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About Me

I have a background in digital humanities, with a focus on 
knowledge management, instructional design and 
educational innovation. 

Since 2018, I have been teaching as an Adjunct Professor in 
Computer Sciences, Sociology of New Media, Pedagogy and 
Special Education. 

As a freelancer, I work with research centers, publishing 
houses, and Public Administration, primarily in the area of 
professional development.
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Standing on the Shoulders of Giants

Lev Semënovič Vygotskij 
psychologist

Donald Woods Winnicott 
paediatrician and psychoanalyst

Sherry Turkle 
sociologist
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The Relationship with Generative AI

The Explorer

The Team

The Mirror

The Eyeglasses

The Transitional 
Object
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Sappho the Poet

'Sappho the Poet' is a conversational agent for teaching 
and learning Greek literature intended for students in the 
second two years of the Italian Liceo Classico (Classical High 
School). It offers information on the life, work, poetics and 
literary fortune of the Tenth Muse. 

It is part of an instructional model (DICO) aimed at 
fostering dialogue in the classroom context. The model is 
structured in three phases: (1) assignment of a thematic 
task; (2) individual interaction with the conversational 
agent; (3) discussion between teacher and students 
centered on the topic of the task and supported by the 
learning analytics collected during the interaction phase.
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Hey Google, posso parlare con la 

poetessa Saffo?

'Sappho the Poet' is available as a bot for Telegram. It 
provides a text interface with Speech-To-Text (STT) and Text-
To-Speech (TTS) possibilities and offers multimedia content 
such as voice notes, interactive maps, images, videos, links 
and suggestion chips. 

Until June 2023, it was available as an action for Google 
Assistant, with text and/or voice interface and the 
possibility to interact via smart speakers as well.
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“Sappho the Poet” 
https://vimeo.com/694036115 

https://vimeo.com/694036115
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Background
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AI in Education
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Organizations/Institutions Universities Scientific Research Tech Companies



Collection of guidelines, papers and resources

http://tiny.cc/AIdocsAt your 
fingertips

10

http://tiny.cc/AIdocs
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Padlet 
AI4E Lab - Artificial Intelligence for 
Education



EU · DigComp 2.2
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EU · Report EDEH
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The European Digital Education Hub (EDEH) is working on 
three approaches to the use of AI by teachers: 

1. Teaching for AI: This involves teaching students to adopt a 
critical and ethical perspective and to assess the 
opportunities and benefits, as well as the limitations and 
risks (e.g., bias, hallucinations) of using AI in society. 

2. Teaching about AI: This refers to imparting technical 
knowledge about how AI works (e.g., Machine Learning 
and Natural Language Processing). 

3. Teaching with AI: This means employing AI systems to 
achieve teaching and learning goals.
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EU · Living Guidelines for Research

14

European guidelines for a responsible use of Generative AI 
systems by researchers have recently been published. 

Some key points concern: 

• remaining ultimately responsible for scientific output; 

• using Generative AI transparently;  

• paying particular attention to issues related to privacy, 
confidentiality, and intellectual property rights; 
respecting applicable legislation, including the 
protection of intellectual property rights and personal 
data;  

• continuously learning and training in the use of 
generative AI tools.
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Example 
Specific Guidelines on the Use of 
Generative AI at Harvard University
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Global · UNESCO Literature
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Global · UNESCO AI Competency Frameworks
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Aspects
Progression levels

Acquire Deepen Create

1. Human-centred mindset Human agency Human accountability Social responsibility

2. Ethics of AI Ethical principles Safe and responsible use Co-creating ethical rules

3. AI foundations and applications
Basic AI techniques and 

applications
Application skills Creating with AI

4. AI Pedagogy AI-assisted teaching AI–pedagogy integration
AI-enhanced pedagogical 

transformation

5. AI for professional development
AI enabling lifelong 

professional learning
AI to enhance 

organizational learning
AI to support professional 

transformation

AI Competency Framework for Teachers
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Aspects
Progression levels

