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INTRODUCTION 
 

This e-

structures. These are calle

 

Teachers, School Heads and Aut
videos are provided in links. 

-12. 
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(IT) INTRODUZIONE 
 

Questo e-
l'introduzione di un nuovo cambio di paradigma nell'istruzione. Le linee guida fornite si riferiscono a 

ante delle 

 

AME è una parte derivata e 

 

-12. 

 

(PL)  
 

Ten e-

E. 

 

ze szkolne, kierownictwo, dyrektorzy, 

ostateczna grupa docelowa to uczniowie klas 7-12. 
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(BG)  
 

 , 

  ,  
  

  

 STEAME “ 
„

STEAME“ „ STEAME “
 , 

 

 

  STEAME 
-   

 

(ES) INTRODUCCIÓN 
 

Este l
STEAME iniciando la introducción de un nuevo cambio de paradigma en la educación. Las reglas 

las así llamadas Escuelas TIPO A. Una parte de las reglas generales representa una estructura 
o

 

El libro „O3. Las reglas generales STEAME “son una parte 
derivada y complementaria a los libros: 1. Reglas generales para currículos STEAME dinámicos y 
adaptables “y . as a dos 
diferentes grupos de edad “. formación, 
dividido en módulos para profesores, representantes de directores de las escuelas y autoridades. 
Materiales y videos adicionales aparecen proporcionados en los enlaces. 

Los principales grupos meta de estas Reglas generales son las autoridades escolares, la gerencia, los 

 las escuelas (existentes 
o nuevas) cuyo grupo meta -12. 
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(FR) INTRODUCTION 
 

directrices fournies font référence à des 
-ci sont 
ucture 

STEAME. 

 L’O3. Lignes directrices pour l ie dérivée 
et complémentaire des livres : O1. Lignes directrices pour les programmes STEAME dynamiques et 

O
 

d’établissement et les représentants de l’autorité, divisé en modules. D’autres documents et vidéos 
sont fournis dans des liens. 

 Les principaux groupes cibles des présentes lignes directrices sont les autorité

STEAME dans les écoles (existantes ou no
année. 

 

(DE) EINLEITUNG 
 

Dieses E-Buch -Schulen, die die 
Einführung eines neuen Paradigmenwechsels in der Bildung einleiten. Die bereitgestellten Leitlinien 
beziehen sich auf Veränderungen in 
Flexibilität der bestehenden Strukturen realisiert werden können. Diese werden TYP-A-Schulen 

Schulen, damit sie STEAME-Lern-  

-Schulen ist ein abgeleiteter und 
-Lehrpläne und O2. 

Richtlinien für STEAME-
auch ein in Module gegliederter Schulungskurs für Lehrer, Schulleiter und Behördenvertreter. 
Weiteres Material und Videos werden in Links bereitgestellt. 

Die Hauptzielgruppen dieser Leitlinien sind die Schulbehörden, die Schulleitung, die Schulleiter, das 
Lehr- und Verwaltungspersonal in den Schulen und alle, die daran interessiert sind, STEAME-

-Methodik in Schulen (bestehende oder neue). Als 
abschließende Zielgruppe sind die Schülerinnen und Schüler der Klassenstufen 7-12 festgelegt. 
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CHAPTER 1. OVERVIEW AND CONTEXT 
 

 These 

European added value. To ensure sustainability of the proposed guidelines we developed the STEAME 
Observatory, a tool mainly for schoolteachers  
in schools.  To the best of our knowledge there are no such guidelines currently available.  

in 
some cases      in others      piloted within public 
schools     . All these cases are      considered in these guidelines. The challenge and consequently the 

his will be called the 

 

 of IO3 as a lo
complimentary part to IO1. “ ” and IO2. 
“ ”. Part of this output is also a Training 
course for Teachers, School Heads and  

1.1 TARGET GROUPS 
The main target groups of these managers, head teacher/s and 

 STEAME  two main types of 
schools:  

  

formed following round 
. Therefore, for 

 

 TYPE B Schools (how new schools should be structured) 
The project partners believe that no new school should be built using the standard type of 

discussions to propose a infrastructure design. We 
provide a sample design created by a professional designer and relevant  , as 
part of these Guidelines. 

1.2 MAIN RESULTS 
The main results of these Guidelines were produced according to the  

 O3-A1: TYPE A Schools (how to modify structures in  
 O3-A2: TYPE B Schools (how new schools should be structured) 
 O3-
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 O3-A4: Training course for 
 

1.3 KEY ELEMENTS 
These  

- C all partner countries with common  – both online 
and via dedicated interviews and round table sessions.  

- Part 

was ten. 
training modules with a training package of materials and learning plans including learning 

instruments, 
plan. 

- Based 
vided in these Guidelines. 

that the school is following  

 moving from  

EDUCATION 1.0 -> EDUCATION 2.0 ->EDUCATION 3.0 -> EDUCATION 4.0 

This is the complementary part of the complete “STEAME: Guidelines for Developing and 
” which includes: 

 Model of STEAME Schools 
  
  
  
 Training of Teachers to help them to adapt 
 Dynamic Change in Curricula, Tools, Methods. 
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1.4 STEAME SCHOOL OF THE FUTURE 
 

 

EDUCATION 1.0 

 Authoritarian 
 The student is the passive recipient  
 Teacher centered system the teacher gives 

knowledge as the absolute leader in the 
classroom 

 Technology is forbidden in the classroom  

 

 

 

EDUCATION 2.0 

 
 

 Exam-based approach -the result is the 
-  

 -centered 
approach, we call it but do not apply it. 

 
teaching. But they should talk about hours of 
learning!!! 

 Invasion of technology and social networking 
 Technology is applied to the classroom as a 

have the same structure 
 Complete confusion -  
 No design for what is used and what is not 
 Many choices, but there is no money for buying and applying, uncoordinated technology 

 
 There is no teacher training, data is everywhere, Google Search is faster from 

libraries - the web knows more than our teacher WE WERE NOT READY FOR COVID 19 
 Students give technical knowledge to their teachers.  

Figure 1.1:  

Figure 1.2:  
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EDUCATION 3.0 

 Student Centered approach 
 The teacher is transformed into a 

Coordinator/facilitator, advisor, learner 
 

 The student is researching 
 Flip classroom method applies 
 More dialogue, technology is 

everywhere, the student is self-learning 
and everywhere. 

 The classical style classroom no longer 
exists 

 Lesson Plans are now called… Learning 
Plans 

 

 EDUCATION 4.0 

 Co- center 
 Whenever and Wherever 
 Flipped classroom applied (Hybrid Learning Environments) 
 –F2F or Distance 
 Learning is done at home or outside school, while in school students develop skills 
 Development of personalized teaching and learning 
 Plans 
 

intelligence, etc. 
 

and Skills so people become Adaptable to Change   
 The teacher is now coordinator, facilitator, mentor 
 

environment.  

Figure 1.3:  
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Figure 1.4: Educa on 2.0 to 4.0 – From lesson plans to learning and crea vity plans  

 

 

 

 

 

 

 

 

 

 

 

   
2.0  

LESSON PLANS 
 

3.0 

 LEARNING PLANS 
 

4.0  

LEARNING AND 
CREATIVITY PLANS  
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CHAPTER 2. RESULTS FROM THE SURVEY 
 

 

EXISTING 
these structures.  Another aim was to provide guidelines on how FUTURE AND NEWLY CREATED 
schools could . 

put from the online survey and the focus groups 
conducted by the partners in the project. 

2.1 OVERVIEW OF THE ONLINE SURVEY RESULTS 

 

 

 

122 responses by: 

 83 teachers 
 16 students 
 9 principals 
 10 parents 
 

managers – 4 
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The process followed was: 

 

Figure 2.1: Process of the Survey 

 

2.2 MAIN CONCLUSIONS: 
The main components to be modified and adapted to the new model are the school space, classroom 
design, teaching and learning approach and methodologies applied in class, new ways of assessment. 
In all these aspects the respondents replied as follows:  

2.3 SURVEY RESULTS ABOUT THE STEAME SCHOOL SPACE 
• Most of our respondents (73%) think that it should cover the STEAME Learning and Cr vity plans.  

• Almost 70% of the survey respondents think that the key success factor is the structured group work 
within t he project-based learning and student g roups for idea g n, d iscussions a nd 
networking. 

• 76% of the respondents support the space for personalized learning, individual research a vi , 
assisted by online or ine content (texts, graphs, pictures, audio and video content). 

• 78% of our respondents think that the design should support the STEAME teaching mode to support 
al thinking, technology-enabled collab n, teacher’s led instru on for each grade. 

2.4 SURVEY RESULTS ABOUT THE CLASSROOM DESIGN 
• 75% of our respondents think that the STEAME program should shape the educa n process and 

the classroom design, not the other way around. Some think it is a two-way process. 

• Most of our respondents (60%) to the survey think that to achieve blended learning the STEAME 
classroom should be a large room, with open space interior design and all this part of a flexible 
infrastructure. 

• 93,4% of the respondents think that the classroom furniture has to be moveable in order to enhance 
layout flexibility.  

   

We asked what 
respondents think of 
the overall STEAME 
school programme. 

 
We collected opinions 

regarding the 
classroom layout. 

 
We asked about the 

overall STEAME 
school space. 
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classroom design 

 

Figure 2.2: Should the STEAME program shape the educa - 
Graph of results 

To achieve blended learning the STEAME classroom should be: 

 

Figure 2.3: To achieve blended learning the STEAME classroom should be... - Graph of results 

new model. The classroom layout could also be aligned with the outcomes of STEAME and blended 
learning approaches.  

