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The Evolution of Education to Education 4.0 : 

The STEAME School of the Future



Einstein said

ñImagination is more important than knowledge. Knowledge is 

limited to all we now know and understand, while imagination 

embraces the entire world, and all there ever will be to know and 

understand.ò 
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üAuthoritarian 

üThe student is the passive 

recipient

üTeacher-centered system - the 

teacher gives knowledge as the 

absolute leader in the classroom

üTechnology is forbidden in the 

classroom

EDUCATION 1.0
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ü Communication and collaboration are 

starting to grow

ü Exam-based approach - the result is the 

examination - Memorization of knowledge

ü An underestimated student-centered 

approach, we call it but do not apply it.

ü the schools are still talking about hours of 

teaching ......... But they should talk about 

hours of learning !!!

EDUCATION 2.0

Continue2.0 



üInvasion of technology and social networking

üWe apply technology to the classroom as a trend indicator, but 

...... the class continues to have the same structure.

üComplete confusion ... .. students know the technologies better 

than teachers

üNo design for what is used and what is not

üMany choices, there is no money for buying and applying, 

uncoordinated technology correlation with the curriculum ... .. the 

system can not properly follow the evolution of technology ... there 

is no teacher training ...... data is everywhere ... .. Google Search 

faster from traditional libraries ... the web knows more than our 

teacher ....WE WERE NOT READY FOR COVID-19

üStudents give technical knowledge to their teachers .... 
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EDUCATION 2.0



üStudent-Centered approach

üThe teacher is transformed into a 

Coordinator/facilitator, advisor, learner and 

practice guide

üThe student is researching

üFlip classroom method applies

üMore dialogue, technology is everywhere, the 

student is self-learning and everywhere.

üThe classical style classroom no longer exists

üLesson Plans are now calledé

é Learning Plans 
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EDUCATION 3.0



11

STEAME 

SUMMER

CAMP

2021

Project Based group learning
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2025+

Learning spaces of the future



132030+

Learning spaces of the future



üCo-creation and innovation in the centre

üWhenever and Wherever

Flipped classroom applied (Hybrid Learning Environments)

Interactive practical exercise ïF2F or Distance

üLearning is done at home or outside school, while in school students develop 

skills

üDevelopment of personalized teaching and learning

üLearning Plans are now called Learning & Creativity Plans

üThe technology

Its free or/and easily accessible, 

Increased use of virtual reality, artificial intelligence ,etc

Continuous evolution and innovation and therefore a need for development

of  Competences and Skills so people become Adaptable to Change  14

EDUCATION 4.0
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2.0

Lesson Plans

3.0

Learning Plans

4.0

Learning

&

Creativity Plans



November 2019 ïDecember 2021, just the beginningé

STEAME : Science-Technology-Engineering-Arts-Mathematics-
Entrepreneurship

www.steame.eu
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STEAME: Guidelines for Developing and Implementing STEAME Schools

What was needed?
Model of STEAME Schools

Guidelines for STEAME Activities in Schools 
Guidelines for cooperation between teachers of different disciplines

New organizational structures for STEAME schools
Training of  Teachers - help them to adapt

Dynamic Change in Curricula, Tools, Methods



Project Number: 2019-1-CY01-KA201-058240

Outputs

üO1. Guidelines for dynamic and adaptive STEAME 

curricula ïpublished

üO2. Guidelines for STEAME Activities in Schools 

for two age groups ïpublished

üO3. Guidelines for STEAME School Organizational 

Structure ïpublished
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üO1. Guidelines for dynamic and adaptive STEAME curricula

CONTENTS

ü CHAPTER 1 Approaches to teaching

ü CHAPTER 2 Materials for teaching

ü CHAPTER 3 Entrepreneurship aspects

ü CHAPTER 4 Organizational suggestions for STEAME-

oriented teaching

ü CHAPTER 5 Propositions and analysis of STEAME-

oriented curriculum- Adaptability and dynamics 

characteristics
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O2. Guidelines for STEAME Activities in Schools for two age groups

English version 

Other languages

CONTENTS

ü CHAPTER 1. THE STEAME FRAMEWORK  
OF LEARNING AND CREATIVITY PLANS

ü CHAPTER 2. GUIDE TO LEARNING AND 
CREATIVITY PLAN DEVELOPMENT

ü CHAPTER 3. STEAME LEARNING AND 
CREATIVITY PLANS

ü CHAPTER 4.COOPERATION AND 
CREATIVITY  PROGRAM BETWEEN 
SCHOOLS & INDUSTRY

ü CHAPTER 5. STEAME OBSERVATORY

Languages: 
English, Polish, Italian, Bulgarian, Greek
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What is a STEAME Learning and Creativity Plan

