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Einstein said

Nl magination I s more | mEKoowtkdgais t han
limited to all we now know and understand, while imagination
embraces the entire world, and all there ever will be to know and

\

understand. O
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. ‘ EDUCATION 1.0

Thales Foundation

U Authoritarian Education 1.0:

U The student is the passive
recipient

U Teacher-centered system - the
teacher gives knowledge as the
absolute leader in the classroom

U Technology is forbidden in the
classroom

;
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Thales Foundation

EDUCATION 2.0

U Communication and collaboration are Eduaa’cim 020

starting to grow
g10d Jdearners as eonwwmiaaﬁn% aonneaﬁnq, aoMabomﬁn%

U Exam-based approach - the result is the
examination - Memorization of knowledge

U An underestimated student-centered
approach, we call it but do not apply it.

U the schools are still talking about hours of
teaching ......... But they should talk about
hours of learning !!!
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Thales Foundation

EDUCATION 2.0

U Invasion of technology and social networking
U We apply technology to the classroom as a trend indicator, but
...... the class continues to have the same structure.

u Complete confusion ... .. students know the technologies better

than teachers ;ﬁﬁ} 8
U No design for what is used and what is not Eduaaﬁm 020
U Many choices, there is no money for buying and applying, v A

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 Collabor ative, Interactive
faster from traditional libraries ... the web knows more than our g:fqgog;ymb@s’
teacher ...WE WERE NOT READY FOR COVID-19 Teaher as Orehestrator  mm

U Students give technical knowledge to their teachers ....

9
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Thales Foundation

EDUCATION 3.0

U Student-Centered approach

dearners as Content
Producer & Sharer g,,’
&

B -
®

U The teacher is transformed into a ¢
Coordinator/facilitator, advisor, learner and
practice guide

U The student is researching
U Flip classroom method applies

dueation 30
d_earners as emnectors, areators, |
emstruetivists

il

b BLAL 4/

’_.,-:“ y

3 Diversity of
Network 5

U More dialogue, technology Is everywhere, the RITaN //
student is self-learning and everywhere. Y %<

Hecess to

rners as
'Teaahcrs

UL e s s on Pl ans are now ¢Ca
é Learning Plans
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Thales Foundation

Project Based group learning

STEAME
SUMMER
CAMP
2021
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Learning spaces of the future
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. . EDUCATION 4.0

Thales Foundation

U Co-creation and innovation in the centre

U Whenever and Wherever
Flipped classroom applied (Hybrid Learning Environments)
Interactive practical exercise i F2F or Distance

U Learning is done at home or outside school, while in school students develop
skills

U Development of personalized teaching and learning
U Learning Plans are now called Learning & Creativity Plans
U The 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.i‘:%_‘,
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Learning
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\November2019'|'December 2021, Just

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

www.steame.eu

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 Teacherdhelp them to adapt

Dynamic Change in Curricula, Tools, Methods

® an
Co-funded by the
Erasmus+ Programme
of the European Union

< European
kSchoo?net




Outputs

U O1. Guidelines for dynamic and adaptive STEAME
curricula ™ published

U 02. Guidelines for STEAME Activities in Schools
for two age groups T published

U O3. Guidelines for STEAME School Organizational
Structure T published

> 5B DB S

Tothnoiogy | Enginoernng Ay | Mathematics | Entreprencurship

European
kSchoo?net

Project Number: 2019-1-CY01-KA201-058240
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OLl. Guidelines for dynamic and adaptive STEAME curricula

CONTENTS
U CHAPTER 1 Approaches to teaching

/ # A U CHAPTER 2 Materials for teaching
GUIDELINES X U CHAPTER 3 Entrepreneurship aspects
FOR DYNAMIC U CHAPTER 4 Organizational suggestions for STEAME-
AND ADAPTIVE oriented teaching
S'TEAME U CHAPTER 5 Propositions and analysis of STEAME-
CURRICU LA oriented curriculum- Adaptability and dynamics

characteristics

ISBN: 978-9963-713-38-7

Cofunded by e
(s Programme
of the Europesn Unon

European v'f:l;.B
ks P SCIENTI)S

C h 00 l n et education in Elurf ope .