 

 

 

 

 

93

23
5 1

0

50

100

1

TRUE

FALSE

BOTH

We should consider governmental policy and emergency

2

2

12

21

42

73

01 02 03 04 05 06 07 08 0

it is irrelevant

equiment and technologies

a large room

an open space interior design

all
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Figure 2.4 – Graph of results 

The survey results suggest that the classrooms are purposefully designed for STEAME as presented 
below: 

 

Figure 2.5: The classroom should be... - Graph of results 

In terms of the architecture and furniture one common feature is shared by most of the respondents: 
-space design.  

also includes 
skills of students and teachers are key success factors for STEAME. Moreover, it is recommended to 

-grade and - chers’ 
 

1

54

59

76

77

89

0 10 20 30 40 50 60 70 80 90 100

Variety

Inquiry-based learning

Common learning methodologies applied in
STEAME schools

Project-based learning

Discovery-based learning

105

15 4 2
0

20

40

60

80

100

120

purposefully designed
for STEAME

designed in a classical
way (in rows)

both
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Figure 2.6: The classrooms should be... - Graph of results 

prototyping (in the labs), etc.: 

 

Figure 2.7
learning environments in... - Graph of results 

The main goals of such structures of the new/re-organized STEAME schools are to support and 
encourage:  
  
 technology-  
 development of digital skills 
 interdisciplinary approach 
 new role of the teacher as a facilitator and moderator as opposed to instructor and tutor 
 student-centered approach 
  
  

 
The assessment process is also adjusted and changed so that students are graded based on their 

and assessment, too. It is also suggested that the assessment is made as a co-assessment between 
teachers as  

1

26

29

47

47

0 5 10 15 20 25 30 35 40 45 50

none of these is crucial

Humanity sciences

supplemented by two auxiliary classrooms (for STEAME 
by a computer lab room and for Humanity’s by a room …

all

44

47

82

85

0 10 20 30 40 50 60 70 80 90

environment

newly established schools

a structured group work within the project-based
learning

networking
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In t erms o f the spaces a nd t he c lassrooms layout, they m eet the needs of t he students and their 
mo va on is a central point. Enhancing crea vity and teamwork and produc vity and mo v on is 
the underlying aim of the new type of schools. 
Examples of modern technologies to be applied: robo  room, 3D prin ng sector, STEAME materials, 
rooms for crea ons, design so ware, others. 
 
The final conclusions lead to the following: 

The STEAME educa n model shapes the educa n process and is implemented 
and managed in a holis c way. 

 

Figure 2.8: STEAME educa on model 
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CHAPTER 3. RESULTS FROM THE FOCUS GROUPS 

 

prepared and provided by the partners of STEAME.  

the following 

. The total 

stakeholders to IT experts. 

 

 

 

 

 

 

 

 

architectural structure and design of new STEAME schools. 

The focus groups validated and elaborated further the mai

with a summary of the main discussions.  

1. 
design. 

the school. This would ensure that teaching by separate disciplines and standardized curricula, which 

curriculum were observed. For this reason, they expressed that the main challenge will be the 
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pants argue that this process 
should be also further supported by the school principals or school heads who are capable of making 
a change.  

be open to coo

except for the basics, each 

 
 

“I consider that the goal is for students to love basic research, and this can be done through 
-  

 

2. The classroom layout should be aligned with the outcomes that school principals and 
teachers aim to achieve when  
 

school and the 
team and most importantly – 
should be combined and aligned with the design of the school – i.e., if they will learn by project-based 
learning then students need space for teamwork and equipment to support the work on projects and 

environments are certainly more in line with a STEAME teaching and learning: schools equipped with 
laboratories and ‘working spaces’ where students realize ‘products’ and provide services directly to 
the public. An Italian Vice-

 changed the environment, making it more 
comfortable for adolescents to work and study in. 

3. The STEAME classroom should be a large room, with open space interior design and all this 
 

 
 

21st century are building these 

classroom should be a large room with open space interior design. 
 

desks where students can work. This cannot change”. –  
 

d with labs and IT 
 

structure would be the ideal environment for STEAME schools, they expressed their concern in 
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 does 
not allow for large open spaces. 

close spaces is always necessary to create the corresponding mentality to both students and teachers. 
Thus, a suggest
classrooms) that are shaped in a way that inspires 

tem can be applied, standard 

-day schools. 
 

4. . 
 

  
 The chairs are colorful with the ability to spin around so that children can interact with one 

another. 
 Light and individual desks so that they can be moved and rearranged easily. Also, the desks of 

students should have such a shape so that when we put them together, they will create 
polygons enabling teamwork. Lastly, they should have wheels. 

 
digital boards and displays well visible from any place in the classroom, where the teacher or 
students should come with their own tablets.  

 
simultaneously. Also, this way rooms can be smaller and/or larger when necessary. 

 An Italian engineer/teacher set out the idea, launched in his school, of transparent walls that, 
however, did not meet with much approval by his colleagues. 

 Separate spaces/zones in the open space. 
 P  
 Soundproof spaces. 
 Teachers should be able to take any seat (if standing is inconvenient) to perform their work. 

 

be of low cost to implement them in TYPE A schools. Also, students could be involved in this process 

n

will need work to adjust. They also highlighted the importance of teachers as key factors who should 
be open-  
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5. In terms of type of classrooms and how to be designed:  

STEAME teaching and learning could also be implemented using IT tools so that it can be useful for the 

computer tools such as tablets or portable computers. On the other hand, when moving our focus to 

separated, as science requires some equipment and technology to be used. Howe
– 

also be easier than changing the whole class; it might be accomplished with the help of technology, 
e  

 

6. Regarding the overall STEAME school space 
 

Therefore, the school spaces should be 
- - technology-aided rooms 

- - laboratories and workshops for 
- 

ipants from Greece were not sure if they can 
-based learning & inquiry-based learning) with the last one (STEAME 

models, for example, project-based learning includes research and exploratory learning along with the 

he opportunity to students to choose which path 
to follow, however all forms of learning will include research procedure or a discovery at the end. As a 

 
 

7. Project-based learning and teamwork 
 

space. Lastly, Bulgaria has expressed some concerns since newly 

an be 
rearranged and adjusted (Type A schools). In both types, students are the leading party. Therefore, 

. 
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8. What spaces should be available in STEAME schools?  
 

 is a need for three or four separate classrooms where students will be 

classrooms could also be used by teachers to discuss with their colleagues for other various projects 

having a space where students or teachers can meet in a “relaxed” environment to get to know each 
other, some even called it a “school pub for students and teachers”. This will be especially useful for 

teachers to implement STEAME learning plans to students.  Students should feel welcome in the 
surrounding space and feel excited to be present there.  Even if that includes a small kitchen to cook 
their own meals etc.  Also suggested was the possibility to have such a space that are all together but 
work separately: 
 

 

Some further ideas shared: 
 Tablets with cases in a box. Routers in classrooms if not wi-  
 3D printers 
 Computer lab with Virtual Reality capability 

searches. Within them there were also spaces for small 

Moreover, many 
ts agreed that the above should be available but aligned and used for the purposes of 

adults. Group work should be combined with individual tasks especially for some experiments, 
exercises. This is also in response to the individual learning style to be considered. 

 

Figure 3.1: Example of how STEAME schools’ spaces could be 
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9. 

ideas from the surveys 
 

organize the process and most of all – s should be faced 

to adjust. However, some concerns and  were made: 
The level of success 

depends on the culture of each country. The student’s and the teacher’s culture have the most 

successfully implement it in another country”. 

 Some 

nd learning it is necessary to have students in 
-

scheduled in the morning. Therefore, to implement STEAME projects on a regular basis, it would be 
 

 

10. In terms of the design of the space and the classrooms the 
 

 
 Classrooms should have a corner with small couches and rug. The rug should not be in the 

 
 ne place or with the ability to move around. 
 

 
  
 A corner for hands-  
 Classrooms that can expand. 
 Easy movable furniture for re-arranging the working space. 
 The classrooms should be as modular and mobile as possible. 
 Several building blocks-

 
 

 

students have, even at a very young age, are those that help change or rather evolve their lives and 
 

into the regular 
-between gap hours. 



29

Guidelines for STEAME School Organizational Structure
 

 

29 
 

proposed inside their 
-  

 
In general, it is extracted that STEAME links the skills students develop with the needs of future 
professions and it is important to enable them to succeed in their future workplace. In that sense, the 

-secondary success. 
approach if used appropriately. It is 

major role. 

11. 
What is nal structure and design?  

BEST PRACTICES/EXAMPLES you can share: 

Some private schools in Bulgaria are ahead – in most of them there are modern science and computer 
labs, colorful furniture, chairs, students sit in a circle 
and group work. Teachers have their “doors open

coaches and the study process is blended – do work in class and then coach/mentor the teams online 
 

 
 

for certain 
should have the opportunity to choose extra-curricular courses and be able to work in groups 
independently, either inside or outside their school’s space. The content and topics of these extra-

-
 

Ideas: 
 Large wr  
 Easy ways of placing posters, infographics or other  created by students but also there 

 
 classroom just like the four seasons of the year. 

 

 

needs all available rooms for teaching
subject to vandalism, this requires supervision which is not available. There is a general issue with 

spaces for students not supervised by a teacher. Usually, classes are locked 
could be a VR Laboratory. 
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3.1 OTHER COMMENTS AND SUGGESTIONS:  
 guidelines on how we can implement 

the school environment within each European country.” 
 The designing of the future STEAME schools should be done carefully. 
 S  
 

projects.  “Create the future STEAME schools’ step by step.” 
 

 
 and leave 

-
-2 where they can eat in a 

catering kitchen and have a proper lunch. Of course, the implement
great costs.  

 There is much interest in the STEAME model of school because everyone agrees that this would 
 

  
 .  

 

3.2 CONCLUSIONS  

deas were discussed. 
Certainly, the focus group has helped to specify the next steps and improve the quality of the outputs. 

s in each c
 

informed on the results of this project and heavily consider the design of the STEAME school that will 

ching environments; 
 

Teachers could be open-
should be encouraged to give ideas for the school design, too. Student council should be organized 

 

The project coordinator said: “The school of the future is the learning home of the students and 
students have the right to choose their home”. 
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CHAPTER 4. THE STEAME TRAINING COURSE FOR TEACHERS, SCHOOL HEADS 
AND AUTHORITIES 

4.1 MAIN PURPOSE 
The STEAME training course is developed for the main target groups of teachers, school heads and 

, 

Entrepreneurship.  
and not consider it as an isolated luxury that has been devised just to be an added burden to human 
beings.  

This need, that is to interconnect a broad variety of realms of me e 
involvement of a broad range of human capital 
in the spirit of where 
contributors.  

In the contex

equipped with a variety of background and competencies. The present modules aim exactly at 
 

of achieving the 
between the facilitators of learning. Moreover, they aim in developing competencies for 

key component of the Guidelines giving hands-
 

4.2 TARGET GROUPS 

represents the main elements, content and steps to be followed in order to organize, design, structure 
and manage STEAME schools. 

