Key Points

The National Al Prompt Design Challenge was organized by the Association of Small and
Medium Enterprises (ASME) and Straits Interactive, with the objectives of enabling
generative Al capabilities for those with domain expertise, enhancing business
productivity, and addressing adversarial prompts.

The competition had two categories: youth (for secondary schools and institutions) and
open (for SME owners), with a total of 102 teams participating.

The judges evaluated the entries based on criteria such as fulfilling the intended
purpose, testing for edge cases, and having domain expertise in the team.

Some key insights from the competition were that youth entries were more vibrant and
varied compared to SME entries, and that many youth entries focused on mental health
and well-being.

The winners showcased innovative applications, including a plant diagnosis app, an IT
support chatbot, and a virtual parenting companion.

The winners highlighted that with domain knowledge and the right problem statement,
anyone can create Al applications without extensive programming skills, using low-
code/no-code tools.

Responsible Al practices, such as having domain expertise and considering ethical
implications, were emphasized as important considerations when developing Al
applications.

SMU Academy announced plans to launch an 'Advanced Al in Gen-Al App Design and
Prompt Engineering' program to equip professionals with skills to build and deploy Al
applications.

The competition aimed to empower SMEs to develop Al capabilities that provide a
competitive advantage, rather than just being passive users of Al services.

Outline

Introduction of Panelists and Overview

Vernon introduced the panelists: Kevin Chaperson (CEO of Straits Interactive), Yun
(President of ASME), Michael (from SMU Academy), and Harish (chief judge for the
competition).

The discussion focused on insights from the National Al Prompt Design Challenge and
its implications for businesses and workforce development.

Competition Structure and Objectives

The competition was divided into two parts: one for youth (secondary schools and
institutions) and another for SME owners (open category).



¢ The aim was to enable generative Al capabilities for those with domain expertise,
enhance business productivity, and support the National Al Strategy 2.0.

¢ Addressing adversarial prompts was a key focus, highlighting the importance of securing
Al models against potential misuse or data breaches.

Participation and Sectors Represented

e Atotal of 102 teams participated, representing various sectors including charity,
dentistry, and government agencies.

e The challenge formatincluded a three-hour bootcamp to teach prompt engineering

methods, followed by three hours for participants to design their Al applications using a
platform called Capabara.

Youth Category Performance

e Youth category participants, particularly from secondary schools, showed impressive
results, often outperforming tertiary students.

e Half of the secondary school entries focused on digital well-being, indicating significant
concerns among youth about mental health and relationships.

Open Category Performance

e The open category (SME owners) showed less creativity and variation in their
approaches compared to the youth category.

e Some entries raised ethical concerns, such as non-medical professionals creating apps
for medical diagnosis or non-lawyers creating legal analysis tools.

Successful Entries and Ethical Considerations

e Successful entries included a domestic helper communicator app and a dental triage
system.

e The competition revealed a need for responsible Al practices and ethical considerations
in Al application development.

Workforce Development and Training Initiatives

¢ The panel discussed the importance of developing a Workforce 4.0, emphasizing skills
in automation, Al capabilities, and sustainable practices.

e SMU Academy developed a comprehensive roadmap for equipping learners with Al
capabilities, including programs on using Al, creating Al applications, deploying Al in
organizations, and Al governance.



Accessibility of Al Tools

The competition highlighted the need for domain expertise combined with Al skills,
rather than just programming knowledge.

Participants learned to create Al applications without traditional programming skills,
demonstrating the accessibility of Al tools to non-technical professionals.

Award-Winning Projects

Most Innovative Award: The team from Oracle created 'Phytobard, an app for plant
disease diagnosis using multimodal Al (text and image analysis).

Responsible and Safe Award: The NSIT team developed 'Techie, an IT support chatbot to
address common tech issues and improve IT support efficiency.

Third Place: The Fashion Council created an app to showcase merchandise and
onboard showroom staff.

Second Place: The SIT team developed a grant proposal analysis tool to streamline the
grant application process.

Community Impact Award: An app designed to assist with special needs care.

First Place: Focus on the Family created a 'Virtual Parenting Companion, an Al-enabled
chatbot offering personalized parenting advice and support.

Future Directions and Recommendations

The competition demonstrated that Al application development is accessible to non-
programmers with domain expertise.

There is a need for continued education and training in Al skills, particularly for SMEs
looking to gain a competitive edge.

The panel emphasized the importance of responsible Al practices and ethical
considerations in Al development.

ASME plans to offer more Al bootcamps and training opportunities for its members.

The panelists encouraged businesses to actively create value using Al rather than being
passive consumers of Al services.

There is potential for engaging older populations in Al application development to
address their specific needs and concerns.



