöl Secondary School and Sehit Murat Hasircioğlusecondary

School).

https://school-education.ec.europa.eu/en/etwinning/projects/artificial-intelligence/twinspace/pages/work-process


ABOUT THE PROJECT 

Since the project is primarily focused on Visual arts, Design and Informatics—the project activities would cover the following topics:

WHAT IS ARTIFICIAL INTELLIGENCE – Introductory lecture

ME, THE ARTIST

• Conversation with a visual artist (Chatbot App)

• “If I were Leonardo da Vinci, Van Gogh, Picasso, Frida Kahlo…” – generating artworks in specific artistic styles using algorithms (e.g., style transfer)

• Artistic creation through artificial intelligence and copyright (intellectual property)

MAGICAL TRANSFER

• Drawing/painting 2D objects and generating 3D objects from them (drawings, paintings) – style transfer

• 3D animation of moving objects

FROM IMAGE TO SOUND, TO WORD, TO TOUCH, TO IMAGE…

• Visual communication and design – tools for generating digital content (text, images, audio and video content, presentations – based on text descriptions)

HUMAN ABOVE ALL

• Responsible behavior (cyberbullying, fake news) – lecture, quiz

• Art above artificial intelligence: Advantages and disadvantages of using AI-based tools – argumentation, debate, essay

The project activities will enable students to understand the benefits and dangers, as well as the ethical and societal implications of digital technologies and artificial intelligence, their 

impact on emotions, and the advantages and disadvantages of using various digital technologies and AI in our daily lives.



Subjects Related to the Project 

The majority of project activities would be conducted during regular 
classes in Visual Art, Design, and Computer Science, as well as in 
extracurricular STEAM-related activities.

Subjects included: Art, Design and Technology, Informatics/ICT, Media 
Education, Psychology, Social Studies, Technology, Science, Geography
and more.

Vocational Subjects: Art, Audiovisual Media/Photography, Graphic
Design, Information Technology (IT), etc.



GLOBAL GOAL

Global goal:

The development of students' critical thinking about the impact of 
artificial intelligence on human life, the enhancement of digital 
competences, and the empowerment of students for practical and 
creative work with new technologies (applications).

The use of AI tools is aimed exclusively at learning and the personal 
development of students within the STEAM field, with a particular 
emphasis on ART and DESIGN.



AIMS

AIMS: development of students' critical and creative thinking about the impact of artificial intelligence on human life, development of digital competencies, training students for practical and creative 

work with new technologies. 

The application of AI tools is aimed exclusively at the learning and personal development of students in the STEAM field of work, with an emphasis on ART and DESIGN. In this project students will 

develop visual, linguistic, digital and social/multicultural competence of the 21st century. Teachers and students from different countries and cities will collaborate and share experiences and best 

practices. In the "ARTificial intelligence" project, students will have the opportunity to acquire skills and knowledge important for their personal and social development, to navigate in the world of 

information and modern technologies, and to analyze and critically evaluate them. 

Through project activities, students will develop the following key competencies*: • competencies of learning how to learn (innovative pedagogical methods/approach to learning: flipped classroom, 

cooperative learning and inquiry-based learning) • language competence; creativity/creative thinking, cultural awareness and expression (oral presentation, multilingualism, discussion, evaluation of 

work; art, design and media creation, visual presentation) • digital competence (use of websites, digital programs and tools, AI applications) • citizenship competence with the aim of strengthening 

awareness of the human rights protection (personal data protection, equal access to education) • the use of digital technologies in the educational environment; improvement of tools, resources and 

guidelines in education (online network tools, AI applications and documents (resources CARNET, Agency for Electronic Media and UNICEF, media literacy.hr, Europeana, Britannica, etc.), online and 

non-online digital documents) • personal and social competence (strengthening self-confidence and self-awareness, teamwork and cooperation: oral presentation, work in groups) • entrepreneurial 

competence (cooperation with parents, external collaborators, museums, foundations, associations and institutions) 

* Based on the “Curriculum for the Cross-Curricular Topic Personal and Social Development” for Croatian primary and secondary schools.