Some of the main skills we aim to develop are: 

 Improve their digital skills for on-line  & learning environments 
 Use new digital tools in hybrid environments 
  
 Use Project-based Learning (PBL), Inquiry-based Learning (IBL), and Problem Solving in remote 

learning 
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4.3 RECOMMENDATIONS AND GUIDELINES HOW TO APPLY THE COURSE 
The course i s designed f or i mplementa on b y professional trainers who have t he e xper e in 
STE(A)M(E) educa on and approach. 

The key success factors for the implementa on are as follow: 

 

  
Teachers’ 

collabor on 

  
Appli on of innova ve methods, approaches, 

and methodologies – project-based learning, 
inquiry-based learning, hybrid learning 

  
New role of the 

teacher as a 
facilitator and 

  Teamwork 

  
Support by the 

school 
management 

  
Encouraging 

crea vity and 
innova on 

  
New 

organiz onal 
structure 

Figure 4.1: Key factors for successful implementa on of the course 
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4.4 OVERVIEW OF THE MODULES 
such as PowerPoint 

 

MODULES OF THE TRAINING the Development 
 

 Module 1 -2. How to construct L&C 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)  
 Mo  
 Module 6. How to write papers/reports (journal etc.)  
 Module 7. How to work on projects (Inquiry Based Learning, Project Based Learning)  
  
 Module 9. How to develop STEAME schools (Type A and Type B Schools, survey results)  
  
 Module 11-12: Course Assignment hands-on development of a L&C Plan 

Template 
 

Module Number and Area/ Topic: … 

: … 

Learning Outcomes  

1… 

2… 

3… 

Content and Resources (providing 
 … 

 … 

 … 

 

 …  

experiences etc.). 

   
Development   

Materials  

Resources  

   

  

Trainees’ role  
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Module 1-2. How to construct L&C plans  

: This 
module will provide training on the Sessions of the STEAME Learning and Creativity Plans, two 

 

Learning Outcomes  

Content and Resources (providing i
  

  

environments and consists of 3 sessions: 

1. -   

2.  

3. s 

 

 

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

Introductory Session 1 

   

-  

Development   

Materials  

Resources  

  15’ 

 Either in presence or online 

Trainees’ role  

Methodology Session 2a 

   

Discussion about the 1st L&C Plan example 

Development   

Materials  
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Resources  

  20 

 Either in presence or online 

Trainees’ role  

Methodology Session 2b 

   

Discussion about the 2nd L&C Plan example 

Development   

Materials  

Resources  

  20 

 Either in presence or online 

Trainees’ role  

-  

   

 

Development   

Materials  

Resources  

  45’ 

 Either in presence or online 

Trainees’ role  
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Development   

Materials  

Resources  

  10’ 

 E ither in presence or online 

Trainees’ role  
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http://steamit.eun.org
http://www.learn-stem.org/

https://steame.eu/steame-observatory/

https://steame.eu

https://steame.eu
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https://steame.eu/wp-content/uploads/2020/12/Have-you-heard-about-CHAOS-Theory-infographic-poster.pdf
https://steame.eu/wp-content/uploads/2020/12/Have-you-heard-about-CHAOS-Theory-infographic-poster.pdf

https://www.luckythreeranch.com/lucky-three-ranch-training/mule-facts/
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ch1y7VW0I4ncje&index=9&t=301s

https://www.youtube.com/watch?v=AJTwxCaOODM
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context of STEAME. 
 

-Discussion on the following issues 
How can teachers work together? 
What is the range of this  

 Teachers working with other teachers? 
 

(Students, heads, parents, etc.) 
 

Industry, NGOs, etc.) 
 Teachers working with  

to the world of life and work? (Galleries, Museums …) 
What skills/ competencies do we expect from teachers in order to promote the 
idea of “working together”? 
How do we develop/ encourage/   

 

approaches for STEAME. Such teams can be supported by persons/ experts 
that are not necessarily teachers.  

  
MATHeatre, MATHFactor 
 
The Monopoly game 
Tunnel of Eupalinos. The Ancient Samos and its water supply 

 
 

Extend the game to cover other 
issues as well, for example environmental issues and the need to introduce 
other dimensions in the game. 
 
The NASA STEM programme 
This discussion suppor

 
 

Materials QUIZ 1 in Appendix 1 
 

Resources MATHeatre, MATHFactor see the webpage of EUROMATH  EUROSCIENCE to 
number of examples 

PlQkch1y7VW0I4ncje&index=8&t=301s 
The MATH – GAMES webpage: 
 

Time  
25 min 

Environment/
 

In the case of a class: Circular arrangement in order to facilitate discussion 
 

Trainees’ role Discussion 
Answering the Quiz 1 in Appendix 1 
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Development  

 
 
How can teachers work together? 
 
LIST 1 

idea?  
 LIST 2 

achieve this goal? 
 

are helpful in 
 

 

Materials LIST 1 and LIST 2 in APPENDIX 2  
Resources  

  30 min 
Environment/Room 

 
In the case of a class: Circular arrangement in order to facilitate 
discussion 

 
Trainees’ role  

Study LIST 1 and LIST 2 
 

 Discussion of examples using the L&C Plans in the observatory  
Development  

Plan as it is presented in the Observatory? 

ious 
  

 Stage I and Stage II. 

     
Materials  

Resources The STEAME Observatory 
  30 min 

Environment/Room 
 

In the case of a class: Circular arrangement in order to facilitate 
discussion 

 
Trainees’ role Study of a case of an L&C plan 
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Development  Quiz 2 

Write on a piece of papers your   

together of teachers in the context of STEAME. 
  

   
  
Worksheet 1 

the L&C Plan (#) 
 

- Discussion 
Materials Quiz 2 and Worksheet 1 in APPENDIX 3 
Resources The STEAME Observatory 

Consider the examples of L&C Plans: (#) 
 

  25 min 
Environment/Room 

 
 

Trainees’ role Answering quiz 2 
Working on worksheet 1 

 

-  

 Develop case studies on a few topics by referring to the possible teams of 

    
Development  

 
Decide on two or three topics that you feel that are suitable for 

of other teachers. 
in 

your school, one or two that you feel that you feel that they have 
common ground for working together on one of the topics you are 
thinking of. 

E, proposing topics and 
 

reach a point 
that you feel that you have enough ground of agreement and 

appropriate curricul
suggested earlier. 

  
Materials  
Resources LIST 2 (APPENDIX 2) 

  30 min 
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Environment/Room 
 

In the case of a class: Circular arrangement in order to facilitate 
discussion 

 
Trainees’ role  

the STAGES I and II presented in the LIST 2 (APPENDIX 2) 
  

  
self-

the approach of teachers working together  
Development  Quiz 3 

What are the guiding 

one facilitator in the learning process in the context of STEAME? 

should undertake in order to design and process a learning plan in 
the context of STEAME? 
 

   
Materials  
Resources Quiz 3 in APPENDIX 4 

 

  20 min 
Environment/Room 

 
In the case of a class: Circular arrangement in order to facilitate 
discussion 

 
Trainees’ role Answering quiz 3 

 
 

 

together 

 of “How can teachers work together?”  let 

 
The issues can range from technological needs to games and cul  

QUIZ 1 

 
 

 Topic of interest.  
   
 

the team.   
 Associated Areas of the school curriculum. 
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LIST 1 
 

 They should: 
 

1. 
determining and designing  
 

2.  
 

3. -team of teachers that will be 
involved in the  

 
4. 

for learning.  
Such competencies include: 

  
  
 

interest to the real world 
 

 
 

problem or project 
 Support and guide, in coo

 
 h other facilitators, the students in developing 

 
 

t  
  

 
 
 

5. Be able to discuss and exchange ideas with other learning facilitators on:  
 

concepts and processes that have common interest or value 
    
     

 
LIST 2 
Stages and  

  
 

1.  
2. Engaging the world of the wider environment / work / business / parents / society / 

environment/ ethics 
3. Target Age Group of Students - - 

 
4. - - Workplaces etc. 
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 that may be taken for stage I by the persons involved: 

 Wider 
Environment/-
Society plus the 

 

School 
 

Teacher 1 Teacher 2 … Teacher n 

Step 1 
of  
STAGE 
I 

issue, idea, 
challenge 
 

Specify the 
aspects of the 
issue as they 
relate to the 
learning process, 
discuss possible 

  

Propose ideas 
in related to 
his/hers subject 
area 

Propose ideas 
in related to 
his/hers subject 
area 

Propose ideas 
in related to 
his/hers subject 
area 

Step 2 
of  
STAGE 
I 

Contact/ 

between the 
various actors 
to specify the 
various aspects, 

the problem. 

Contact/ 

between the 
various actors to 
specify the 
various aspects, 

the problem … 
Connect this to 
elements of the 

curriculum 

elaborate on 
the discussions. 

their 
repercussions 
on the 
curriculum of 
the topic in 

real world  

elaborate on 
the discussions. 

their 
repercussions 
on the 
curriculum of 
the topic in 

real world 

elaborate on 
the discussions. 

their 
repercussions 
on the 
curriculum of 
the topic in 

real world 

Step 3 
of  
STAGE 
I 

 
Step 2. 
Determine 
general 

Discuss 

plan 

Determine 

needs. 
Exchange ideas 
with the other 
teachers 

Determine 

needs. 
Exchange ideas 
with the other 
teachers 

Determine 

needs. 
Exchange ideas 
with the other 
teachers 

Step 4 
of  
STAGE 
I 

Collaborate 
with the school 
and the 
teachers, in 

ranging from 
support 
economic to 

 

Collaborate on 
management 

issues  

Determine 

and 
management 
issues and 

through 

with the other 
teachers 

Determine 

and 
management 
issues and 

through 

with the other 
teachers  

Determine 

and 
management 
issues and 

through 

with the other 
teachers 

 

-18)  
teachers involved) 

1. –  
2. –  
3.  
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Development (by students) – -11, by teachers) 
4. -  
5. Simplify the issue -  
6. Case Making - Designing -  
7. - -  
8. - -  
9. - 

study –  
10. Gathering of  
11.  

 
–  

12. 
results 

13. Studying the results in 9 and drawing conclusions, using 12 
14. - - SIL) 

Review (by teachers) 
15.  

