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Aims

* Contribute to innovative and cross-disciplinary approaches in
implementing STE(A)M education by revising and strengthening the
professional profile of the teaching profession

 Create a solid interdisciplinary base for developing STE(A)M related
competences

* Provide a complete framework that integrates all aspects of teaching
STE(A)M P
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Target groups
* Teachers and trainers, who are interested in practicing STE(A)M
education
* Education and training organizations \\\ ;

e Researchers in educational methods and techniques ﬁ\

N
* Educational authorities and policy makers Q\ »

* Other stakeholders (e.g. career consultants)

.
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What is STEM / STEAM education? -

* Integrated STEM education is “an effort to combine some or all of the four disciplines of science, technology, engineering,
and mathematics into one class, unit, or lesson that is based on connections between the subjects and real-world
problems” (Moore et al., 2014)

* STE(A)M is seen as a practice that recognizes the real-world role of the arts, it is not merely equivalent to arts integration
(Huser et al., 2020)

* The “A” may be interpreted as Arts Education, Arts as any non-STEM discipline, Arts as a synonym for project-based
learning, problem-based learning, technology-based learning, or making.

* The main aims and objectives of the STE(A)M education approach are (Papadouris, 2021):
* to prepare active and functioning citizens in a scientific and technological based society.

* to offer education based on activities focusing on designing, experiential learning and problem solving.
* to support the development of transversal, soft skills such as critical thinking and communication. P

* to strengthen students’ personal and social abilities in order to familiarize students with the new demands of the labour field and
create better opportunities with their futures in mind.

* STEAM encourages the blending of knowledge that is required in the real world and natural curiosity (Definition by the ol

Peer Learning Activity on STEAM education, Vienna, March 2020). oo
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The STEAMonEdu approach

* Aspect 1: community
* Teachers and educators are given a central role as members of an online
community
* Aspect 2: support
* |dentification of the roles and competences involved in applying STE(A)M as
an educational practice and development of tools
* Aspect 3: development

* Professional development of teachers and educators via MOOC and blended AT
learning course | =)
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Important outcomes

 Competence-based tools
e STE(A)M competence framework

e STE(A)M educator profile (based on ESCO) /
e STE(A)M readiness SAT (based on SELFIE)

* Integrated STE(A)M education framework
e STE(A)M educators community
* Online collaborative platform
e STE(A)M education framework

e Blended course including a MOOC based on the profile of STE(A)M educator,
supplemented by online and classroom activities P

* Policy instruments

e Guide of STE(A)M educational practices and policies
» STE(A)M policy influencer toolkit
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STE(A)M education framework

* The educator’s position :
\\ ™
* Competences

* Educator ‘\.\ i -
. S’(cjudent k&a @’/

* Instructional meta-methodology

* OER specifications A
* Body of knowledge » E/\—- P .
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Guide of STE(A)M education practices

 More than 60 STE(A)M education practices that * Currently 11 of them have been labelled as “best
have been submitted to our platform have been practices” and have been included in the Guide

evaluated using a set of principles and criteria - Criteria (the STE(A)M practice...)

* Principles * Isinterdisciplinary and connects numerous subjects?
* Integrated Content * Represents the rich relations between Science,
* Real-word integration Technology, Engineering, Arts and Mathematics?
« STEAM and Beyond . _SupForts a complex growth of the learner including
intellectual, emotional, and social development?

* Inclusive STEAM education , )
* Emphasizes the ethical component of STEAM?

* Next Generation/21st Century Skills : )
. Project-Based/Problem-Based Learnin * Contributes to competence deve_IoEment (includes
rojec g knowledge, skills, attitudes) and is balanced (between

* Authentic Assessment theory and practice)?

* Integrated Learning System * |s not simply the sum of many components, but holistic
« Technology-Enabled Learning in including their various interrelations?

« Learning Technology vs. Teaching Technology * |s asocial activity with human interaction and

. Emphasi Aoblied Technol emotional involvement? 7]
mphasis on Applied 1echnology * |slearner-centred (aiming to impact individuals and th 1*2>\

* Teacher as Facilitator society)?

* Collaboration * Isinclusive, gender balanced and values diversity?