The cross-curricular topics curriculum (Personal and social development, IT) for primary and secondary schools in the Republic of Croatia



DOMAIN A: Application of Artificial Intelligence and Emerging Technologies

Content for Achieving Learning Outcomes

• Fundamental concepts of emerging AI technologies (chat-bots, robotics)

• Historical development of digital intelligence

• Advantages and disadvantages of AI-based tools, with emphasis on their use for learning and personal growth

• Learning-support tools (translation apps, text-to-speech, quiz generators, etc.)

• Tools for generating digital content (text, images, audio, video, quizzes, presentations from text prompts)

• Building simple applications (e.g., a chat-bot, an app that recognises objects in images, generators of poems, stories, images, and more)

Recommended Approaches

• Game-based learning (e.g., an escape-room activity on the concept or history of AI)

• Exploring concrete AI applications in everyday life (personalised recommendations on web platforms, speech recognition on smart devices, 
social-media content filters) and testing various tools

• Discussions, debates and lectures on the pros and cons of AI in education; students consider what “artificial intelligence” means and how it differs 
from human intelligence

• Hands-on exercises (building a chat-bot, etc.)

• Integrating AI into project assignments

• Collaboration with experts (engineers and specialists in AI and cyber-security who hold talks or workshops for students and/or teachers on 
implementing new technologies)



DOMAIN B: Safe and Responsible Use of Artificial Intelligence and Emerging 
Technologies

Content for Achieving Learning Outcomes

• AI in the context of privacy, personal-data processing (GDPR) and freedom of expression, plus the protection of fundamental human rights

• Safety measures and rules—security audits of AI tools (how data are collected, stored and used; who can access them; age restrictions; 
parental consent; password management; recognising phishing; using secure networks)

• Responsible behaviour, especially in cases of cyberbullying, harassment or the spread of disinformation

• Ethical challenges in artificial intelligence

• Copyright issues related to AI-generated content

Recommended Approaches

• Lectures, workshops or discussions on the legal and ethical challenges of AI use (e.g., ensuring informed consent and safeguarding user 
privacy)

• Case studies of real situations where AI produced positive or negative outcomes

• Research projects on topics such as fake news, click-bait headlines, and AI’s impact on the labour market and education (including unequal 
access)

• Investigating how AI is shaping the ways people communicate, learn, work and live—focusing on cyberbullying, abuse, disinformation and 
their consequences

• Debates on AI-related issues such as copyright, legal frameworks and ethics (What benefits does AI bring to user experience, and what are 
the downsides for privacy and freedom of expression?)



PROJECT PERSPECTIVE

This project aims to foster visual, linguistic, digital and social/multicultural competences for the 21st century. 

Ultimately, it will evolve into an eTwinning project, linking our students with peers from other Croatian and international (Turkish)

schools and cities.

Through “ARTificial intelligence” activities, students will gain skills and knowledge crucial for personal and social development,

navigate today’s information-rich, tech-driven world, and learn to analyse and evaluate it critically.

Key Competences Developed

• Learning to Learn – innovative pedagogies (flipped classroom, cooperative and inquiry-based learning)

• Linguistic Competence – oral presentations, debates, peer feedback

• Creativity, Cultural Awareness and Expression / Multilingual Competence – artistic design, visual storytelling

• Digital Competence – using online resources, digital tools and AI applications, Technology and Engineering

• Citizenship Competence – awareness of human-rights protection (data privacy, equal access to education)

• Use of Digital Technologies in Education – improving tools, resources and guidelines (web platforms, AI apps, CARNET, Agency for 
Electronic Media & UNICEF resources, MediaLiteracy.hr, Europeana, Britannica, etc.)