P –  
16.  
17. - Case Studies - Expansion - New Theories -  
18. -  
 

students  
Brief  of  Arrangements /   

Phase  
Teacher 1(T1)  

Tn, and student 
guidance 

 
Teacher 2 (T2) 

Tn and student 
guidance 

ies /Steps 
Teacher n (Tn) 

with T1, T2 and  
student 
guidance 

 
By Students 
Age Group: ____ 

     

A 
1,2,3 3 step 3 

 

B Guidance in step 9 Support guidance in 
step 9 

Support 
guidance in step 
9 

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

C   
 

11 

D Guidance Guidance Guidance 12 
E Guidance Guidance Guidance 13 (9+12) 
F  

STEAME in life 
 

STEAME in life 
 

(SIL) 
STEAME in life 
 

14 

Business 
 

G  
15 step 15 
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H Guidance Support Guidance Support 
Guidance 

-11) 

I Guidance  Support Guidance Support 
Guidance 

17 

K   
 

18 

:  
lighthouse   in the process of guidance?  

STAGE IIc: Remarks and Guiding  

  
 .  The 

 
 Key Knowledge, Understanding and Success Skills. The project is focused on student 

learning goals, including standards-
-management. 

  The project is framed by a meaningful problem to solve 
 

 Sustained Inquiry. 
 

  The project features real-world context, tasks and tools, quality standards or 
impact. Or it speaks to students’ personal concerns, interests and issues in their lives. 

 Student Voice & Choice. Students make some decisions about the project, including how 
they work and what they create. 

  
 

  Students give, receive and use feedback to improve 
their process and products. 

 Public Product. Students make their project work public by explaining, displaying and/or 
 

 

APPENDIX 3 

Quiz 2 
  

context of STEAME. 
   

  
Worksheet 1 

velopment of the L&C Plan. 

Module 4. How to help teachers and students work online (Hybrid environments)  
Module Number and Area/Topic: Module 4. How to help teachers and students work online (Hybrid 
environments) 
 

: This 
module will provide training on how to help teachers and students work online in hybrid environments. 
Learning Outcomes  

1. Improve their digital skills for on-line  & learning environments 
2. Use new digital tools in hybrid environments 
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https://docs.google.com/document/d/1nOwpi3V_LnjSssNTI5Tn93q5sd0y3lVF/edit

https://docs.google.com/document/d/1S8eJWz3g1b9q71ZtFTm16AbTYKQ6bPKO-1dSmy1okwU/edit

https://drive.google.com/file/d/1TLcmOZSmkl0J0KKnQHgDfbJVz7D0eWGC/view
https://docs.google.com/document/d/1XhhizhAj_DpiJAfBpW9KVissvvTpJCv6/edit
https://docs.google.com/document/d/1IUhCcDJvdqAo-xYudbGb2K0I3PaBZDZ7/edit
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https://www.commonsense.org/education/articles/how-to-plan-for-hybrid-teaching-and-learning

https://www.pblworks.org/blog/school-closures-using-pbl-remote-learning
kahoot.it/game

www.oecd.org

https://www.pblworks.org/blog/rethinking-distance-learning-and-how-make-it-work-all-students

https://www.commonsense.org/
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Materials www.oecd.org , www.commonsense.org etc. 
Resources  

  15’ 
 Either in presence or online 

Trainees’ role  
Methodology Session 2 

   
STEAME framework of PBL, IBL, Problem Solving in hybrid learning 
Development   

Materials www.pblworks.org 
Resources PBL, IBL, Problem Solving 

  15’ 
 Either in presence or online 

Trainees’ role  
-  

   
 

Development   
Materials Computers, Laptops, IWB, projector  
Resources GSuite, Internet 

  10’ 
 Either in presence or online 

Trainees’ role  
  

   
 

Development   
Materials notebooks, tablets, computers 
Resources Gsuite, Internet  

  10’ 
 Either in presence or online 

Trainees’ role  
 

   
  

Development   
Materials notebooks, tablets, computers 
Resources Genially, Sway, Google Sites 

  10’ 
 Either in presence or online 

Trainees’ role  

-  

   
-Shop 

Development   

Materials  
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Resources P BL, IBL, Problem Solving,  
  3 0’ 

 E ither in presence or online 
Trainees’ role  

 

 
 

Development   

Materials  

Resources  

  1 0’ 
 E ither in presence or online 

Trainees’ role  
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Module 5. How to support students in  
Module Number and Area/Topic:  
 

: This 
module provides ideas and training on how to help teachers and school students prepare a valuable 

 
Learning Outcomes  

1.  
2. Implement technology in preparing . 
3. Understand the right strategies to  

 
4. Understand your own  

 

  
 

 
Methodology and approaches for the module training:  
Brainstorming on various aspects of 

 
PART 1: General 
1.    Audience 

· For this class, your audience is a group of intelligent adults interested in the course topic, but 
who do not necessarily know  

· 
 

2.    Content 
· Check assignment guidelines to make sure you meet all requirements. 
·  
· Clarify any terms or ideas your audience might need explained or introduced. 
· Connect your topic to your audience’s experiences and interests. 
·   

3.     
· 

nusual 
or unexpected fact, a poignant story, or a “teaser.” 

· 
 

· Provide clear “signposts” to make it clear how  
· Give a powerful closing that quickly reviews major points and perhaps leaves listeners with a 

 
4.    Visual Aids 

· Use a minimum of visual aids–only ones that are a) relevant to the talk, b) important (in that 
they don’t just repeat what you say), c) accessible, both mentally and visually, and d) as simple 
as possible. 

· PowerPoint slides should make no sense without you; in other words, your audience should 
need you to explain what is on them. 

5.    Poise 
·  
·  

“like,” “um,” or “uh.” 
· Choose a way to stand that feels comfortable for you. 
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· r purposeful movement like gestures, crossing to a 

 
·  
· Don’t dwell on mistakes, which happen to everybody. 
·  Some strategies to help you calm down and maintain poise include visualizing the 

room/audience and reviewing the speech in your mind, or taking three long breaths before 
 

6.    Voice 
· Speak loudly enough so that everyone can comfortably hear every word. 
· Enunciate (even over-enunciate if necessary) so each word can be heard. 
·  

7.    Life 
· Demonstrate your  
·  

8.    Eye Contact 
· Make near-

speak in order to make people feel involved and also in order to see how they are responding. 
Use keywords, not complete sentences, on notes. 

· Familiarize yourself with your material so that you are not too dependent on looking at your 

you shouldn’t feel the need to memorize every word of your speech and remember it perfectly. 
Y

(see terms below). 
9.    Gestures 

· Use hands, body movement, and facial expressions to convey or emphasize points. 
· 

–saying, “Raise your hand” while raising hand or 
 

10.   Speed 
·  
· Use pacing to enhance your message–some parts should be faster or slower. 
·  

PART 2: Extemporaneity 
· Be familiar with material so that you can depart from your “script”. 
· When others are speaking, don’t just wait for your turn to say something; listen carefully to 

what others say–a good discussion or Q & A should not be a series of isolated points, but should 

audience will be more engaged if you genuinely consider and address their thoughts and 
concerns. 

PART 3: Leadership/Authority 
· You should be able to project in an oral or signed context the mastery you’ve achieved 

 
· Consider not just your narrow project or argument but also more general background 

regarding your broader topic that your audience might not know. 
·  

PART 4: Retrieval 
· 

friend to read along as you recite to correct any small errors. 
· 

from the actual audience taking part in the training. 
· In doubt, examples prepared before can be used. 
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· 
 

·  
 

 
· STEAME L&C Plans  
· Computer resources, PowerPoint vs. beamer 
· Clicking devices 
·  

  
 

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

Introductory Session 1 

   

-
 

Development   

Materials www.oecd.org , www.commonsense.org etc. 
Resources  

  15’ 
 Either in presence or online 

Trainees’ role  
Methodology Session 2 

   
STEAME framework of PBL, IBL, Problem Solving in hybrid learning 
Development   

Materials  

Resources PBL, IBL, Problem Solving 
  15’ 

 Either in presence or online 
Trainees’ role  

-  

   
Example 1 with 

 
Development   

Materials www.pblworks.org  
Resources PBL, IBL, Problem Solving 

  30’ 
Environment/Room   Either in presence or online 
Trainees’ role  
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-  

   
Customised e-Shop 

Development   

Materials  
Resources PBL, IBL, Problem Solving,  

  30’ 
 Either in presence or online 

Trainees’ role  
 

 
 

Development   

Materials  

Resources  

  10’ 
 Either in presence or online 

Trainees’ role  
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https://www.youtube.com/watch?v=G7p3lFMmDiQ

https://steame.eu/journal-of-steame-creations-for-and-by-school-students/
https://faculty.ksu.edu.sa/sites/default/files/writing_a_scentific_paper_user_manual.pdf

https://web.mit.edu/2.tha/www/JournalArticleGuidelines.htm

https://steame.eu/journal-of-steame-creations-for-and-by-school-students/
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•provi
the manuscript is about. 

emphasize important data and conclusions. 
manuscript. 

to avoid 
 

•Wordiness 
 

•Failure to include a relevant conclusion. 

references to the literature,  
•Poor abstracts contain claims that do not correspond 
report itself. 

STEAME Journal 
Abstract 
guidelines  

Abstract - 

ppercase, font size should be 

authors' names could have the same format. A space between authors’ 

an abstract to provide a concise and comprehensive summary of the 
Heading font style 

should be italic, bold and size 11. The abstract could be strictly between 
100–250 words, font style bold and size 11. 

Keywords Three to ten key words or short phrases should be provided in 

 
 

Part 2-  
 

 
paper’s 

 

 
•Technical te  

are used. 

website and use it as template to prepare your paper. 
 

Part 3-  
Methods 
 

Methods 

study. 
•Methods should be described in enough detail so that the reader can judge 
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•Enough detail should be provided to allow the reader to reproduce the 
 

•If the methods h

clearly stated and described. 
•If a new methodology is described, be sure to explain what experiments were 
conducted to test or validate the new methodology. 

 

Part 4-  
Results 
 conjecture. 

