www.learningsummit.eu

Navigating the Al and XR Opportunities for Education:
Case Studies and Critical Perspectives

Exploring the Intersection of ArtificialIntelligence and Extended Reality in Modern Learning Environments

Prof Eleni Mangina

Vice-Principal (International) College of Science
School of Computer Science
University College Dublin

eleni.Mangina@ucd.ie

Funded by the European Union. Views and opinions expressed are however
Co-funded by those of the author(s) only and do not necessarily reflect those of the European
the European Union Union or the European Education and Culture Executive Agency (EACEA).

Neither the European Union nor EACEA can be held responsible for them.

i . N E% iversity of 2 : 3 MINSTRY OF EDUCATION
Organisers: * CARDET ’ UNIVERSITY ] / ke urinstycolsssontin  Under the auspices of: MwsTRYof DU



http://www.learningsummit.eu/
mailto:eleni.Mangina@ucd.ie

Introduction to Al and XR in Education

What is Al?

Definition and examples of
Al in everyday life

What is XR?

Definition of XR, including
Virtual Reality (VR), Augmented
Reality (AR), and Mixed Reality
(MR)

Applications in education (e.g.,
immersive simulations,
interactive learning
environments)

Applications in education
(e.g., adaptive learning,
predictive analytics)
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The Current Landscape of Al and XR in Education

* Adoption and Trends

e Statistics on Al and XR adoptionin
education

* Popular use cases (e.g., language learning
apps, virtual field trips, lab simulations)

* Driving Forces
* Technological advancements

* Educational demands (personalization,
engagement, accessibility)

* Pandemic impact and remote learning
acceleration
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Case Study 1: Al in Personalized Learning

The "best" Al for personalized learning can vary depending on specific educational needs, goals, and contexts

. Factors to Consider When Choosing an Al for Personalized Learning:
d d reG m bOX Age and Grade Level: Some platforms are better suited for specific age
By Discovery Education groups or subjects (e.g., DreamBox for K-8 math).

* Subject Focus: Ensure the platform aligns with the subjects you need

(e.g., Carnegie Learning for math).
2 Knewton Alta * Integration: Check if the Al integrates well with your existing LMS or
A Wiley Brand teaching tools.

 Data Privacy: Consider platforms that prioritize data security and

CARNEGIZ | piveo aton ot

— oy  Customization: Some platforms offer more customization options for
L:AR I NG educators than others.

ot #:CENTURY [IRavicilll Quizlet
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Case Study 2: XR in Immersive Learning Environments

The "best" XR (Extended Reality) tools for immersive learning environments can vary based on specific
educational needs, the target audience, and the desired learning outcomes
that aligns with your educational goals and curriculum standards.

» Ease of Use: Consider how easy the platform is for both teachers and
Z S pa ce students to use, including setup, navigation, and integration with existing

classroom technology.
« Hardware Requirements: Some XR platforms require specific hardware,
.. o such as VR headsets or specialized screens. Evaluate the cost and
@ Vil'tl]ARealltleS accessibility of these tools.

* Interactivity and Engagement: Look for platforms that offer highly
interactive and engaging content, as these are more likely to enhance
learning and retention.

Accessibility and Inclusivity: Ensure the platform is accessible to all
students, including those with disabilities, and consider the platform's

C//D E I-I G H G E approach to inclusive learning.
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Factors to Consider When Choosing an XR Tool for Education:
Content and Curriculum Alignment: Ensure the XR tool offers content
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Critical Perspectives: Challenges and Concerns

4

Digital Divide

— . | - Challenges of Al and XR in
“ Education

* Equity and access: Digital divide
concerns

* Data privacy and security issues

* Potential for dependency on
technology

Ethical Considerations
* Biasin Al algorithms

* Misuse of immersive technologies
(e.g., VR addiction, misinformation)
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Finland's Approach to Digital and Al
e N Literacy

WHAT IS

* Finland's national initiative for digital and
Al literacy in schools

* Emphasis on responsible use and critical
thinking

e Results and feedback from educators and
students

OLD WAYS WON'T
OPEN NEW DOORS-
ANONYMOUS

Prof. Eleni Mangina




XR & Al Case studies in my lab

field trials
beyond 5G
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Conclusion and Call to Action

Key Takeaways

y y Representation Algorithmic Divide
* The potential of Al and XR in transforming eoresenao e ?;%’Eiiéig:.‘c?;?n%giﬁﬁ"”s

. FEDrASERES ivé A = validating algorithms

education presentative d
* Importance of addressing challenges and ’ The cyclical effects of using \

ethical considerations T education

. . Access Divide , W Interpretation
 The need for ongoing research, dialogue,  Acesws ioracess 22 YW Dpivide
. ' L Reasonable interpretation
an d CcO lla bo ration connectivity \ / vs. misinterpretagon
$7‘9

Call to Action W%
¢ E n CO u ragl ng e d u Cators’ po l'l Cym a ke rS’ Skills, economicc,i::eflﬁraigzﬁcgii\iigﬁ‘uat perpetuate

structural stigmas

and technologists to collaborate

* Prioritizing equitable access and Image Attribution: Dieterle, E., Dede, C. & Walker, M.

responsible use of technology The cyclical ethical effects of using artificial
* Fostering a culture of innovation and intelligence in education. Al & Soc 39, 633-643
. g (2024).
critical thinking

https://doi.org/10.1007/s00146-022-01497-w
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Q&A
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