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

STE

i CHAPTER THE STEAME FRAMEWO —
|  OF LEARNING AND CREATIVITY PLANS
GUIDELINES FOR B (i CHAPTER BUIDE TO LEARNING AND STE

STEAME ACTIVITIES .\ CREATIVITY PLAN DEVELOPMENT
"IN SCHOOLSFOR i CHAPTER STEAME LEARNING AND
TWO AGE GROUPS CREATIVITY PLANS

CONTENTS
(1

U CHAPTER €OOPERATION AND
CREATIVITY PROGRAM BETWEEN
SCHOOLS & INDUSTRY

U CHAPTER STEAME OBSERVATORY

ISBN 978-9963-713-43-1

Languages:
IS rmeRsm English, PolisHtalian, BulgariarGreek English versio

ISBN 978-9963-713-45-5

N

Coudod by the
Eraarias Procramme
of he Europeas Usion
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What is a STEAME Learning and Creativity Plan

STE @J

Co-funded by the
Erasmus+ Programme
of the European Union

LEARNING & CREATIVITY PLAN (L&C PLAN): A CUSTOMIZED E-SHOP

S T Eng M Ent
O

X X X X X
1. Overview
Title A CUSTOMIZED E-SHOP
Driving Question or Topic | What i need to know about the costs, revenue and profit in my business?
Apges - Grades AGES:15-16 i 9% - 10 grade :

Duration, Timeline, Activities

4 LEARNING HOURS i 2¥90 MINUTES | 6 ACTIVITIES

Curriculum Alignment

Business Costs, Revenue and Profit

Contributors, Partners

Xenia Kareli, Yannis Kotsanis

Abstract - Synopsis

Five activities for two learning periods of 90 min (first lesson) include the
analysis and the calculation of a firm's profit, the analysis of its costs and how
this firm creates and increases its revenue. 50, for all these reasons, in the
second period of 90 min (second lesson), every group of students designs and
creates a customized e-shop, that formulates a real problem. In this way, they
understand the mechanism of the market in action.

References,
Acknowledgements

® Pearson Edexcel International GCSE (9-1) Economics -First published 2017,
author: Rob Jones. ISBN 978-0-435-18864-1 (Student's book). Case Study
(Lesson 16): Greenway Construction {activity 1).

& Pearson Edexcel International GCSE (9-1) Economics -First published 2018,

author: Clare McCormack. 1ISBN:978-0-435-19134-4 (Teacher Resource Pack).

2. STEAME Framework”

Teachers’ Cooperation

1st Teacher: Economist
2nd Teacher: Technology Specialist and/or Computer Scientist
(the two teachers can work together during the second lesson)

STEAME in Life (SjL)
Organization

A real meeting with executives of a big firm with well-known products and on a
call (via teleconference or face to face) and with a businessman whose main
activity is erganizing and running an e-shop.

Action Plan Formulation

STAGE I: Preparation by two teachers [STEPS 1-4], and

STAGE II: Action Plan Formulation [Preparation STEPS 1-3]
Refers to the creation of this Learning Plan, by the two teachers in collaboration.

European
\\Schoo‘inet

Empty template available for use in the Observatory in EN, GR, IT, BG, PL
Completed STEAME L&C Plans in the STEAME OBSERVATORY

Designed for minimum 2 teachers collaboration
It includes the 18 steps prototype teacher cooperation for STEAME project

activity

STAGE | Activities/Steps
Teacher 1 (T1)
Cooperation with T2

and student guidance

Activities /Steps
By Students
Age Group:

Activities /Steps
Teacher 2 (T2)
Cooperation with T1 and
student guidance

Preparation of steps 1,2,3

Cooperation in step 3

Guidance in step 9

4,5,6,7,8,9,10

Support guidance in step 9

Creative Evaluation

11

Creative Evaluation

Guidance

12

Guidance

Guidance

13 (9+12)

Guidance

M mOoO0|w| >

Organization (SIL)
STEAME in Life

14 Meeting with Business
representatives

Organization (SIL)
STEAME in Life

G Preparation of step 15

Cooperation in step 15

H Guidance 16 (repetition 5-11) Support Guidance
I Guidance 17 Support Guidance
K Creative Evaluation 18 Creative Evaluation 2(

The community for science
education in Europe



STEAME L&C Plans: Evaluation Rubric

1. STEAME Subjects (overall performance of respective concepts/discipline/content of K-12 level)
' 0-N/A ~ 1-beginning 2- developing ‘

3 - advanced

E ra S m u S I O Science | O Technology [ Engineer OArts O Mathematics = [ Entrepreneurship

2. Competences (knowledge, skills, values-attitudes)

basic/beginning emerging/developing  accomplished/strong exemplary

creativity, innovation
critical thinking

¥ 1 1 llaborati

U STEAME student evaluation rubric e

oral - written language
presentation skills
social & emotional
competences

Proje anageme Development and Rea on Proce

' basic/beginning emrginé/developing accomplished/strong ~ exemplary
Fully completed analytics goal achieverent

and motivation
process
problem-based
process
project-based and
timeline process
resources,
references
construction,
artifacts, production
outputs
Entrepreneurship

4. Formative Assessment (specified at each L&C)

T D - limited/poor  C-adequate/good = B - substantial/great A - detailed/excellent
* * Student Assessment
(ORI ~/(European by Teacher SCIENTIX
" The community for sclence
ChOOlnet Self - Grou p* education in Ezropa
Self - Student*



STEAME STUDENT Evaluation Rubrics.pdf

* % %

* g *

* 4 %

8. EXPERIMENTS OR SCHOOL PROJECTS/CREATIONS

{schoainet. WEBLINK

3. LEARNING & CREATIVITY ACTIVITIES/PLANS
GRADES 0 LS LOLLEGLION LLEARNING

7. STEM-STEAM-STEAME EU FUNDED PROJECTS

13. PHOTOS & VIDEQS OF STEAME SCHOOLS

I'.