 
•Avoid lengthy analyses and comparisons to other studies, as those also belong in 

 
ence between data and results. Data are the facts obtained from the 

 
-to- 

least important, in vitro  

purpose, the data are provided in a clear, concise and logical manner. At the end of 

the data, that is, provides the results (e.g., ‘these data suggest that. . .’). 

tables that support the data. 

list those data points in the text, as this is redundant. 
•Well laid-out and well-
provide a clear story of the data for the reader to interpret and make independent 
assessments and judgments. 

using tables or Figures developed. 
“The results are shown in Tables 1–4”. 

 
 

Part 5- Figures 
Figures 
  

1. Tables and Figures should be referenced within the text and numbered 
 

 
word. 
3. Units should be included in parentheses, e.g., Pressure (MPa), Temperature (K), SI 
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rest 
 

 

Part 6-   
Discussion 
 and elaborate. 

5 paragraphs example: 
•1st paragraph, 

 

 
ults. 

help us to understand the broader topic? By addressing these issues, you will 

your res  

 
•The 5th paragraph should be the concluding paragraph. Provide a brief and 
global summary of the results and what it all means in context of the larger 

s suggested from the work, 
 

 

Tips •Do not restate the results. 
•Understate the conclusions rather than overstate them. 
•Write clear and logical paragraphs with introductory and concluding sentences. 

 

Part 7-  
Conclusion 
  

future 
research. 

 

avoid 
 

• Exceeding 1-2 paragraphs 

 
• Do not replicate the abstract. 
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Part 8- Acknowledgements 
Acknowledgements 
 

• List support from funding agencies. 
• Acknowledge individuals that contributed to the work but did not 
meet criteria for authorship. 

-of-

those topics. 
 

Part 9- References 
References 
 

 

•One of the most important parts 
proper reference style for each Journal. 
•STEAME example: References should be numbered in the order in which they 

external pictures or videos are possible assuming the video has ownership of the 
authors and all GDPR requirements are met. In-text reference style should be 
IEEE (2006), as shown in the examples at the end of this sentence for journals 
and books [1] [2]. 

Tools • Mendeley 
Mendeley is a desktop and web program for managing and sharing research 
papers, 

 
• Endnote 

-details 
  

Study with your students STEAME Journal guidelines and write a paper to be published. 
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https://click.pstmrk.it/2ts/steame.eu%2Fwp-content%2Fuploads%2F2021%2F12%2F0.-STEAME_LC-Plan_Template.pdf/z7lqNCgN/Ruwr/bK40-iKBxp

https://performingineducation.com/plan-project-based-learning/

https://steame.eu/steame-observatory/
https://steame.eu/wp-content/uploads/2021/11/STEAME-I02-vol2.pdf

https://steame.eu
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https://www.youtube.com/watch?v=dhwuQU2-g5g
https://www.youtube.com/watch?v=hnzCGNnU_WM
https://performingineducation.com/project-based-learning-benefits/

https://performingineducation.com/project-based-learning/pbl-basics/

https://www.youtube.com/watch?v=KYc6goFgTgI)
https://performingineducation.com/driving-questions/
https://www.youtube.com/watch?v=mAYh4nWUkU0
https://www.youtube.com/watch?v=sD7CZL9PpF4
https://craftedcurriculum.com/20-of-the-best-project-based-learning-ideas-for-2020/
https://my.pblworks.org/projects
https://www.youtube.com/watch?v=hnzCGNnU_WM
https://www.youtube.com/watch?v=dhwuQU2-g5g
https://www.youtube.com/watch?v=dFySmS9_y_0
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https://my.pblworks.org/resource/document/driving_question_tubric
https://performingineducation.com/driving-questions/

https://steame.eu/steame-observatory/

https://steame.eu/steame-observatory/

https://craftedcurriculum.com/20-of-the-best-project-based-
learning-ideas-for-2020/

https://www.teachthought.com/technology/a-better-list-of-ideas- for-
project-based-learning/

https://steame.eu/steame-observatory/

https://www.youtube.com/watch?v=sD7CZL9PpF4
https://www.youtube.com/watch?v=mAYh4nWUkU0
https://www.youtube.com/watch?v=dFySmS9_y_0
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https://www.edutopia.org/article/6-ways-guide-students-more-authentic-work-pbl
https://www.youtube.com/watch?v=KYc6goFgTgI

https://www.edutopia.org/blog/pbl-how-to-write-driving-questions-andrew-miller
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https://my.pblworks.org/resources

https://performingineducation.com/plan-project-based-learning/

http://tgrfoundation.org/wp-content/uploads/sites/14/2020/06/PBL-Planning-Guide-1.pdf

https://www.youtube.com/watch?v=_3yAODXnAsg&t=381s/ 
https://my.pblworks.org/resource/document/project_design_rubric 
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Module 8.    
 

 
 

: This 
module provides ideas and training on how to 

 
 
Learning Outcomes  

1.   
2. Work out strategies   
3. 

beyond. 
4. Implement technology in working on projects. 
5.  

 
Content and Resources (providing 

  
 

 
Methodology and approaches for the module training:  

 -
 

PART 1:  
· enabling work without usual psychological barriers damping free ideas 

exchange (e.g., PINGO). 
·  

This part is of general nature not restricted to working on projects. 
For the rest of the module let us assume, by the way of an example, that the project to work on is 

addressed to fellow high school students with some prior STEAME training but freshly exposed to 
cryptocurrencies ideas. 
 

 
·  
·  

This part sounds easy, but it is not completely obvious. In our running example Bitcoin is a very broad 

the following: 
· Historical aspect: origins of currencies, why is gold precious, is value an abstract idea? 
· Geological aspects: where does the real gold come from? And where does bitcoin come from? 
· Technology behind: the idea of blockchain. 
· -

curves. 
· 

enough? 
These points are just samples. The topics are not disjoint. And it is good so, because we want STEAME 

-  
 

IMPORTANT: assignments of working packages should be done internally in the project group rather 
than decided by an instructor. 
 

g to the achievement of the goals. 
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· Strategies depend on available resources and experiences of the team. These should be 
 

· 
Approaches clearly beyond  

 
In our working example the following strategies are possible: 

· 

 
· Team members not comfortable with assigned tasks deliver input delayed and of low quality 

or even missing the point completely. Make sure that everybody understands what is expected 
 

· 
rt. Give the possibility to rethink the assignments.  

· 
 

 
PART 4: Working out the assessment. 

· General rules for team-based learning apply. They include but are not restricted to: 
o Make sure that the group is properly formed and managed. 
o Make sure the students understand their accountability for individual and group work. 
o Seek to obtain immediate feedback from the students frequently. 
o Team should learn and develop in the process of working on a project. Personal skills, 

 
In our working example students should collect and order data for the parts of the project they are 
responsible for. They should present already pre-

it was on the Earth at t

Does it have value independent of earlier means of assigning material value? Was bitcoin created 

technology? 

or rather goes deepl  
 
PART 5: Final Phase. Self-assessment. 

· 
 

·  
 

k properly and is 
made as far as possible independent of the individual's computer?  

and never actually doing it? 
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intrinsicschools.org/apps/pages/index.jsp?uREC_ID=338858&type=d
https : / /www.youtube.com/watch?v=86oNk1dslPc&t=3s

https://docs.google.com/forms/d/e/1FAIpQLSda_yU9Km4sUQfzyl7texOGWJ6Ujjxxi22stY3n_5oGeCEUgA/viewform
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Module 9. How to develop STEAME schools (Type A and Type B Schools, survey results)  
Module 9. How to develop STEAME schools (Type A and Type B Schools, survey results) 
 

: This 
module will provide training on how to develop STEAME and organize the structure and design of two 
main types of schools: Type A - - new schools that 
are established. 
 
Learning Outcomes: With the  

1. Apply a new approach for structuring and organizing the learning process around STEAME 
model. 

2. Design and arrange the classrooms and common spaces to implement STEAME. 
3. or hybrid learning and work of students with their teachers. 
4. 

teamwork of students and teachers. 
5. Organize new school structures and layouts. 

 
Content and 

  
{Link to the STEAME survey - forms.gle/Ne2ki8TEUd1XEsw9A} 
 
Methodology and approaches for th   

 
1. STEAME   
2. schools – A and B 
3.  

 
 

Designing for a new teaching model in newly established schools: Intrinsic Schools - 
  

intrinsicschools.org/apps/pages/index.jsp?uREC_ID=338858&type=d  
 

 
How to develop STEAME schools (Type A and Type B Schools) 

Introductory Session 1 

   
Session 1. STEAME   
Development   

Materials  
Resources  

  15’ 
 Either in presence or online 

Trainees’ role  
Discussion Session 2 

   
– A and B 

Development   

Materials  
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Resources  

  30’ 
 Either in presence or online 

Trainees’ role  
-  

   
Session 3.  
Development   

Materials  

Resources  

  30’ 
 Either in presence or online 

Trainees’ role  
Outcomes  

 
 

Development   

Materials  

Resources  

  10’ 
 Either in presence or online 

Trainees’ role  
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https://www.readwritethink.org/search?s=rubric

https://my.pblworks.org/resources?f%5B0%5D=type:27
https://campuspress.com/student-digital-portfolios-guide/
https://www.schrockguide.net/assessment-and-rubrics.html

https://www.rcampus.com/indexrubric.cfm
https://usprogram.gatesfoundation.org/News-and-Insights/USP-Resource-Center/Resources/better-feedback-for-better-teaching-a-practical-guide-to-improving-classroom-observations
https://usprogram.gatesfoundation.org/News-and-Insights/USP-Resource-Center/Resources/better-feedback-for-better-teaching-a-practical-guide-to-improving-classroom-observations
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: This 

to the STEAME Learning a
partners. 
 
Learning Outcomes  

es, the 
processes and the including assessment for each STEAME project, 

 
 

  
1. The STE  

 
• BIE-PBLWorks Rubrics 
•  
• Assessment and Rubrics 
• ReadWriteThink Rubrics 
• iRubric: Build, Assess, Share, Collaborate 
•  

 
  

The methodology of students’ work evaluation for this module training is divided in three main aspects: 
the competences, the processes and the including assessment for each STEAME project. It is based on 
the three main STEAME methodology approaches of Project-based Learning (PBL), Inquiry-based 
Learning (IBL), and Problem Solving. The module has the following three Sessions: 

of the   

1.  
2.  