Understand Apply Create

• Human-centered mindset Human agency Human accountability Citizenship in the era of AI

• Ethics of AI Embodied ethics Safe and responsible use Ethics by design

• AI techniques and applications AI foundations Application skills Creating AI tools

• AI system design Problem solving Architecture design Iteration and feedback loops

AI Competency Framework for Students
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UNESCO AI Competency Frameworks

20

M
ia

o 
&

 C
uk

ur
ov

a,
 2

02
4;

 M
ia

o 
&

 S
hi

oh
ir

a,
 2

02
4



21

Generative Artificial Intelligence

1 2



Generative Artificial Intelligence

Generative Artificial Intelligence (GAI) is a subcategory of AI, 
falling under the domain of Machine Learning (ML), which 
focuses on the use of data and algorithms to emulate the way 
humans learn.  

Generative AI specializes in producing new data (e.g., text, 
images, videos, 3D models, or music) in response to user 
requests (prompts). 

The produced data are coherent and/or similar to those 
provided during a training phase.

22

A teacher lectures in a mathematics classroom in the style of 
Hieronymus Bosch
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GAI Systems

General /
Multimodal

ChatGPT 
https://chat.openai.com

Perplexity 
https://www.perplexity.ai

Copilot 
https://copilot.microsoft.com

Gemini 
https://gemini.google.com

Images Midjourney 
https://www.midjourney.com

Leonardo.ai 
https://leonardo.ai

Audio Suno 
https://suno.com

Udio 
https://www.udio.com

Videos / 
Animations

LumaAI 
https://lumalabs.ai/dream-machine

Hedra 
https://www.hedra.com/app/

characters

Runway 
https://app.runwayml.com

Hotshot 
https://hotshot.com

EDU NotebookLM 
https://notebooklm.google.com

Diffit 
https://app.diffit.me

Stanford's Storm 
https://storm.genie.stanford.edu/

SciSpace 
typeset.io

https://chat.openai.com
https://www.perplexity.ai
https://copilot.microsoft.com
https://gemini.google.com
https://www.midjourney.com/
https://leonardo.ai/
https://suno.com/
https://www.udio.com/
https://lumalabs.ai/dream-machine
http://https//app.runwayml.com
https://hotshot.com
https://notebooklm.google.com
https://app.diffit.me
https://storm.genie.stanford.edu/
http://typeset.io


Conversational GAI Systems

Some GAI systems use a dialogic approach, allowing for human-like conversation, and have a local or prior memory. 

24

Conversational AI  

(CAI)

Generative AI 
(GAI)

ChatGPT

Gemini

Claude

Copilot

MidJourney

WaveNet

DeepVoice

Make-a-Video

Synthesia

Stable Diffusion

Leonardo.ai

Perplexity

Alexa

Google Assistant

Siri

Cortana

chatbot

Sora

Conversational GAI 
(C-GAI)



Interaction with GAI Systems

25

Interaction with GAI systems is divided into the following 
phases: 

1. Formulation and forwarding to the system of a 
prompt by the human partner, i.e. of an input, a specific 
instruction. 

2. Processing and return of an output by the system in 
the desired multimedia format. 

3. Interpretation of the output from the human partner. 

Conversational GAI systems involve the opening of a 
conversational context. The phases are linked together in a 
circle and the interaction is dialogic.
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Example 
Song generated using Suno 
 
Prompt 

• A French children's song to learn some 
Arabic words. 

Note 
Click on the image to listen to the song.

https://suno.com/song/0bfc8ad1-4aad-473b-9f2d-656eb9b98738


Example  
Video generated using LumaAI 
 
Prompt 

• A group of young people from various 
cultures strolling along Lake Lugano



Example  
Video generated using LumaAI 
 
Prompt 

• A group of teachers talking to each other 
in the garden of a university. Around 
them mountains and hills



Esempio  
Text generated using ChatGPT 
 
Prompt 

• Write a short case study about an 
incident of Lithuanian domestic politics 
suitable for students with dyslexia. 