.«Ziézcmmlx

education in Europe



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

Listed in EPALE Platform as a KA1 course

COURSE WEBINAR SESSIONS

European
ks P :"S SCIENTIX

ChOOlnet edu allcn in Etzrgp:}ue .



https://steame.eu/steame-training-course/
http://courses.eaecnet.com/index.php?id=413

Journal of STEAME Creations for and by school students

0 Students can publish their project work and results

Specs and submission process >

V/(European uf‘jzglCIENTIX

The community for science
SChOOlnet education in E

urope



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

O3. Guidelines for STEAME School Organizational Structure

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

CONTENTS

*: ** European
kSchoolnet

INTRODUCTION (translated in all partner languagebsh, Italian, Bulgarian, Greek)

CHAPTER DVERVIEW AND CONTEXT

CHAPTER RESULTS FROM THE SURVEY

CHAPTER RESULTS FROM THE FOCUS GROUPS

CHAPTER ZHE STEAME TRAINING COURSE FOR TEACHERS, SCHOOL HEADS AND AUTH
CHAPTER ®DRGANIZATIONAL STRUCTURE OF STEAME TYPE A BXISDIRICS

CHAPTER ®©RGANIZATIONAL STRUCTURE OF STEAME TYPE BISEWOOESTABLISHED
SCHOOLS

CHAPTER POLICY RECOMMENDATIONS (translated in all partner landR@pds Italian,

Bulgarian, Greek
V-S:L%CIENTIX

unity for science
edl in Europe



Erasmus+

Selected results from the ONLINE European survey
conducted in 2020

122 responses form expert teachers and school principals

< European u"“:L.ZSﬁCIENTIX
kSChOO?net The comn _umly fur:cierl:e

Project Number: 2019-1-CY01-KA201-058240 S
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0

The STEAME programme should shape the education process of
the school and the classoom design, not the other way around.

TRUE
FALSE
B BOTH

B We should consider
governmental policy and

emergency
S

education in Europ:



The classoom layout should be aligned with the outcomesof
STEAME and blended learning

80

74
70
60
50
40
30 27
20 17
10 l
0

L 0
<// Europsan STFONGLY AGREE AGREE NEURAL DISAGREE STFONGLY gscml\mx
Schoolnet DISAGREE Tho conmurly or scioe
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100

80
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40

20

H=

The classoom furniture hasto be moveable in order to
enhancelayout flexibility

TRUE

FALSE

B NOT NECESARILY

B NOT SLRE

uf“j‘ SCIENTIX
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To adieve blended learning the STEAME clasgoom should be

all

part of aflexible infrastructure
anopen space nterior design

a large room

equiment and technologies

it is irrelevant

{ } <2L//European
* ek dSchoolnet
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2
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The dassioom should be

purposefully flexible
designed for

STEME

designed ina
classical way (in
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|deasrelated to the assessmentteacher needs

Ul Assessment should be creation-based, without the typicd exams but outcome

asesdnent and creativity assesgnent.
U  Assessment should became a co-asssanent between teacherswho need to learn to

work together in different fieldsandwith groups of students.

Thus, teachers need training for the change of mode of fadlitating the
learning and asesamnent.

< European uf“j: SCIENTIX
kSChOO?net The cv!m_umty E;;Gie'l:e

education in Eurt




STEAME schools must integrate the following spaces

82 84

Sudying gaceon acreative environment

82
Direct instruction spacefor small teams of students

focused on teamwork on projects with the
necessary equipment

Exchange spacefor collaborative learning with
peer delivered content

Foacefor personalized learning, individual research
activities, assisted by online or offline content 93
(texts, graphs, pictures,audio and video content)

{***} TkEuropean 76 78 80 82 84 86 88 90 92 givfzgégClENTIX

SChOOInet ommunity for science

education in Europe



|deasrelated to the evolution of practices

U without paper books, all books should be digital

U Studentscome to schod without schod bags, only tabletswhere they keep
everything

U Schods should hawve internet but NOWIH

U Schods should be all dayschodsfrom 8 to 5 without homework. After 5 pm it
should be'play time.

European

NSchoolnet
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Erasmus+

STEAMFP),

Architectural Designs and Animations

STEAME School of the future

35
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STEAME SCHOOL
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