• Personal and Social Competence – confidence, self-awareness, tolerance; teamwork and collaboration

• Entrepreneurial Competence – cooperation with parents, external partners and institutions



WORK PROCESS

The students aged 11 to 15 from Croatian primary schools and students from schools from Turkey/Türkiye participated in the 

project. The Matija Gubec International School from Zagreb, Croatia is the founding school of the project and the Alkasan

Ortaokulu school from Afyonkarahisar, Turkey is the co-founding school.

According to the curriculum of the teaching Visual art and Design subjects, it is necessary to implement the use of 

information and communication technology in teaching. Therefore, project activities are carried out during regular classes, 

during extra-curricular activities (STEAM) or/and as learning outside of the classroom.

During project activities in regular classes, students researcheda, observed and developed creative, analytical and critical 

thinking and multiculturalism.

All activities resulted as digital works, animated GIFs and thumbnails, videos, presentations, and artworks in different fine art 

or digital techniques.

The students connected with educational and cultural centers, general science centers, universities, industrial sectors, and 

other external collaborators; other primary schools in the Republic of Croatia and schools in Turkey/Türkiye.

Collaboration with artificial intelligence experts was planned and realised, collaborators held lectures and workshops with 

students and teachers on the topic about new technologies and protection (risks and challenges) associated with the use of 

these technologies.



WORK PROCESS - CALENDAR

2 - 6/12 2024: MEETING
Getting to know each other
Agreement on the calendar of activities
Filling in the database of AI tools

December 2024 - 15 January 2025: INTRODUCING THE TEAMS
Students present their team / their school's team on the eTwinning space in the chosen medium using AI tools. The 
expected result ("product") of the activity can be: PPT presentation, avatars, short video, photo collage, etc.
Each team proposes a trademark (logo) of the project.

16 January 2025. – 1.March 2025: ME (and) THE ARTIST
Students explore selected visual artists and their artwork using AI tools.
• they use AI tools to collect specific data about artists and their works and present this data in a creative way
• recognize different examples of using AI-generated content while respecting copyright.

1.March 2025. – 1. May 2025: MIRACULOUS TRANSFER
Students explore the possibilities of AI tools in transferring ideas from one medium to another.
• use AI tools to transform text and sound into visual signs, illustration or more complex visual entities.
• use AI tools to transform two-dimensional images into three-dimensional objects.
• use AI tools to animate images and photos.

1.MAY 2025. – 1. JUNE 2025: MAN ABOVE ALL
Students exchange opinions on ethical issues related to the use of AI: Advantages and disadvantages of using tools 
based on artificial intelligence
• participate in lectures, quizzes and debates on the topic of responsible behavior when using AI content 
(cyberbullying, fake news) – lecture, quiz, argumentative essay
• participate in collaborative activities with students from other schools on online platforms

JUNE 2025: PROJECT EVALUATION
• students' evaluation
• teachers' evaluation
• review/online exhibition/presentation
• summary



EXPECTED RESULTS

Tangible Results:

Independent creation of materials by students; organization and participation on the eTwinning/TwinSpace platform; publication of successfully created 
visual, literary, and multimedia works, research papers; publishing materials on school websites; reflections, individual evaluations, self-assessments...

1. Student works in various visual art techniques, interactive animations, audio recordings, literary works...

2. Presentations, GIFs, thumbnails, AI educational posters, project logos, presentations on copyright, reflections

3. Exhibitions of student visual, literary, audio, digital and video works and records on TwinSpace

4. Compilation of results/products from all schools in digital format (online, school web) – all participants

5. Final presentation, exhibition, questionnaire results (self-assessment, evaluations)

Intangible Results:

• Creating conditions for the development of a young person as healthy, self-confident, creative, productive, tolerant, and responsible—capable of 
cooperation and contributing to the community

• Creating conditions for a young person to help establish and maintain healthy social relationships on a societal levelInstilling ethical values in the 
formation of a young person, such as fairness, freedom, human rights, respect, responsibility, integrity...

