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1. Executive Summary & Alignment with Needs 

This framework outlines the definitive structure for the D2CIN Handbook. It is directly responsive 

to the Needs Analysis conducted with the project consortium (Mimic Productions & Budakov 

Films), which identified critical gaps in producing unbiased AI, meeting accessibility standards, and 

navigating ethical compliance. 

By addressing these specific needs, this Handbook aims to empower the target group to create 

high-quality, inclusive AI-based educational solutions. The content is organized into five core 

chapters, synthesized from the project Proposal and the specific recommendations of the Focus 

Groups in Germany and Bulgaria. 

Purpose of this Document: This Framework serves as the "architectural blueprint" for Activity 2.2. 

Its purpose is to translate the raw data from the focus groups and the high-level goals of the 

Erasmus+ proposal into a concrete, chapter-by-chapter outline. It ensures that the final Handbook 

is not merely theoretical but is a practical manual that directly remediates the skills gaps identified 

in the participating organizations (where 89% of staff lacked formal training in these specific areas). 

 

2. How this Framework Supports Handbook Production 

1. Synthesis of Pedagogy and Design: It integrates the distinct findings from the two national 

contexts - merging the German experts' focus on pedagogical fairness and classroom dynamics 

with the Bulgarian experts' focus on UX/UI design and the "uncanny valley". This ensures the 

Handbook covers both how to teach with AI and how to build it. 

2. Evidence-Based Content Structuring: It structures the Handbook specifically around the 

"In-Practice Scenarios" requested by focus group participants. Instead of abstract theory, this 

framework mandates that every chapter includes actionable tools (checklists, audits) derived 

directly from the D2CIN Insights Report. 

3. Standardization of Learning Outcomes: It defines clear, reduced Learning Objectives (LOs) for 

each chapter. This ensures that the diverse authors from Budakov Films and Mimic Productions 

write with a unified voice and a shared understanding of what the learner must achieve by the end 

of each section. 

4. Targeted Remediation of Staff Gaps: The framework explicitly maps chapters to the specific 

deficiencies found in the Needs Analysis (e.g., Chapter 1 addresses the specific difficulty staff face 

in producing unbiased AI; Chapter 3 addresses the reported lack of accessibility expertise). This 

ensures the Handbook is a functional training tool for internal staff, not just an external 

publication. 



 
 

5. Operational Roadmap for Activity 2.3: It acts as the direct instruction set for "Activity 2.3: 

Inclusive AI Training Resource Lab," where the actual content writing occurs. By defining the Case 

Studies and Scenarios now, we streamline the content creation process and ensure the final output 

aligns with the project's promise to deliver "actionable recommendations". 

 

Image 1: Framework for the Handbook Production 

 

Chapter 1: Bias Recognition and Mitigation 

Context: The Needs Analysis indicated that a majority of staff struggle to produce unbiased 

conversational AI. Focus group experts emphasized that AI systems inevitably reflect the values and 

blind spots of their creators, making "bias auditing" a critical new competency for educators. 

1.1 Learning Objectives (LOs) 

• LO1: Identify and categorize common forms of algorithmic bias (historical, representation, and 

measurement) within VET datasets to prevent the reinforcement of stereotypes. 

• LO2: Apply "Representational Fairness" strategies to ensure AI avatars and voices reflect diverse 

demographics without resorting to tokenism. 

1.2 Core Theoretical Concepts 

• Data Bias vs. Output Bias: Understanding that skewed training data (e.g., only Western art 

history) creates skewed educational feedback. 



 
 

• Cultural Neutrality: The pedagogical balance of providing feedback that is globally applicable but 

not culturally prescriptive. 

• Stereotype Threat: The psychological risk where biased AI representations negatively impact 

learner performance and confidence. 

1.3 Common Case Study 

 "The Gendered Career Advisor": A scenario where a career guidance AI consistently suggests 

"engineering" to male users and "administration" to female users. This case study illustrates 

Historical Bias in training data and demonstrates how an AI can perpetuate old societal norms if 

not actively corrected by the educator. 

1.4 In-Practice Scenario (Application) 

The Dataset Audit: A guided exercise where the reader uses a "Bias Checklist" to review a sample 

training script. They must count the demographic representation of the characters (e.g., "Are all 

managers male?" "Are all experts from Western countries?") and rewrite the script to improve 

balance. 

1.5 Reflective Question 

If we train the AI only on successful portfolios from the last 10 years, whose artistic styles and 

cultural perspectives are we systematically excluding? 

 

Chapter 2: Inclusive UX Design 

Context: Bulgarian focus groups highlighted that small UX decisions—tone, pacing, and 

gestures—significantly influence user trust. The Needs Analysis identified a lack of formal training 

in designing interfaces that cater to neurodiverse learners. 