• What strategies did you use?



Esempio  
Image generated using ChatGPT 
 
Prompt 

• Write a short case study about an 
incident of Lithuanian domestic politics 
suitable for students with dyslexia. 

• What strategies did you use? 

• Considering an audience of 
university students, produce 
an image describing the case 
study.



Example  
NotebookLM’s podcast feature 
 
Prompt 
UNESCO frameworks’ file upload.



Example 
State of the art using SciSpace 
 
Prompt 

• Qual è l'impatto dei cambiamenti 
climatici sulla biodiversità?
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Ethical Challenges
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Ethical Challenges

34
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Fairness and non-discrimination Safety and security

Economy and labour Privacy and data protection

Transparency, explainability and verifiability Human and environmental flourishing

Responsibility and accountability Education and research



Accuracy and Bias
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Generative AI systems can produce inaccurate content 
(hallucinations or bullshits), biased content which contain 
stereotypes and prejudices or content that is not suitable for 
a specific context. 

This issue, highlighted in the usage policies of these systems, 
depends partly on their generative nature and partly on 
the quality of the sources, which may not always be reliable. 

Sources are not always disclosed.  

The lack of accuracy and the risk of biased content 
necessitate strict user oversight of the results



Example 
Accuracy error 
 
The system can generate incorrect 
content.  
 
In this case, the flag represented is not 
that of the Sardinia region but recalls that 
of the Kingdom of Italy. The bastion does 
not accurately reflect the actual 
monument.



Example 
Accuracy error 
 
The system can generate incorrect 
content.  
 
In this case, the examples are incorrect or 
nonexistent. The infinitive verb forms 
"somministrare" and "assistere" are 
incorrectly positioned, while "eseguere" 
does not exist.



Example 
Accuracy error 
 
The system claims to have correctly 
completed the user’s request, although 
this did not happen. 

In this case, the error concerns the 
presence of text. When asked to remove 
it, the system says it has done so, but the 
text is still present.



Example 
Accuracy error 
 
The system claims to have correctly 
completed the user’s request, although 
this did not happen. 

In this case, the error concerns the height 
of the building. When asked to make it 
lower, the system says it has done so, but 
in reality, the building is now taller



Example 
Accuracy error 

The system may suggest inappropriate 
symbols.  

In the Italian sign language, the horn 
configuration illustrated in the image 
mostly carries a negative connotation 
and is used in signs referring to the 
concept of evil (e.g., devil, hell).



Example 
Commercial bias 
 
The system may include commercial 
references in its responses. 

In this case, the image features the logo 
of a particularly well-known tech 
company, Apple



Example 
Commercial bias 
 
The system may include commercial 
references in its responses. 

In this case, the image features a highly 
recognisable Apple computer.



Example 
Gender bias 

The system tends to assign specific 
professional roles to men and women 
according to widespread stereotypes.  

In this case, the pedagogical coordinator, 
educators, auxiliary staff, and cook are all 
women, while the child psychologist, who 
is also a freelance, is a man.



Example 
Gender bias 

The system tends to assign specific 
professional roles to men and women 
according to widespread stereotypes.  

In this case, the pedagogical coordinator, 
educators, auxiliary staff, and cook are all 
women, while the child psychologist, who 
is also a freelance, is a man.



Example 
Gender bias 

The system tends to assign specific 
professional roles to men and women 
according to widespread stereotypes.  

In this case, the teachers are always men. 
It is noted that in the prompt, the Italian 
plural noun "docenti" and the English 
word "teachers," both gender-neutral, 
were explained.



Example 
Gender bias 
 
The system tends to represent female 
bodies according to stereotypical 
aesthetic standards.  

In this case, the female body is 
particularly sinuous.



Example 
Gender bias 
 
The system tends to represent female 
bodies according to stereotypical 
aesthetic standards.  