• Promoting values that contribute to the preservation of cultural and artistic heritage, and copyright

Presentation of the project at the County Expert Council for Visual Arts/Design/IT or other subjects included in the project

Other: Through the project activities, students will have the opportunity to develop 21st-century visual, linguistic, digital, and social skills.



LOGO AND POSTER





PARENT PERMİSSİONS







ME (and) THE ARTIST



ME (and) THE ARTIST

Students explored selected visual artists and their artwork 
using AI tools.

Students used AI tools to collect specific data about artists 
and their works and present this data in a creative way.

Students recognized different examples of using AI-
generated content while respecting copyright.

Some activities:

The students took conversation or interview with a visual 
artist (e.g., Chatbot App, ASK MONA app, Chat GPT)

The students had the task of describing in words a famous 
painting by Leonardo da Vinci - Mona Lisa by observing it 
carefully, and the AI (www.artguru.ai) generated the final 
visual solution according to student's textual description.

"If I were Leonardo da Vinci, Van Gogh, Picasso, Frida 
Kahlo..." - student generated visual works in a specific 
artistic style – use of algorithms (e.g. style transfer)

The expected result (“product”) of the activity could have
been: an interview with an artist, a creative essay, artwork 
or video related to the specifics of the selected artist. At the AI Action Summit in Paris on February 10, 2025, the AskMona AI interface was showcased, 

allowing users to engage in conversations with famous artworks like Leonardo da Vinci's "Mona Lisa." 
Visitors can ask questions directly to the artwork and receive AI-generated responses. 

https://youtu.be/oPGjFfWqwRw

http://www.artguru.ai/


ASK MONA (Musée du Louvre in Paris)
AI-generated responses

MYP3 students from Matija Gubec
International School in Zagreb 















MYP3 students' work from Matija Gubec
International School in Zagreb 









MYP3 students' work from Matija Gubec International School in Zagreb 









Canva, GIF 
and QR code
The students created a ceramic tile pattern based on
the principle of rotational tessellation, inspired by the
art of M.C. Escher. They first drew parts of the
module, then created a full module by tessellating
four parts together. The original collaged module was
photographed and edited in Canva, where they
refined the lines and removed the paper background
on which the pattern had been assembled.

Next, they multiplied/printed out the cleaned-up
pattern four times (in black and white), cut it into four
pieces, and reassembled it like a puzzle to form a new,
unique ceramic tile pattern. Additionally, students
turned the name Escher into a GIF and generated a
QR code for it using the MY QR CODE app.

This dynamic blend of visual art and mathematics
resulted in a school exhibition titled Tessellate,
Rotate, Create!

MYP3 students's work from Matija 
Gubec International School in Zagreb 



MYP3 students from Matija Gubec
International School in Zagreb 



ABOUT US - AVATARS

MYP3 students's work from Matija Gubec International School in Zagreb 











ABOUT OUR SCHOOLS

MYP3 students' work
from Matija Gubec International School 
in Zagreb 





Extracted text from image or picture using AI-tool

One thing I enjoy about my school is Co-Art, since it's an
extracurricular activity, we usually have the option to make
things to do our own thing. I enjoy it because it's better to
draw more during Co-Art than I do at home. Because during 
the week when Co-Art is usually the lesson I look forward
to most during the school week.

The field trips in school are very fun.

We do lots of stuff which teach us lots.

The teachers are very nice, so is the principal.

My school is very culture friendly, it allows me to take a day 
off for my celebrations. It makes the student aware about 
serious things (ex safety online, eating disorders, anti-
smoking...etc). My school gathers items to donate for 
children who don't own those items. The books we read 
really educate the students like about racism, WWII, 
autism...etc.

- IB program

- the field trips

- our Christmas shows

- our languages

These are the things that I love and appreciate about our amazing program.

I enjoy the extra curricular activity in school called Co-Art because I enjoy art and 
the extra curricular activity gives me motivation to draw since I have no motivation 
most of the times. It is also a place I can freely express myself with my peers and 
enjoy school. In the extracurricular activity we create and draw creative items for 
the school and help students to be more motivated by art, every year we have a
theme to make stuff and sell them, participating in these activities bring me joy 
and helps me create and develop more interesting ideas.