2.1 Learning Objectives (LOs) 

• LO1: Design AI interfaces that manage "Cognitive Load" to prevent overwhelming learners, 

particularly those with neurodivergent profiles (e.g., ADHD, dyslexia). 

• LO2: Apply design heuristics to minimize the "Uncanny Valley" effect, ensuring avatars inspire 

trust rather than psychological discomfort. 

2.2 Core Theoretical Concepts 

• Cognitive Load Theory in AI: Managing the density of information delivered by a conversational 

agent to avoid burnout. 



 
 

• The Uncanny Valley: Navigating the discomfort caused by AI agents that appear almost human 

but fail in subtle behavioral cues. 

• Predictable Interactions: Ensuring AI behavior is consistent to build user safety and reduce 

anxiety. 

2.3 Common Case Study 

"The Unblinking Tutor": A case study analyzing a hyper-realistic AI avatar that maintained intense 

eye contact and never blinked, which users found "creepy" and distracting. The study explains why 

a stylized, cartoon-like avatar often creates a better learning environment than an imperfect 

realistic one. 

2.4 In-Practice Scenario (Application) 

The Tone Toggle: A design exercise where the reader sketches an interface that allows the learner 

to switch the AI's personality from "Authoritative/Strict" to "Supportive/Casual." This applies the 

concept of User Control to reduce learner anxiety. 

2.5 Reflective Question 

Does the visual realism of the avatar add educational value, or is it just a technical showpiece that 

distracts the student from the learning material? 

 

Chapter 3: Accessibility Standards in AI 

Context: Partners reported challenges in meeting accessibility standards. Focus groups stressed 

that accessibility in VET must go beyond WCAG compliance to include "multimodal adaptability" 

for diverse physical and environmental needs. 

3.1 Learning Objectives (LOs) 

• LO1: Align AI tool development with WCAG 2.2 AA standards, ensuring compatibility with screen 

readers, keyboard navigation, and contrast requirements. 

• LO2: Implement Multimodal Feedback systems where information is provided simultaneously via 

text, audio, and visual cues to support diverse sensory needs. 

3.2 Core Theoretical Concepts 

• Multimodal Accessibility: Redundancy in communication (e.g., if the AI speaks instructions, it 

must also display them as text). 

• Assistive Tech Compatibility: Ensuring AI avatars function correctly with external tools like screen 

readers and voice control software. 



 
 

• Adaptive Content: Algorithms that adjust content complexity based on learner performance. 

3.3 Common Case Study 

• "The Silent Commuter": A scenario involving a learner trying to complete a module on a noisy 

train without headphones. Because the app relied 100% on voice instructions without captions, 

the learner failed. This illustrates that accessibility features benefit everyone, not just those with 

hearing impairments. 

3.4 In-Practice Scenario (Application) 

• The Compliance Check: The reader is given a screenshot of an AI interface and must identify 

three accessibility failures (e.g., low contrast text, missing captions, no "replay" button) using a 

provided heuristic list. 

3.5 Reflective Question 

• If a learner cannot use a mouse due to a physical disability, can they still navigate the entire 

conversation using only the keyboard? 

 

 

Chapter 4: AI Ethics and Compliance 

Context: With the EU AI Act coming into force, the Needs Analysis identified a significant gap in 

formal ethics education. Focus groups emphasized the need for "Tiered Explainability"—educators 

need to know why an AI made a decision. 

4.1 Learning Objectives (LOs) 

• LO1: Apply "Tiered Explainability" to help learners and administrators understand why an AI 

model gave a specific grade or recommendation. 

• LO2: Implement "Privacy-by-Design" principles to minimize data collection and manage learner 

consent regarding voice and behavioral data. 

4.2 Core Theoretical Concepts 

• Tiered Explainability: Offering simple summaries for students and detailed technical logs for 

administrators. 

• Data Minimization: The ethical obligation to collect only the data strictly necessary for the 

educational intervention. 



 
 

• Transparency: Clearly labeling AI interactions so users know they are communicating with a 

machine, not a human. 

4.3 Common Case Study 

• "The Black Box Grade": A student receives a failing grade from an AI on a design project but 

receives no specific feedback on why. The student feels the system is unfair. This highlights the 

need for Explainable AI in education—the system must show its work to build trust. 

4.4 In-Practice Scenario (Application) 

• Drafting the Consent Form: The reader creates a plain-language pop-up text for an app that 

explains exactly what data the AI is tracking (e.g., "We listen to your pronunciation to improve your 

score, but we do not save the recording"). 

4.5 Reflective Question 

• Is the learner explicitly informed that they are interacting with an AI, or does the interface try to 

"trick" them into thinking it is a human? 

 

 

 

 

Chapter 5: Digital Storytelling for Inclusive Education 

Context: The focus groups indicated a need to integrate this with AI to foster emotional connection 

and represent diverse identities without "tokenism". 