 
 

How to help teachers to evaluate students work 

Introductory Session 1 

   
 

Development   

Materials  
Resources  

  10’ 
 In presence 

Trainees’ role  
-  

   
 

Development   

Materials  
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Example 1: Jewelry e-Shop (students work) 
Example 2: Bridge_Tracker (students work) 
Example 3: Rocket Project (teacher work) 
Example 4: The Project of Projects (project done 

 
Resources  

  30’ 
Environment/Room 

 
In presence 

Trainees’ role  
 

 

Rubrics. 
Development   

Materials  
Resources  

  20’ 
 In presence 

Trainees’ role  
 

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

Learning & 
cooperate in order to develop it. Teachers need to use the STEAME L&C Plan Template. 
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CHAPTER 5. ORGANIZATIONAL STRUCTURE OF STEAME TYPE A SCHOOLS – 
EXISTING SCHOOLS 

 

-
is provided. 

t STEAME could be applied. 

What should the STEAME classroom look like – 

classroom. In the STEAME classroom, students and teachers are empowered to apply blended 

monitor their own progress under the umbrella of data-

independence. 

process – the teachers.  

elements  

 
 

 ample, except for the basics, each student 
 

 To create the right mentality of both students and their teachers. 
 key success factor. 
 – project-based 

learning, inquiry-based learning, discovery-based learning and other methodologies common 
for STEAME.  

 
opposed to the lesson plans – – in the 

 
 New ways of assessment – 

360 degrees assessment, etc. 

schools. 
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ts as needed.  

The STEAME learning and training space is a joint classroom and there are three designated spaces for 
students and teachers to work –  

In terms of classroom design and layout: 

 Desks and tables can be rearranged not in rows but clustered for teamwork in the classrooms 
 – e.g., 

 of the 
 

 Equipment and digital technologies can be added in the rooms to support the technology-
enabled and blended learning process – e.g., internet, laptops/tablets, monitors, computers, 
smart boards etc. 

 
and equipment. 

 Alignment of the changes with the overall strategy, aim and management of the school – e.g., 
with the decision  

 
environment making it more comfortable for adolescents to work and study in. 

 The process should be faced as a whole, and the c  
  
 Low-  

 

As this personalized technology – driven approach is quite new, the STEAME schools’ premises need 
to be designed as such from the head start.  

l campuses. They should be adapted in order to meet the STEAME 
model.  

What does the STEAME classroom look like in a few steps?  

•  It is a large room, open-
STEAME classroom for blended le  

•  The classroom is designed in such a way as to allow teachers and students to organize in-class 
 

•   
because the role of Project-based, Inquiry-based, and Discovery-based learning that are the 

allocated properly; 

•  The classrooms are to be separated for ea
Humanity studies, as well. Besides, two auxiliary classrooms (for STEAME - a seminar room and 

- a Lab) are also necessary; 
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•  

 

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

delivered via Chromebooks; 

•  

• 
whit
content by the instructor; 

• 
or groups’’ (in small groups) learning can take place; 

• Feedback space for the teachers in the STEAME learning process.  

-enabled, teacher’s led 
-based 

 

The classroom should be designed in such a way as to support independence and personal space for 
individual work; 

The classroom space supports students’ assessment and possibility for measurement of their personal 
 

The design of the classroom supports the STEAME teaching mode for providing life-changing 
-secondary success; 

STEAME classroom supports the roadmap for all other interdisciplinary educators. 

d 
teachers with the right set of resources 

1. The STEAME program facilitates design, not the other way around. 

determined with STEAME Curricula and blended learning, then the space could be planned accordingly.  

 

2. The classroom layout is aligned with the outcomes that schools’ principals and teachers aim 
to achieve, when going STEAME and blended oriented. 

If the School is STEAME and blended oriented to promote student and teacher agency, then the 

layout would facilitate the outcomes that are expected. 

 

 



75

Guidelines for STEAME School Organizational Structure
 

 

75 
 

3.  

Desks, tables, and whiteboards on wheels can be arranged in various ways to create the classroom 

 chosen, Principles and 
teachers may not need to make extensive changes to the current classroom layout.  

 

5.1 EXAMPLE OF RE-DESIGN AND RE-ORGANISATION OF AN EXISTING SCHOOL TO STEAME 
SCHOOL 

ol applied what is suggested and found out throughout the project 
development to showcase how it would be done in reality. 

It can serve as an example and a process to be adopted. One of the key success factors, proved to be 

ers to be trained and involved 
in the process – in the subjects related to the new model – science, technology, engineering, arts, 

It was applied in the science classes with interdisciplinary projects developed during the school year 
mentored and guided by the teachers in entrepreneurship, technology and arts. 

Figure 5.1: Photo of the School 
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Figure 5.2: Photos from the STEAME  
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STEAME zones 

Classrooms are purposefully rearranged to allow teachers and students to organize in-
exactly what it needs to be. The school rearranged the rooms, using also open space interior design, 
and 
blended learning 

 

 

 

 

 

 

 

 

 

  

                                                                                                                                                                                                                   

 

 

 

 

 

 

  

                                                                                              

 

 

 

  

 

 

STEAME#1 zone in  

the school  -  

 

 

 

STEAM#2 zone in the school – 
 

building  

Figure 5.3: STEAME zones in School 
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Figure 5.4: Organiza on of the space in the STEAME zone for Coopera ve learning 

The nomenclature of di erent spaces in the school is clearly specified, because the role of Project-
based, Inquiry-based, and Discovery-based learning that are the three basic learning methodologies 
applied in the modern STEAME school is important to be allocated properly. 

Space distribu on in the STEAME zones 

The STEAME l earning a nd training space is a  j oint c lassroom infrastructure a nd there are three 
designated spaces for students and teachers to work – STEAME space, Science space and Crea ve 
space.  

a) STEAME#1 zone 

 

 

 

 

 

 

 

 

b) STEAME#2 zone 

 

 

 

 

 

 

 

 

 

 

 

 

The c lassrooms a re s eparated for each grade level, and for STEAME a vi es a nd t he H umanity 
sciences, as well, but they are supplemented by two auxiliary classrooms (for STEAME - by a seminar 
room and for Humanity’s by a Lab) 

 

STEAME space Science space C e space 

Science space 
STEAME space C e space 

Se
rv

ic
e sp

ac
e 

STEAME space 

 

Feedback 
space Science space 

 C e space 

STEAME space 

 

Science space 

C e space 

Service 
space 
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a)  STEAME#1 zone 

 

 

 

 

 

 

 

 

 

a) STEAME#2 zone 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Exchange &  

Studying Space 

 

 Service space 
Grade 11 b space   C - Lab 

Seminar Room 

 

Introspec  

        space 

Collabora ve space 
Check points: red, yellow and 
green 

Direct  

instruc  

space  

Grade 11 a space 

Se
rv

ic
e sp

ac
e 

Feedback 
space Grade 9 a space   Grade 9 b space   

 

Exchange &  

Studying Space 

 

Service space Check points: red, yellow and green 

Grade 10 b space   Grade 10 c space   
Grade 10 a  

space   
Service 
space 
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5.2 IMPLEMENTATION OF LEARNING AND CREATIVITY PLANS OF THE STEAME PROGRAM IN 
SUMMER SCHOOLS. 
 

Summer School in Agros, Cyprus: 

During the period of July 2021, at the Hotel "RODON" in Agros a summer school organized by the 
Cy

 

Within the framework of this school, learni
were implemented with groups of elementary and high school children. 

summer, to "A glass of cold 
Mars". 

should organize a charity bazaar for their school on a theme of their choice. The students had to 

preparing a glass of cold chocolate and compare it with the selling prices of the corresponding drink 

 

of convex and concave 

research on the cost of purchasing and installing the cameras. Finally, they had to use binary code to 
write their own message at the entrance to the museum. Students learned about convex and concave 

with a scale. They also learned to convert numbers from the decimal system to binary and vice versa. 

cies. Such 

live? How would we leave Earth? How would we land safely on Mars? What would we need there to 

human species should leave Earth at some point and why to choose Mars, built a model of a rocket 
and a parachut

Through their work, the children were introduced to the concepts and laws of Physics (principle of 

side of how it would be possibl
various normal solids and constructed these solids using an appropriate scale. They also dealt with the 

over, they 
designed the emblem of the space base they built. Finally, each group had to present to the plenary 
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Some picture of the  

                           

Summer School in Paphos, Cyprus: 

Forty (40) students, aged 14- e “Colonizing  plan 
during a summer Space and STEAME summer camp. The Space and STEAME summer camp took place 
in Paphos, Cyprus, July 13-  

‘Colonizing Mars’ project involves a set of hands-on 

aspects o
humans living there. This includes Mars transit technology and Mars environmental research and life 

tudents to design, test, analyze and 

-
thinking skills, which are needed for the designing, and organizing a space mission, as well as for 

included in the "Colonizing Mars" project, in which students worked in groups to complete various 

Figure 5.5  
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Furthermore, students were a

case we have to leave Earth, we will choose Mars, because…".  The second major 

Mars”, (b) “Landing to Mars: An Eggstronaut Parachute Challenge”, and (c) “Landing to Mars: Sending 
t task, students had to design and construct a rocket that would 

 the second 
task students were to construct a parachute for safe landing of the eggstronaut, release the 

own message on a parachute using the same code that NASA’s Jet Propulsion Laboratory (JPL) 
designers used for the parachute that helped Perseverance land safely.  

asked to explore the geography and geology of Mars, the atmosphere, the climate, etc., through 
v -dimensional 

infrastructure that the inhabitants of Mars would need, which have to be included in their 

students designed  

days, 5 hours per day. At the end of the second day, students presented and described their 
o the audience. They, also, expressed their feelings and views about the project, using 

 

days, 5 hours per day. At the end of the second day, students presented and described their 

 

E learning and 

 

because they had to deal 

g the base.  

needed to live on Mars, pros and cons of leaving earth/colonizing Mars, the atmosphere and geology 

on Mars, sources of energy, infrastruct

using paper or foam board and to construct a model of a town. Their favorite part of the project was 
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5.3 IMPLEMENTATION OF LEARNING AND CREATIVITY PLANS OF THE STEAME PROGRAM IN 
SCHOOL HOURS – ITC AND PACLE ELSA MORANTE OF LIMBIATE SCHOOL. 
 

second class (grade 10) of the Tourism Course of the ITC and PACLE Elsa Morante of Limbiate. The 

length of the leaves of the Prunus pissardii plant follow a precise law 

 

of the leaves of this plant began (about 1500 leaves were collected). 