My favourite thing about our IB school are the field trips, especially field trips 
outside of Croatia. My favorite one so far was the trip to Italy. I learned a lot about 
Milan and had a lot of fun with my friends. I also like projects and friendships in my 
school. The projects are fun to do in groups, and they expand our creativity.





MIRACULOUS TRANSFER



MIRACULOUS PIANO

Students explored the possibilities of AI tools in transferring ideas from one 
medium to another.
Students: 
• used AI tools to transform text and sound into visual signs, illustration or 
more complex visual entities.
• used AI tools to transform two-dimensional images into three-dimensional 
objects.

The students were given the task of redesigning and refreshing the look of an
old piano at our school. They drew inspiration from the artist Joan Miró,
reinterpreting his work in their own way—first through sketches, and then
using the Canva program. Their colored designs were applied to a 3D photo of
the piano, generating several versions from which they selected the most
suitable design. After that, they painted the actual piano according to their
original sketch and the generated mock-up, which helped them accurately
paint all sides and surfaces.

The piano’s new look is truly impressive! Take a look in the photo gallery!

MYP3 students's work from Matija Gubec International School in Zagreb 











Cubistic portrait and multiple perspectives 
MYP2/MYP3 students' work

Matija Gubec Intenational School, Zagreb







Short audio-video works, MYP2/MYP3 students, 
Matija Gubec International School, Zagreb



CONVERTING 2D 
TO 3D OBJECTS

The MYP2 students created a
Cubist still life featuring the motif
of a guitar, inspired by the works of
Braque and Picasso. They combined
multiple viewpoints into a single,
unified artwork using a mixed
collage technique (oil pastels,
markers, and drawing charcoal).
After that, they generated a 3D
object based on their original 2D
artwork using the AI program
Meshy.ai. The resulting 3D object
can also be viewed from all angles
in a generated video.

MYP2 students' work from Matija Gubec International School in Zagreb 





SIMULATING 3D OBJECTS IN VIDEO

As part of the Design subject unit Shelter Against Natural Disasters, MYP3 

students, after extensive research—involving inquiry and analysis of various 

natural disaster examples and creating a design specification for a shelter—

developed their own conceptual designs for a shelter tailored to a specific 

natural disaster. They photographed their drawings and edited them in the 

Meshy.ai program to transform them into 3D objects, together with video 

simulations. The results were impressive, although it became clear which 

drawings still needed further improvements and which ones had a clear 

and effective visual presentation.

https://www.canva.com/design/DAGqpEbY9go/yV3m0XJah-

n8VfU2t8P3vA/edit?utm_content=DAGqpEbY9go&utm_campaign=designs

hare&utm_medium=link2&utm_source=sharebutton

https://www.canva.com/design/DAGqpEbY9go/yV3m0XJah-n8VfU2t8P3vA/edit?utm_content=DAGqpEbY9go&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
https://www.canva.com/design/DAGqpEbY9go/yV3m0XJah-n8VfU2t8P3vA/edit?utm_content=DAGqpEbY9go&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
https://www.canva.com/design/DAGqpEbY9go/yV3m0XJah-n8VfU2t8P3vA/edit?utm_content=DAGqpEbY9go&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton


MYP3 students' work from Matija 
Gubec International School in Zagreb 



Generating text into
images

During Geography lessons, students of MYP3 IB progamme asked AI
tools to generate a written description of a selected country of Europe,
as well as to provide images of typical landscapes and traditional
artwork from that region. To evaluate the reliability of the information,
students compared the AI-generated content with credible sources
such as Britannica. They brought their results into class and engaged in
group discussions to assess the accuracy and usefulness of the content.

The most used were ChatGPT, Canva AI and Perplexity.