5.1 Learning Objectives (LOs) 

• LO1: Create diverse narratives that reflect complex identities, avoiding "tokenism" (superficial 

diversity) in VET scenarios. 

• LO2: Design Narrative Branching that gives learners agency to control the story's direction or the 

identity of their AI mentor. 

5.2 Core Theoretical Concepts 

• Authentic Representation: Creating characters with realistic backstories and cultural depth, 

rather than visual stereotypes. 

• Narrative Agency: Giving the user control over the outcome of the educational scenario. 



 
 

• Tokenism: The practice of making only a perfunctory or symbolic effort to do a particular thing, 

especially by recruiting a small number of people from underrepresented groups. 

5.3 Common Case Study 

• "The Token Teammate": An educational scenario involves a team of four. The leader is a white 

male, and the diverse characters are silent assistants who only nod. This case study demonstrates 

Tokenism—visual diversity without meaningful inclusion or agency. 

5.4 In-Practice Scenario (Application) 

• The Branching Script: The reader writes a short dialogue tree where the learner must make a 

choice (e.g., how to handle a customer complaint). The AI adapts the story based on the choice, 

demonstrating how to respect learner autonomy. 

5.5 Reflective Question 

• Does the diverse character in your story drive the plot and offer expertise, or are they just "set 

decoration"? 

 

 

Image 2: The Handbook’s chapters 



 
 

 

 

Conclusion: Aims, Methodology, and Implementation Strategy 

This Framework serves as the architectural blueprint for Activity 2.2, laying the foundation for the 

production of the Handbook, "Accessible AI for Education: A Comprehensive Guide to Inclusive Design and 

Training." This concluding section outlines the document's core purpose, the evidence-based approach used 

to structure it, and instructions on how the final Handbook should be utilized by the target audience. 

Therefore, this Handbook aims to: 

1. Operationalize Ethics: Move beyond abstract definitions of the EU AI Act and GDPR to provide concrete, 

daily workflows for "Privacy-by-Design" and data minimization. 

2. Standardize Inclusivity: Establish a unified standard for VET trainers to evaluate their tools, ensuring that 

AI avatars and narratives reflect diverse cultural, gender, and ethnic perspectives without resorting to 

tokenism or stereotypes. 

3. Enhance Digital Resilience: Equip the target group with the specific technical and narrative skills required 

to "audit" AI tools for accessibility failures and bias before they reach the learner. 

6.1 The Methodological Approach 

Interdisciplinary Synthesis The structure of this framework was not derived in isolation but through a 

rigorous Interdisciplinary Synthesis of data collected during Activity 1.2. The Handbook adopts a unique 

"Dual-Lens" approach that merges two distinct professional perspectives identified in the focus groups: 

• The Pedagogical Lens (Germany): Derived from Inclusive Education Experts, this approach focuses on 

"didactic fairness." It ensures the Handbook addresses how AI impacts classroom dynamics, learner 

autonomy, and the risk of "stereotype threat" in educational feedback. 

• The UX/Design Lens (Bulgaria): Derived from Accessibility Designers, this approach focuses on the 

"technical interface." It ensures the Handbook provides heuristics for managing cognitive load, preventing 

the "uncanny valley" effect, and ensuring compatibility with assistive technologies. 

By integrating these two perspectives, the Handbook avoids being purely technical or purely theoretical. 

Instead, it functions as a hybrid manual that speaks to both the educator (concerned with learning 

outcomes) and the creator (concerned with user experience). 

6.2 User Guide 

How the Handbook Must Be Used The target audience—VET trainers, freelancers, and instructional 

designers—should not treat this Handbook as a passive reading text. It is designed as an active 

implementation tool to be used in the following ways: 

• For Content Creators & Developers (Auditing): Creators must use the "Bias Recognition" and 

"Accessibility" checklists (Chapters 1 & 3) to validate their prototypes. Before releasing a new AI module, 

they should verify it against the Handbook’s heuristics to ensure representational fairness and WCAG 

compliance. 



 
 
• For Educators & Trainers (Decision Support): When faced with ethical dilemmas (e.g., "Why did the AI 

grade this student poorly?"), educators should use the "Tiered Explainability" protocols (Chapter 4) to 

interpret and explain AI decisions to learners. 

• For Workshop Facilitators (Training Resource): The "In-Practice Scenarios" and "Case Studies" are designed 

to be used in the Interactive AI Workshop Series (Activity 3). They serve as simulation exercises where staff 

can practice their response to bias or accessibility failures in a safe environment before facing real learners. 

6.3 Future Application 

This Framework ensures that the final Handbook is not a static document but a scalable resource. It directly 

supports the "Sustainable Impact Roadmap" by providing a standardized methodology that can be updated 

as AI technology evolves. The Handbook will serve as the primary curricular resource for the pilot 

workshops, where its guidelines will be validated and refined by 40 external participants across Germany 

and Bulgaria. 
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