In this case, the female body is not 
represented curvy as required, although 
the system says it is.
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UNESCO Challenge Risks

Fairness and non-
discrimination

Bias in training data that can perpetuate racial, gender, and cultural biases / Possible underrepresentation of 
linguistic-cultural groups that can undermine inclusion / Inequalities in access and use of AI systems (digital divide)

Economy and labour
Ghost workers / Insufficient reskilling and professional retraining strategies / Rapid technological evolution and 

consequent obsolescence of systems and human skills / Extensive use of commercial technologies

Transparency, 
explainability and 

verifiability

Presence of errors in data produced by Generative AI systems (accuracy) and opacity regarding the sources used 

for training (reliability) and how models work, dynamics that may favor misinformation / Unclear business models

Responsibility and 
accountability

Doubts about who should be held responsible for the outputs generated by AI /  

Possible copyright violations concerning training data

Ethical Challenges
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UNESCO Challenge Risks

Safety and security
Potential use for creating dangerous content (e.g., malware, weapon instructions) /  

Lack of structural solutions for the safety of AI systems (sustainability)

Privacy and data 
protection

Risk of exposing personal information without consent /  

Lack of adequate data protection mechanisms

Human and 
environmental 
flourishing

Reduction of human agency due to excessive reliance on AI outputs, leading to degradation of cognitive skills 

and social interactions / High energy consumption contributing to climate change (sustainability)

Education and research
Cheating in assessments / Scientific plagiarism / Spread of low-quality research / Reduction of social 

interaction / Dependency on technology in educational activities

Ethical Challenges
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Opportunities for Teachers

1 2 3 4
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EPISTEMIC DIMENSION 
(Curious attitude / Awareness of a gap /  
Viewing technology as an opportunity)

METACOGNITIVE DIMENSION 
(Formulation of the prompt / Analysis of the 

output / Continuous reflection on the topic of the 
interaction)

GAI Systems as Evocative Objects
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Towards Metacognitive Interfaces?

ChatGPT's recent model o1 preview shows the ‘reflection’ performed by the algorithm before generating the output.
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GAI Systems as Transitional Objects

Ia
nn

el
la

, 2
02

4

INTERNAL KNOWLEDGE

GAI systems stands for an external knowledge only through an internal knowledge.  
Interaction is a liminal space, a neutral area that is neither entirely internal nor entirely external to the subject.  

It represents a transitional space.

EXTERNAL KNOWLEDGE
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Materializing ideas Reworking ideas Developing ideas

Generative AI is the executor, the author of 

the concrete manifestation of the 

interactant's ideas

Generative AI is the refiner, the support 

for the reconfiguration, manipulation, and 

completion of the interactant's ideas.

Generative AI is the consultant, the one 

who offers the interactant new ideas or 

allows them to emerge.

ACTIVE PARTNERSHIP  
based on teachers’ content, metacognitive and epistemic competence 

How GAI Systems can Support Teachers?
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When GAI Systems can Support Teachers?

55

Domain of Competence Pre-active Tasks Interactive Tasks Post-active Task

Instructional Design Phase 
(ref. ADDIE model)

Analysis; Design Implementation Evaluation

Development

Examples
Design of tools for needs analysis; 

macro-design; micro-design; design 
of evaluation…

Generation of materials to be used in 
physical and digital classrooms; 

writing scripts and storyboards for 
online courses; managing guided 

simulations; producing assessment 
tests…

Correction, evaluation, and feedback 
for content produced by students; 

development of tools for self-
evaluation of the teacher and 

evaluation of learning-teaching 
processes…
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“
Considering university students in nutrition, design a group activity aimed at analyzing 

the effects of sugar consumption on health,  
using posters, post-its, and markers.

How to Write an “Educational” Prompt?
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PEDAGOGY

CONTENT
TECHNOLOGY

“
CONTEXT
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How to Write an “Educational” Prompt?