When it came to visuals, many students considered the AI-generated
images and artwork to be generally aligned with their chosen
countries. Still, it was clear that the images were artificial. They noted
that the AI-generated visuals, while helpful, could not be mistaken for
real-life photographs. This helped avoid ethical concerns about
misrepresentation.

MYP3 students' work
from Matija Gubec International School in Zagreb 



MAN ABOVE ALL



Lecture on Artificial 
Intelligence

On the 22nd of January 2025, MYP 1, 2, and 3

students attended a lecture on Artificial

Intelligence held by Ms. Anne Dates, an AI

ethicist, working for the Croatian Artificial

Intelligence Association. This lecture is an

integral part of the ARTificial intelligence

project that our school leads.

The lecture started with our reflections on

how much the students had used AI tools this

morning.



Ethics and AI

Students exchanged opinions on ethical issues related to the use of AI: Advantages and
disadvantages of using tools based on artificial intelligence

During the project, students participated in lectures, quizzes and debates on the topic of
responsible behavior when using AI content (cyberbullying, fake news) – lecture, quiz,
argumentative essay. They also participated in collaborative activities with students from
other schools on online platforms.

After an interactive lecture on artificial intelligence in general, the students wrote their
reflections by hand on paper. They then used ChatGPT to convert their handwritten
texts into typed text in a Word document. In this way, the application provides improved
readability for everyone, especially in cases where a student's handwriting is messy or
difficult to read. The image gallery contains the original handwritten documents
alongside the typed versions as they appear in Word.

MYP 1, 2 and 3 students' work from 
Matija Gubec International School in Zagreb 



• Lecture on Artificial 
Intelligence

• https://os-
mgubec.eu/article/en/2060/lec
ture-on-artificial-intelligence



Using ChatGPT for school 
purposes

Our school librarian, Ms. Krajačić held an
interactive lecture for the students about how to
use ChatGPT for school purposes, while
adhering to the ethical considerations regulated
in our school's Academic Integrity Policy.

The students received information about how it
is very important to remain original and to
develop critical thinking when using ChatGPT.

It is also essential to respect copyright and
always cite sources.



TOK Activity Using AI 
generated content as a 
TOK object

This Theory of Knowledge activity is intended to
encourage students to think critically about the
benefits and limitations of AI tools such as ChatGPT.

It begins with a short introductory activity that is
intended to provide an accessible and easy way into
the topic.

Students are presented with 2 images generated by
DALL:E and the text that the user typed in to generate
the images. In pairs, students discuss what they notice
about the 2 images.

The teacher then leads a whole class discussion where
students share their reflections and begin to consider
the “so what?” – to consider the TOK implications of
the use of these types of technologies and how they
work. (It can be useful to prompt students to think
about TOK concepts such as interpretation and
perspectives to help stimulate this discussion).





Şehit Murat 
Hasırcıoğlu
Secondary School
in Türkiye -
Lecture on Artificial 
Intelligence



PROJECT EVALUATION AND REFLECTION





MYP3 students' work from Matija Gubec International School in Zagreb 



Evaluation sheet for teachers in the ARTificial intelligence project





RESULTS AND FINAL PRESENTATION

On the TwinSpace profile of the ARTificial intelligence project (2024-2025), representative artworks, digital media works and 
written works by students from Matija Gubec International School in Zagreb from Croatia, Alkasan secondary school, Ayşegül 
Arsoy secondary school, Gazligöl secondary school, and Şehit Murat Hasircioğlu secondary school from TÜRKIYE have been 
archived, along with accompanying project documentation.

Students from the upper grades of the international IB programme at Matija Gubec Primary School participated in the 
project as part of their regular Design and Visual Art classes (IB international programme). 

High-quality results were also achieved by students from the partner schools: Alkasan secondary school, Ayşegül Arsoy
secondary school, Gazligöl secondary school, and Şehit Murat Hasircioğlu secondary school from TÜRKIYE.

In addition to Design and Visual Art classes, students were involved in the project through Geography lessons at Matija 
Gubec International School in Zagreb, and through Informatics classes in the Turkish schools.