ü Empty template available for use in the Observatory in EN, GR, IT, BG, PL 

Completed STEAME L&C Plans in the STEAME OBSERVATORY

ü Designed for minimum 2 teachers collaboration

ü It includes the 18 steps prototype teacher cooperation for STEAME project 

activity
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STEAME L&C Plans: Evaluation Rubric

ü STEAME student evaluation rubric
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Fully completed analytics

STEAME STUDENT Evaluation Rubrics.pdf


The STEAME Observatory

WEB-LINK
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https://steame.eu/


STEAME TRAINING COURSE FOR TEACHERS

Modules 1-2. How to construct Learning & Creativity plans

Module 3. How teachers can work together (18 steps prototype and other aspects) 

Module 4. How to help teachers and students work online (Hybrid environments)

Module 5. How to support students in making oral presentations 

Module 6. How to write papers/reports 

Module 7. How to work on projects (Inquiry Based Learning, Project Based Learning) 

Module 8. How to work on projects (peer questions)

Module 9. How to develop STEAME schools (Type A and Type B Schools, survey results)

Module 10. Evaluating STEAME project/activities work of students (Evaluation rubrics etc) 

Module 11-12: Course Assignment hands on development of a L&C Plan 

COURSE  WEBINAR SESSIONS

Listed in EPALE Platform as a KA1 course
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https://steame.eu/steame-training-course/
http://courses.eaecnet.com/index.php?id=413


Journal of STEAME Creations for and by school students

üStudents can publish their project work and results

Specs and submission process
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https://steame.eu/journal-of-steame-creations-for-and-by-school-students/


O3. Guidelines for STEAME School Organizational Structure

TYPE A: How can we run STEAME activities in current school 
infrastructures ?

TYPE B: What should a future school look like in order to best run 
STEAME activities?

KA1 four days STEAME training course for teachers, is published 
for 
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CONTENTS
INTRODUCTION (translated in all partner languages - Polish, Italian, Bulgarian, Greek)
CHAPTER 1. OVERVIEW AND CONTEXT
CHAPTER 2. RESULTS FROM THE SURVEY
CHAPTER 3. RESULTS FROM THE FOCUS GROUPS
CHAPTER 4. THE STEAME TRAINING COURSE FOR TEACHERS, SCHOOL HEADS AND AUTHORITIES
CHAPTER 5. ORGANIZATIONAL STRUCTURE OF STEAME TYPE A SCHOOLS ςEXISTING
CHAPTER 6. ORGANIZATIONAL STRUCTURE OF STEAME TYPE B SCHOOLS ςNEWLY ESTABLISHED 
SCHOOLS
CHAPTER 7. POLICY RECOMMENDATIONS (translated in all partner languages - Polish, Italian, 
Bulgarian, Greek)



122 responsesform expert teachers and school principals

Project Number: 2019-1-CY01-KA201-058240

Selected results from the ONLINE European survey 
conducted in 2020
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The STEAME programme should shape the education process of
the school and the classroom design, not the other way around.

93
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The classroomlayout should be alignedwith the outcomes of
STEAMEand blended learning
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The classroomfurniture hasto be moveable in order to 
enhancelayout flexibilit y
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To achieve blended learning the STEAMEclassroomshould be

2

equiment and technologies 2

12
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The classroom should be
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Ideasrelated to the assessment , teacher needs 

üAssessment should be creation-based, without the typical examsbut outcome

assessment and creativity assessment.

Thus,teachersneed training for the changeof mode of facilitat ing the
learning and assessment.

ü Assessment should become a co-assessment between teacherswho need to learn to

work together in different fieldsand with groupsof students.
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STEAME schoolsmust integrate the following spaces
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Spacefor personalized learning, individual research 
activities,assisted by online or offline content 

(texts, graphs, pictures,audio and video content)

Studying spaceon a creative environment

Direct instruction spacefor small teamsof students 
focused on teamwork on projects with the

necessary equipment

Exchange spacefor collaborative learning with
peer delivered content

82
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Ideasrelated to the evolution of practices

üWithout paper books,all booksshould be digital

üStudentscome to school without school bags,only tabletswhere they keep
everything

üSchoolsshould have internet but NOWIFI

üSchoolsshould be all dayschools from 8 to 5 without homework. After 5 pm it
should be play time.
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STEAME School of the future

Architectural Designs and Animations
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STEAME SCHOOL
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