Subsequently, in the IT lesson, the re-

groups, measured the length of the leaves and rearranged the data in paper form. Then a discussion 

began with the IT teacher d data into an excel sheet 

teacher, to create two excel sheets: one (detail) in which each group inserted the collected data 

according to the length class

link between worksheets). Sheet 1 also includes a chart that was created dynamically as data were 

inserted into the detail sheet. 

Gaussian curve. 

 

discussion during which the results of the research carried out by the students emerged. 

invited students to make a parallel with the graph obtained with their work with the leaves. They 

realised that the two graphs basically coincided. To further demonstrate this, students were asked to 

 

On this occasion, students had to th

 

This was followed by a lesson with the co-

plan in which a discussion began during which students were invited to look for links between the work 

done and the real world. 

ized that this type of 



86

IO3



87

Guidelines for STEAME School Organizational Structure
 

 

87 
 

CHAPTER 6. ORGANIZATIONAL STRUCTURE OF STEAME TYPE B SCHOOLS – 
NEWLY ESTABLISHED SCHOOLS 

 

6.1 GENERAL FEATURES 
When designing and organizing new schools following the STEAME model, one should consider the 
following features:  

 Overall modern and non- – open space, moving and 
transparent walls, colorful furniture and design, AR/VR and other advanced technologies, etc. 

 
rows but clustered for teamwork – 
glass roofs), indoors space for hot climate, etc. 

 Movable furniture, open space, colorful design, new shapes of classrooms – e.g., horse shoe, 
– e.g., S, T, E, A, M, E; individual work, group work, 

 
 Technology-enabled rooms and spaces – 

technologies. 
 

However, as a main model, STEAME should be a leading concept for the design. 
 

 
 Technology and science labs and zones/spaces should be available for use. 

The design of new STEAME schools should follow the overall strategy for 
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Figure 6.1: A design proposed by the STEAME project for a future school 

 

 

 /facilitators, project-
based learning, inquiry-based and discovery-based learning, teamwork and individual work, 
etc. 

 . 
 – e.g., classes led by two or more 

 
 Students should feel welcome by their surroundings and feel excited to be present in such 

spaces. 
 New ways of assessment – 360 degrees by peers, teachers, teammates; assessment based on 

 
 

interest for research, science, math, etc. 
 Teachers should apply no

 
 is a key success factor. 
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 the future can be found in the STEAME Observatory at 
www.steame.eu . 

6.2 THE STEAME SCHOOL OF THE FUTURE DESCRIPTION  
The building is conceived as an arrangement of Hexagonal Cells, organized around a central 
hexagon/athrium. The cells have a diameter of 100m and consist of three 6m-
ground and mezzanine) which are internally interconnected through smaller atria. The core part of the 

t centers (Science, Technology, 

larger auditoriums if required. Ad
Satellite Labs and Learning Centers -

ement 
space corresponding to the courtyard hosts a series of VR rooms.  

ct is part of 

amphitheater.  This hexagonal cell also features an open-air amphitheater on the roof. The sports 

o  

ing the carbon 
footprint of the project.  

 

six cores (including elevators and staircases) arrayed in each hexagonal cell. The cores extend to the 
roof providing easy access to all levels. The main entrance of the building is situated on the ground 

doub -speed 
train allowing students to transit or work in groups on-

r leisure purposes. Secondary access for servicing 
purposes allows vehicles to descend and reach the basement lobbies to support the laboratories, the 
sports center and the main amphitheater needs.   

6.3 INNER SPACE STRUCTURAL CONTENT AND SAMPLE DESIGNS 
BASEMENT 
MAIN LABS 

•  B1.1 Main Biology Lab 
•  B1.2 Main Chemistry Lab 
•  B2.1 Main Physics Lab 
•   
•   
•  B3.2 Main Environmental Lab 
•   
•   
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•  B5.1 Main Prototype Development Lab 
•  B5.2 Main VR Center Lab 
•  B6.1 Main Skills and Talent Development Lab 
•   

  
  
 Entry into amphitheaters 
 STEAME THEATER 

 
GROUND FLOOR 

 G3.1 Biology-Chemistry S-Lab  
 G4.1 Physics- -Lab 
  
 G5.2 Virtual Business Center   
 – – -Lab 
 G1.2 Sound-  
 - Environmental S-Lab 
 G2.1 Sound-  
 G3.2 Sound-  
 G4.2 Sound-  
 -shape booths 
 Open space movable furniture for small group work by students 
 Courtyard 
  
 Entry into amphitheaters 
 

FIRST FLOOR 

 Open  
 Co-  
 Learning Centers/Rooms 
  
 Entry into amphitheaters 
 Slow Moving STEAME train 
  
 
ROOF 
  
 Cafeteria 
 Garden and Lake 
 Photovoltaics  
 Football court 
  
 Open Amphitheater 
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Figure 6.2: A design proposed by the STEAME project for a future school: Basement top-  

 

 

Figure 6.3  
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Figure 6.4: A design proposed by the STEAME project for a future school: First Floor top-  

 

 

Figure 6.5: A design proposed by the STEAME project for a future school: Roof top-  
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6.4 A SET OF ANIMATED PHOTOS OF INTERNAL SPACES 
 

 

Figure 6.6: Photo of Basement (STEAME school) 

 

 

Figure 6.7: Photo of basement laboratories area (STEAME school) 
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Figure 6.8: Photo of basement VR area (STEAME school) 

 

Figure 6.9  

 

  

 

Figure 6.10  
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Figure 6.11: Photo of Ground Floor Learning Rooms (STEAME school) 

 

Figure 6.12: Photo of First Floor (STEAME school) 

 

 

Figure 6.13  
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        Figure 6.14  

 

        Figure 6.16  

 

 

Figure 6.15  
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Figure 6.17  

 

Figure 6.18 -down view (STEAME school) 
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6.5 COLOR OF STEAME SCHOOL CHANGES EVERY DAY 
 

, this project proposes the use of new technologies 
so school walls can change colors almost every day. Some of these technologies are shown here below 
in photos: 

   

 

 

 

 

 
 

Figure 6.19: Technologies of color changing walls 
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 
video or search the internet
min and 45 min, so students based on their ability can choose the speed of learning. 

 Learning Center
large screen TV through which students will be watching a learning video and learning as a 

etween students and 
teachers. 
 

Sports Center in STEAME School 

 Center). On the roof there is a round running 

the evening, it will run as gym center for the parents and community so this Gym center has 

 

 

 Arts: An Arts Center 
- Theater stage, Music 

Center
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CHAPTER 7. POLICY RECOMMENDATIONS 
 

7.1 EXECUTIVE SUMMARY 
The project STEAME - 
developed and implemented by seven European partners between November 2019 and December 
2021: 

•  –  

•  ute – Cyprus 

•  Pedagogical University of Krakow – Poland 

•  Prof. Ivan Apostolov Private English Language School – Bulgaria 

•  – Greece 

•  -Palladion Lykeion-Doukas School – Greece 

•  ITC Pacle Morante Limbiate - Italy 

The produced results and the achieved outcomes aimed at contributing 
 

nal model – Science, Technology, Engineering, 

provides guidelines for development of STEAME schools, as schools of the future, aim to transform 
knowledge int
through "project-
and the needs of Industry 4.0 and employers.  

 

students are o

 

2. The content of learning and 
understanding of knowledge.  

technological changes and developments.  

4. Care
 

The STEAME project results (www.steame.eu 

-centered curriculum support 
on h  
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The STEAME project has developed the following outputs:  

  
  
  

 parents and other stakeholders were involved where their needs and 
– leveraged. Some 
d to: 

•   

•   

•  Student-centered approach. 

•  Interdisciplinary approach. 

•  – project-based learning, inquiry-based learning, hybrid 
classroom, etc. 

•  New role of the teacher as a mentor, facilitator, coach, co-creator. 

•  Re-  and re-arrangement of the classrooms and study spaces – towards open 
 

•  Use of digital tools and technology-enabled processes and spaces. 

•   

•  Co-  

•  Development of personalized teaching and learning. 

•  industry and researchers. 

The above-

schools. 

What was needed and what is delivered by the STEAME project: 
 Model of STEAME Schools 
  
  
  
 Training of Teachers to help them adapt 
 Dynamic Change in Curricula, Tools, Methods 
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Annex I 

 

(GR, IT, PL, BG, ES, FR, DE) 
 

(GR)  7.  
 

7.1  
  STEAME - “STEAME:        STEAME” 

           2019   
  2021: 

•     –  ( ) 

•   –  

•   –  

•  Prof. Ivan Apostolov–  

•    (  –  
•   –  

•  ITC Pacle Morante Limbiate -  

 

        STEM – Science ( , 
Technology , Engineering ,  .    

     (Arts) 
(Entrepreneurship). ,       STEAME ,    

,            , 
      ‘   ’    
    3.0  4.0 

 

         , (    
    ),      :  

1.       ‘ ’ 
  ,          

      
         ‘    

   

2.              
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(IT) CAPITOLO 7. RACCOMANDAZIONE POLITICHE 
 

7.1 SOMMARIO 
- 

dicembre 2021: 

• – Cipro (organizzazione coordinatrice) 
• – Cipro 
• Università Pedagogica di Cracovia – Polonia 
• Scuola privata di lingua inglese Prof. Ivan Apostolov – Bulgaria 
• – Grecia 
• -Palladion Lykeion-Doukas – Grecia 
• ITC Pacle Morante Limbiate - Italia 

 

europeo e al passaggio da Educazione 2.0 a Educazione 4.0. 

– 
nto, 

fornisce linee guida per lo sviluppo delle scuole STEAME, come scuole del futuro, che mirano a 

di apprendimento, per mezzo dell’ "apprendimento bas
contemporanee dell'Educazione 3.0 e 4.0 e le esigenze di Industria 4.0 e dei datori di lavoro. 

 

, 

apprendimento a tempo di qualità per l'apprendimento e all'applicazione della conoscenza" 

alta qualità se vogliamo che gli 
 

nologici. 