The project results from all primary schools have been summarized and presented in the form of a single presentation, 
available via the link 

https://school-education.ec.europa.eu/en/etwinning/projects/artificial-intelligence/twinspace/pages/final-project-presentation

on the eTwinning – TwinSpace project profile under the page titled FINAL PROJECT PRESENTATION.

Additionally, the project results have been showcased on the website of Matija Gubec Primary School in Zagreb, as part of an 
exhibition within the school, as well as on the websites of the partner schools. The photographs in the presentation are the 
property of the project author and project collaborators.

https://school-education.ec.europa.eu/en/etwinning/projects/artificial-intelligence/twinspace/pages/final-project-presentation


FINAL REPORT

Students from Croatian primary schools and few secondary schools from abroad (Turkey/Türkiye), aged 11 to 15, participated in the project. These included students from Matija Gubec International School (IB) as the 
founding school, as well as students from co-founding and partner schools. 

According to the curriculum for the subjects Visual Arts and Design, it was necessary to implement the cross-curricular topic “Use of Information and Communication Technology in Teaching” (ICT), so the project activities 
were carried out during regular classes, as part of extracurricular (STEAM) activities, or as a form of out-of-classroom/fieldwork learning (e.g., cooperation with AI associations).

During the regular classes, students applied research as a learning method, developed creative, analytical, and critical thinking. All activities resulted in the creation of digital works, artworks, presentations and videos using 
various artistic techniques, digital application and software. 

Educational trends applied: Inquiry-Based Learning, Cooperative Learning, Flipped Classroom

Students carried out project activities within the school and local community, establishing connections with educational institutions, research institutes, universities, museums, parents, and other external collaborators. 

Teachers and students collaborated with other primary schools in Turkey/Türkiye, via the eTwinning platform. The project foreseen collaboration with artificial intelligence experts, who held lectures and workshops for 
students and teachers on the application of new technologies.

Sources: 

Author Group (2024). Curriculum for the extracurricular activity "Artificial Intelligence: From Concept to Application" for primary schools. Croatian Academic and Research Network – CARNET. Retrieved from 
https://www.carnet.hr/, on 18 September 2024

Morris A., Schools Technology, Responsible Use Policy for Artificial Intelligence in Schools, MenageBac - https://www.managebac.com/subject-support/responsible-use-policy-for-artificial-intelligence-in-international-
schools

CroAI Hrvatska udruga za umjetnu inteligenciju/Croatian Association for Artificial Intelligence

Agency for Electronic Media and UNICEF

stručnjaci iz Udruge “Suradnici u učenju” Lidija Kralj, Arjana Blažić, Helena Valečić, Sanja Janeš, Valentina Blašković, Nikolina Marinić, Kristina Slišurić, Darija Dasović, Vesna Majdandžić i Darko Rakić, Edukativni priručnik
“Umjetna inteligencija u obrazovanju“, Agencija za elektroničke medije i UNICEF, Zagreb, travanj 2024.

https://www.medijskapismenost.hr/prirucnik-za-ucitelje-o-primjeni-umjetne-inteligencije-u-ucenju-i-poucavanju/

https://www.europeana.eu/en/rights/europeana-data-sources

VIDEO Is AI the most important technology of the century? - https://www.youtube.com/watch?v=-T__YWoq45I&t=5s

The photographs in the presentation are the property of the project author and project collaborators.

https://www.youtube.com/watch?v=-T__YWoq45I&t=5s


List of AI Tools for Project Activities

2D into 3D

DZINE

https://www.dzine.ai/tools/2d-to-3d-image-converter/

Meshy.ai

https://www.meshy.ai/blog/how-to-convert-2d-images-to-3d-models-using-ai

ALPHA 3D

https://www.alpha3d.io/

3D AI Studio

https://www.3daistudio.com/

CSM ai

https://www.csm.ai/

QUIVER

https://quivervision.com/ (mobile phone app)

IMMERSITY

https://app.immersity.ai/image

Revive App (Reface AI)

https://web.reviveapp.net

Revive is a super easy AI app that lets you create an animation from any photo. Just one tap and any image can dance, sing and speak.