Considering university students in nutrition, design a group activity aimed at analyzing 
the effects of sugar consumption on health,  

using posters, post-its, and markers.
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The TPACK Model

T 
P 
A 
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K

TECHNOLOGY 
KNOWLEDGE

PEDAGOGY 
KNOWLEDGE

CONTENT 
KNOWLEDGE

T PK T

P CK
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CONTEXT 
KNOWLEDGE
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Educational Variables

CONTEXT PEDAGOGY CONTENT TECHNOLOGY

Type of recipients Teaching task / phase Disciplinary topic Use of analog and/or digital tools

Number of recipients Disciplinary learning goals Interdisciplinarity Output format

Specific needs of recipients Cross-curricular learning goals Level of difficulty Accessibility

Educational relationship Type of teaching-learning object Disciplinary updates Security and privacy

Socio-cultural environment Prerequisites … …

Reference documentation Instructional architecture … …

Form of the teaching event Teaching strategy … …

Time constraints Teaching technique … …

Setting Approach or guiding framework … …

Constraints Evaluation … …

… … … …
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(1) Pre-active tasks 
Needs analysis 
 
Prompt 

• Suggest some prompt questions and a 
gamified approach to assess the 
knowledge level of my first-year 
university students in Medieval History.



(1) Pre-active tasks 
Macro-design 
 
Prompt 

• Structure six learning goals according 
to the categories of knowledge, abilities, 
and attitude for a module on inorganic 
chemistry for adolescent students with 
limited prior knowledge. 



(1) Pre-active tasks 
Macro-design 
 
Prompt 

• Structure six learning goals according 
to the categories of knowledge, abilities, 
and attitude for a module on inorganic 
chemistry for adolescent students with 
limited prior knowledge. 

• Associate each goal with the 
corresponding level of Bloom's 
taxonomy using a table.



(1) Pre-active tasks 
Macro-design 
 
Prompt 

• Outline a syllabus for an English course 
for political science undergraduates 
based on European case studies. 
Include active and collaborative 
methodologies. The summative 
examination is in authentic form and 
includes a final project.



(1) Pre-active tasks 
Macro-design 
 
Prompt 

• Outline a syllabus for an English course 
for political science undergraduates 
based on European case studies. 
Include active and collaborative 
methodologies. The summative 
examination is in authentic form and 
includes a final project.  

• Generate an evaluation rubric for 
the final project.



(2) Interactive Tasks 
Roleplaying 
 
Prompt 

• Simulate a waiter in a German 
restaurant to help me practice the 
language. I am a customer, about to 
enter the restaurant, and I haven't 
made a reservation. Wait for my 
responses each time. Use only the level 
A2 of the European Framework. 

• [Dialogue] 



(2) Interactive Tasks 
Video lesson content creation 
 
Prompt 

• Develop the flow and write the text for 
an 8-minute online video lecture on the 
role of learning objectives for an online 
university teacher training course.



(2) Interactive Tasks 
Generation of material 
 
Prompt 

• Generate an image for university 
students that can encourage reflection 
on the importance of empathy.



(2) Interactive Tasks 
Generation of assessment 
 
Prompt 

• Produce a test of 5 closed-ended 
questions (true or false and multiple 
choice) on Albanian art history and give 
feedback for each wrong answer.



(3) Post-active tasks 
Comparison with colleagues 
 
Prompt 

• Provide questions for a discussion 
during a staff meeting to reflect on 
whether, together with my colleagues, 
we offer students a cohesive and shared 
project plan. We teach at a middle 
school that focuses on building strong 
connections with the local community.



We're smitten with technology. And we're afraid, like young lovers, that too 
much talking might spoil the romance. But it's time to talk. We grew up with 

digital technology and so we see it as all grown up.  
 

But it's not, it's early days. There's plenty of time for us to reconsider how 
we use it, how we build it. 

 I'm not suggesting that we turn away from our devices, just that we 
develop a more self-aware relationship with them,  

with each other and with ourselves.

“
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