 

 la 

nonché lo sviluppo di un curriculum che si avvalga del supporto dell’insegnante e mostri come lavorare 
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•   

•  cuole per due fasce d'età 

•   

a: 

•  
•  
• Approccio centrato sullo studente. 
• Approccio interdisciplinare. 
• 

basato sull'indagine, approccio ibrido, classe capovolta, ecc. 
• Nuovo ruolo dell'insegnante come mentore, facilitatore, coach, co-creatore. 
• Riorganizzazione e riordino delle aule e degli spazi di studio – 

(Labs), spazi di  
•  
•  
• Co-creazione e innovazione al centro. 
• Sviluppo di insegnam  
•  

scuola STEAME di successo, basata sul futuro modello sviluppato sia per le scuole di nuova 
 

 

 Modello delle Scuole STEAME 
  
 Linee guida per la cooperaz  
  
  
  
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(PL) WIATOWEJ 
 

7.1 STRESZCZENIE WYKONAWCZE 
Projekt STEAME – 
opracowany i 
2021: 

•  Cypryjskie Towarzystwo Matematyczne –  

•  Cypryjski Instytut Pedagogiczny – Cypr 

•  Uniwersytet Pedagogiczny w Krakowie – Polska 

•   im. prof. Ivana Apostolova –  

•  Instytut Systemów Przyspieszania i Aplikacji (IASA) – Grecja 

•  -Palladion Lykeion-Doukas – Grecja 

•  ITC Pacle Morante Limbiate –  
 
Opracowane wyniki i i 

 i  od Edukacji 2.0 do Edukacji 4.0. 

– 

 

 

 

 na przyswajanie i rozwijanie kluczowych 
 przeniesienie systemu 

” do systemu opartego na  wykorzystania 
wiedzy”. 

2. Naucza
 

3. Programy nauczania    
 

reform i zmian. 

Wyniki projektu STEAME (

nauczani  opracowanie skupionego na nauczycielach 
programu wsparcia w zakresie efektywnej i produktywnej pracy w szkole STEAME. 
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 . 
 2. Wytycz . 
  

kierownictwa/dyrektorów, personelu administracyjnego, uczniów, rodziców i innych interesariuszy. 
 podobnie jak ich wykorzystano 

 reformy 
i transformacji to: 

•    

•   

•   

•   

•  Zastosowanie nowych metodologii – uczenie oparte na projektach, uczenie oparte na 
 

•    

•  – w kierunku otwartych 
przestrzeni, laboratoriów (Labs), przestrzeni   

•   

•   

•  podstawa nowego nauczania. 

•  Rozwijanie  

•    
 

U

 

 projekt STEAME: 
 Opis modelów ; 
 ; 
 ; 
 Propozycja nowych struktur organizacyjnych ; 
 Szkolenie dla nauczycieli  
  . 
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  
   
   

. 
    

•  

•  

•  

•  

• – 
 

•  

• – 

 

• -
. 

• . 

•   . 

•  

•  

 

 

  
  
    
  
 ST  
  
  

 
 



115

Guidelines for STEAME School Organizational Structure

https://steame.eu

 
 

115 
 

 

 7. 1:   STEAME   

7.2       
              

 -  STEAME ? 

3    2.0  4.0  

  1.        :     
   .       

      .      
           

       . 

  2.      :     
           STEAME 

    .          
         STEAME   

 .        
      .    

 . 

  3.         
       -   
    .       

,        
   

www.steame.eu  

  

 
  STEAME 

 

   
  

 STEAME 
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(ES) CAPÍTULO 7. RECOMENDACIONES DE POLÍTICA 
 

7.1 Resumen del proceso de ejecución 
El proyecto STEAME - “STEAME: Reglas generales para desarrollo e implementación de las escuelas 
STEAME” fue desarrollado e implementado por siete socios europeos entre noviembre de 2019 y 
diciembre de 2021: 

• – Chipre (Organización coordinadora) 

• – Chipre 

• Universidad Pedagógica de Cracovia - Polonia 

• Escuela privada de inglés Prof. Ivan Apostolov - Bulgaria 

• - Grecia 

• Escuelas de Douk SA-Escuela Palladion Lyceum-Doukas - Grecia 

• ITC Pacle Morante Limbiate - Italia 

uir a la transformación 
de la Educación 2.0 a la Educación 4.0. 

que ha sido elaborado y ampliado aún más con 
proporcionando de esta manera reglas generales para el desarrollo de las escuelas STEAME como 
escuelas del futuro cuyo es transformar el conocimiento en competencias y habilidades a 
través de nueva
basado en proyectos" que cumplan con los requisitos contemporáneos de la Educación 3.0 y 4.0. y las 
necesidades de la Industria 4.0 y de los empleadores. 

Según publicaciones de la Organización para la Cooperación y el Desarrollo económicos (Futuro para 
 

1. Las escuelas y universidades de hoy están "sobrecargadas" en cuanto a su contenido y currículos. 

conceptos, habilidades y destrezas clave. Ya es hora de cambiar el enfoque de nuestros estudiantes de 
alidad del aprendizaje y aplicación de los 

conocimientos". 

calidad si queremos que los 
estudiantes adquieran una comprensión más profunda del conocimiento. 

3. Los currículos deberían ga
 

im  

Los resultados del proyecto STEAME (www.steame.eu
través de la creación de un modelo de plan de estructura escolar con propuestas de acciones de 
aprendizaje dinámico y 
desarrollo de un currículo 
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El proyecto STEAME ha desarrollado los sig  

 1.  Reglas generales para el currículo STEAME dinámico y adaptable 
 2. Reglas generales 

de edad  
 3. Reglas generales  

A lo largo del proyecto, se involucraron grupos  relevantes de profesores, autoridades 

interesadas, cuyas aprovechando sus aportes, 
sugerencias e ideas. Algunos de los factores clave de éxito id
transformación están relacionados con: 

• Compromiso por parte de la gerencia/las autoridades/los encargados del centro. 

• Colaboración entre los profesores. 

• Aprendizaje centrado en el estudiante. 

• Enfoque interdisciplinario. 

• Aplicación de nuevas metodologías – aprendizaje basado en proyectos, e
 

• Nuevo rol del docente como mentor, facilitador, instructor, cocreador.  

• Reorganización y reordenación de las aulas y espacios de estudio en espacios abiertos, 
 

• Uso de herramientas digitales, al igual que procesos y espacios habilitados por la tecnología. 

• Los planes de las clases previamente usados se convierten en planes de aprendizaje y 
 

• La creación en colaboración y la . 

• Desarrollo de enseñanza y aprendizaje personalizados. 

• Colaboración entre escuelas, profesores y estudiantes con la .  

Las recomendaciones arriba mencionadas podrían contribuir a los siguientes pasos hacia una creación 
exitosa de un modelo de la escuela STEAME del futuro, desarrollado tanto para escuelas recién creadas 
como para escuelas ya existentes. 

 Lo que se necesitaba y lo que ya ha sido proporcionado por el proyecto STEAME: 
 Un modelo de escuelas STEAME  
 Reglas generales para  
 Reglas generales para la cooperación entre profesores de disciplinas diferentes 
 STEAME  
 Formación de profesores para ayudarles a adaptarse 
 Cambio dinámico de los currículos, las herramientas y los métodos 

 



118

IO3

https://steame.eu



119

Guidelines for STEAME School Organizational Structure

https://steame.eu



120

IO3
 

 

120 
 

Le projet STEAME suivants :  

 1. pour STEAME  
 2.  STEAME dans des écoles à deux groupes d’âge  
 3.  STEAME. 

de structures scolaires, 
de management / directeurs, employés dans l’administ

des produits. On a constaté les 
elles pour le succès suivantes : 

• E  

• . 

• Une approche focalisée sur les élèves. 

• Une approche interdisciplinaire. 

• méthodologies – é echerche, approche 
hybride, une salle de classe inversée etc.  

• Un nouveau rôle du professeur en tant que mentor, facilitateur, moniteur, co-créateur. 

• 
 

•  processus et des espaces technologiquement aménagés.  

• Les plans des leçons  

•  

•   

• des écoles, professeurs et élèves avec le monde de l’industrie et des chercheurs. 
Les recomma -dessus e STEAME 
de l’avenir, conçu pour de nouvelles écoles ainsi que pour des écoles déjà existantes.  

De quoi a-t-on besoin et a-t-il été assuré par le projet STEAME : 
 Un modèle d’école STEAME  
  aux écoles STEAME  
  
 d’écoles STEAME 
  
 Un changement dynamique des programmes scolaires  
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Das STEAME-Projekt hat die folgenden Produkte entwickelt: 

•  -Lehrpläne 

•  2. Richtlinien für STEAME-  

•  3. Richtlini -Schule. 
 
Während des gesamten Projekts wurden relevante Zielgruppen von Lehrern, Schulbehörden, 
Management/Leitungen, Verwaltungspersonal, Schülern, Eltern und anderen interessierten Gruppen 
eingebunden, wobei ihre Bedürfnisse und Erwartungen sowie ihre Beiträge, Vorschläge und Ideen 

 

• Engagement der Schulleitung/Behörden/Leiter. 
• Zusammenarbeit zwischen Lehrern. 
• Schülerzentrierter Ansatz. 
• Interdisziplinärer Ansatz. 
• Anwendung neuer Methoden – projektbasiertes Lernen, forschendes Lernen, hybrider Ansatz, 
umgedrehtes Klassenzimmer usw. 
• Neue Rolle des Lehrers als Mentor, Moderator, Coach, Mitgestalter. 
• Neuordnung und Neuordnung der Klassen- und Lernräume – hin zu Freiräumen, Laboren (Labs), Lern- 

marbeit. 
• Nutzung digitaler Tools und technologiegestützter Prozesse und Räume. 
• Alte Unterrichtspläne werden zu Lern-  
• Mitschöpfung  
• Entwicklung von personalisiertem Lehren und Lernen. 
• Zusammenarbeit von Schulen, Lehrern und Schülern mit Industrie und Forschern. 
 

STEAME- tragen, das sowohl für neu gegründete Schulen als auch für 
bestehende Schulen entwickelt wurde. 

-Projekt: 

•  Modell der STEAME-Schulen 

•   Richtlinien für STEAME-  

•   Leitlinien für die Zusammenarbeit zwischen Lehrenden verschiedener Fachrichtungen 

•   -Schulen 

•   Ausbildung von Lehrern, um ihnen bei der Anpassung zu helfen 

•   Dynamischer Wandel von Curricula, Tools, Methoden 
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