List of AI Tools for Project Activities

TEXT to 3D IMAGE

Canva AI Image Generator - free online

https://www.canva.com/ai-image-generator

https://www.canva.com/your-apps

-image to image, text to image, QR code to QR Art

www.artguru.ai

IMAGE to TEXT Extractor

DocsBot- free online - https://docsbot.ai/tools/image/text-extractor

3D into movement

Animate 3D models with AI

https://app.anything.world/animation-rigging

MESHY

https://www.meshy.ai/blog/simplify-your-3d-workflow-using-ai-for-easy-animation

https://academyofanimatedart.com/ai-animation/

-more apps for 3D animation

http://www.artguru.ai/


List of AI Tools for Project Activities

CHATBOT and RESEARCH

ChatGPT 

• https://chatgpt.com/?ref=dotcom

- a powerful chatbot that students can use for writing, brainstorming, research and 
practicing conversations (with teacher guidance)

• https://copilot.microsoft.com/ 

- powered tool that uses  generative AI to help users with productivity, creativity and 
communication tasks

• https://scite.ai/

- ask AI Assistant or search the literature to transform the way you discover, evaluate, and 
understand research on any topic

• https://www.perplexity.ai/

- for finding relevant, academically relevant sources more quickly



List of AI Tools for Project Activities

AI for teachers:

• https://edpuzzle.com/  - interactive video lessons for the students (designed by 
the teacher)

• https://kahoot.com/ - interactive quizzes

• https://plagiarismdetector.net/ - a completely free and accurate online plagiarism 
detector. Simply copy and paste to detect copied content.

• Grammarly - https://www.grammarly.com/plagiarism-checker



List of AI Tools for Project Activities

AI For students and teachers:

• Transkriptor

-pretvaranje audio zapisa u tekst (hrvatski jezik/croatian language)

• https://transkriptor.com/hr/discover?utm_source=google-
ads&utm_medium=cpc&utm_campaign=TSK%2FCrotia%2FHR%2FSearch%2FComputer%2FGeneral&utm_agid=136791816376&ut
m_term=otter.ai&creative=596413940872&device=c&placement=&targetid=kwd-
650801255032&matchtype=p&network=g&devicemodel=&gad_source=1&gclid=Cj0KCQiAr7C6BhDRARIsAOUKifiTxTCt7q1pEMJfe
MDdtnSmfxrUZpMkGcn5P98CRuzDGxCDe0iuJL8aAkWKEALw_wcB

• https://otter.ai/

-speech to text transcription applications using artificial intelligence and machine learning

-to get transcripts, autometed summaries, action items, and chat with Otter to get anwsers from your meetings

• https://play.google.com/store/apps/details?id=com.aisense.otter (mobilni app)

• https://lumen5.com/

-video creation platform powered by AI that enables anyone without training or experience to easily create engaging video content 
within minutes; video maker that turns text into video marketing content

• https://gamma.app/

-Create unlimited presentations, websites, and more—in seconds



List of schools and teachers in the ARTificial Intelligence 
project who documented their work with students:

• Matija Gubec International School, Zagreb, Croatia – Ivana Devernay Cimić (Founder and Author
of the Project)

• Alkasan Secondary School, Türkiye – Ayşe Mine Çağlar (Co-founder)

• Matija Gubec International School, Zagreb, Croatia – Matea Jarić (Geography Teacher) and Mirna 
Krajačić (School Librarian)

• Ayşegül Arsoy Secondary School, Türkiye – Esra Çalık

• Gazlıgöl Secondary School, Türkiye – Gülcan Karadeniz

• Şehit Murat Hasırcıoğlu Secondary School, Türkiye – Seher Sümeyye Koçak and Sedef Uysal
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