* Open-Ended Learning e FEtc. QHIL f‘)ﬁ
* Supported oL
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STE(A)M competence framework

* 5 perspectives
* Educator as teacher-trainer-tutor / implementing the educational procedure
* Educator as learning designer and creator / designing and producing outcomes
* Educator as orchestrator and manager / coordinating procedures and outcomes
* Educator as community member / interacting with the environment
* Educator as professional / developing and applying competences

* 16 competence areas

* E.g. Pedagogy, Content knowledge, Learner empowerment, Course / curriculum /
activity design, Content design and development, Community building, etc P

* 44 competences CINEESN
* Integrates digital skills and transferrable skills (L0
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Online community and platform

Welcome to STEAM on Edu Platform

The STEAMonEdu project aims to increase the adoption and impact of STE(A)M education by investing in the community of stakeholders and the pi

al pment of educator:

User Panel

Cdu

The approach of the project is to nominate educators as the pillars of implementation of STEAM education policies
in a community of stakeholders. The exchange of experience, collaboration and creative work of this community will

As a result of research and creative techniques that will be instrumental among the members of the community, t
methodologies, educational objects, etc.

These findings will be used to design the training curriculum for STEAM educators and the MOOC “Professional ¢
MOOC will be available to everyone interested in the topic, and 500 people are expected to enroll. Then 50 MOOC gi
lead to production of learning activities templates, STEAM education projects and policies.

1547 views

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

User account menu
My account
My blog

Log out

User Options

User Panel

Add new content
View News & Events
My Content
Educational Practices
Educational Policies
Repository

Images

Blogs

Forums

Members

Search

Partner Tools

Add News/Events

Export Practices

Project STEAMonEDU 612911 | ALL DIGITAL week workshop | 26 March 2021

Recent content

Content type Items per page

- Any- v 10 Yl Apply
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Next stages of the project

e STE(A)M educator competence-based profile(s) (Spring 2021)

* Delivery of MOOC (Spring 2021)

* Delivery of blended course (Autumn 2021)

e STE(A)M readiness SAT for organizations and educators (Autumn

2021)

* Participation to the online community is open! Pg>

e Continuous elicitation of STE(A)M education practices and policies ﬂ"
CTl e,
s | G0)
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https://steamonedu.eu/steam2021conference/

Conference on

STE(A)M educators &

Ed ucation g';FAM 07-09 Maiiou 2021
7-9 May, 2021

Addressed to scientists, teachers and

NaveAARvio ko AteBveEg Zuvedplo On
«Exkmawdeutikol & Eknaidsvon STE(A)M»
STE(A)M educators & education

educators of all levels engaged or interested
in applying STE(A)M education, researchers
and postgraduate students, education
executives, providers of vocational education
and training but also to any individual
interested in being informed of the latest
scientific developments, experiences and the
results of the implementation of the STE(A)M
educational approach.

Paper / practice submission deadline:
11 April

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

H exnaidevon STE(A)M mepAapBavel LaBNoLaKEG EUTELPLEG TTOU EVIOXUOUV TN
SLETULOTNHOVLIKY TIPOGEYYLON, TN SNULOUPYLKOTATA KAL TNV KOWOTOMio peTady
Twv ekmadevopévwy péca amd tnv agomoinon g Téxvng (Art) otnv
eknaibevon STEM — Quotkég Emotrpeg (Science), TexvoAoyia (Technology),
Mnxavikrj (Engineering) kat MaBnuatikd (Mathematics)

To ouvédpLo auTd amoteAel Bripa yovipou SLaAOyou OXETIKA HE TIG EEEAIEEL TNG
ebappoyng tng mpoogyyong STE(A)M otnv EAAnvikr kot tnv Eupwmaikn
Exmaibevon
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Join us!

More info about the STEAMonEdu More info about DAISSy research group
project at: at:

* Web: http://daissy.eap.gr
* Email: info@daissy.eap.gr
* FB: DAISSyResearchGroup
e Twitter: daissy_research

* Instagram: @daissy__ researchgrou;% .

* Web: https://steamonedu.eu
* Email: SteamOnEdu@cti.gr
* FB: #SteamOnEdu
* Tw: @SteamOnEdu

Sy

* LinkedIn: daissyresearchgroup >
* YouTube: DAISSy Research Group CJ! g%
"o

rkw‘QU'uls & preso
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