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STEAM
ON Cdi Target groups

e Teachers and trainers, who are interested in practicing STE(A)M
education

e Education and training organizations \Q" |

e Researchers in educational methods and techniques ﬁ /:l‘
e Educational authorities and policy makers I\\\ ///)/

e Other stakeholders (e.g. career consultants) !l
i‘
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05 nl . M Aspect 1: community

e Teachers and educators are given a central role as members of an
online community

 An online platform has been developed to serve as the focal point of the
community

e Community members are supported to collaboratively design, create and
share educational scenarios

e Using a crowdsourcing approach, STE(A)M education best practices and
policies are being collected and used to inspire and stimulate innovation
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STEAM |
ON Aspect 2: mapping

 |dentification of the roles and competences involved in applying
STE(A)M as an educational practice

e The STE(A)M competence framework details the competences necessary for
implementing STE(A)M education policy and practice

e The STE(A)M educator profile is described as a combination of framework
competences

e ASTE(A)M-readiness self-assessment tool allows education and training
organizations to assess their capacity in offering STE(A)M education
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STEAM

ON Rdi; Aspect 3: professional development

e Professional development of teachers and educators

* The project designs a blended training course to be delivered via the online
platform and use OERs

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

* Online activities result in the collaborative development of STE(A)M learning
activity templates and projects, the specification of STE(A)M education
courses and the design of STE(A)M education policies
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STEAM

ON = Important outcomes

e Competence-based tools
e STE(A)M competence framework (based on DigComp for Edu)
e STE(A)M educator profile (based on ESCO)
e STE(A)M readiness SAT (based on SELFIE)

e Integrated STE(A)M education framework ?

e STE(A)M educators community
e Online collaborative platform

* Online content including instructional methodologies, body of knowledge, learning
activity, project and course templates, OERs and assessment procedures

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

e Policy instruments
e Guide of STE(A)M educational practices and policies
e STE(A)M policy influencer toolkit
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Welcome to STEAM on Edu Platform

The STEAMonEdu project aims to increase the adopticn and impact of STE(A)M education by investing in the community of stakehiolders and the professinal development of educators

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
methodolagies, educational objects, stc

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 leamning activities templates, STEAM education projects and policies
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STEAM  STE(A)M educational objects meta- £k
On ¢ data schemes D

e Meta-data standards

e Dublin Core Metadata Initiative (DCMI) most recent update (ISO 15836-1:2017), with the
corresponding definitions of properties and classes as they have been standardized in I1ISO
15836-2:2019, which was released in January, 2020.

e Learning Resource Metadata Initiative (LRMI), which is based on several metadata initiatives
(e.g., IEEE LOM DCMI, IMS, ARIADNE, SCORM, etc.) and is an initiative launched by Google,
Microsoft, Yahoo and Yandex to create, maintain, and promote schemas for structured data
on the Internet.

e Meta-data schemes for STE(A)M...

e Educational practice

e 5 parts: General, Author, Audience and educational framework, Educational details, Implementation
e 32 fields (14 mandatory)

* Educational policy A= | Y
* 3 parts: General, Applicability and audience, Details o Q §10 §
* 20 fields (16 mandatory)

R Co-funded by the
LS Crasmus+ Programme ! ) !
el of the European Union https://steamonedu.eu/ | Project achievements in 2020




e = * Formal educaton | ( Adult education | 1
. Policy maker | \manager or director; \manager or directul;a
N & - - - e I
| 1 3 g B C ‘
| - o Dats Fropeny - “DIOPHANTUS' (e f
3 subClass
~subClassOf - computer =
1 isFollowedBy . g

lisDevelopedBy technology

isFellowedBy P T Vi —_____________ - .
deve{ous follows '\ manager ) subclassof | Role | subClassOf | e |/ Educators %\ institute & press
" 4 % /| Competences |
; - g P— . Framework
hasAudience isGuideday |  associates
isFellowedBy AuUmr Creator) % \
A D uzbcilly Area / P — d subClassof Guides ; isAssociatedBy|
Data Propen’y iswritten/ P R}
. . CreatedBy
v I# ]y iltes/cretes 1 ./~ collaborateswith bt s
p— follows 4 Ed - | competences |
isFollowedsy describesTheRoleof ' Frofile

Key Terms } ~ e Joins
' | isJineday
administrates
Audience l

isAdministratedBy

Data Property
b / N W hing
TR iffDescribadBY —{ Curriculum . . CU rriCUlUm
et _ [ sTeam course }-— describes ~— v-- 00 Educational_Resource
iswritten//N3sAudlence . ecompanies N —”’ ) Other_Educational_Resource
E Cregteday isAccompaniedBy . ( . Activ I'[jf tem plate
isAccompaniedBy . Ed tl(_) | Activi
writes/creatés [ - \ llﬁa_ na s '
Data property accompanies "\-‘*’"’“"g °bJ'EcF‘ . Lea-n"“g_obje':t

e ey <o s 5000 . e I : Educators_Competences_Framewaork

iy T s e, ot v sy ey Educators_Competences_Profile

e T ]

[ ) ) pa= el / 7 Educational i

bzl g UL ¢ | »_Xgﬂ!ange | { \ accompanies s ,“, R:::ur“gea ! may subclassof = PGIIC}!"
i e g | ] e - ]

S—— i 100 q_ il / —isAccompaniedBy = e o Practice
v, Gt 900/ N 1 ) Resource

S 1000/ N |
e 9000| m}n““,‘ﬂfn‘;l ' _ . T e R @ Hardware
et sl Mot 0000 B L I - e P . Other_Resource
sghits e O Software
isUsedForTheDesign v Role
exploits / : N — isDesignedsasedof i P O Adult_education_manager_or_director
' ralatesTo e ) Author-Creator
isExplaitedey / ; T ) Educator ) )
A N A ' Formal_education_manager_or_director
----- @ Learner
= ) Policy_maker
| STEAM disciine k- subiassor A ) School_Director-Manager
i ' STEAM_Course
STEAM_discipline
O Arts
) Engineering
) Mathematics
) Science
- Technology

subClassof ( Educational

Resource

™. g T — ..
sub@assof | subClassof subClassof subClassOf

subCiaseof | Hardware ) ubQiassOf oy pctassof

(other Resources ) | - = | / N\
. ) Engineering

1 =, [ Technology P |
Software ) / = o

8/ / w

Co-funded by the N
Erasmus+ Programme : : _
of the European Union https://steamonedu.eu/ Project achievements in 2020




on 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 * s interdisciplinary and connects numerous subjects?
* Integrated Content * Represents the rich relations between Science,
 Real-word integration Technology, Engineering, Arts and Mathematics?

e STEAM and Beyond . _Supi)orts 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_Iogment (includes
rojec 8 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 Apolied Technol emotional involvement?
Mphasis on Applied fechnology * |slearner-centred (aiming to impact individuals and the

* Teacher as Facilitator society)?
* Collaboration * Isinclusive, gender balanced and values diversity?
* Open-Ended Learning e Etc.

e Supported
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on STE(A)M competence framework

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

* 16 competence areas

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

* 44 competences
e Integrates digital skills and transferrable skills
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2020)

5 ¢ STE(A)M educational practice evaluation framework (December 2020)
/o STE(A)M educator competence-based profile(s)

_ e Instructional design of MOOC and elLearning course

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

https://steamonedu.eu/ | Project achievements in 2020 13




STEAM Online workshop on

ON = STEAM Education practices and
' competences

e When: Thursday 8 October
e Where: ALL DIGITAL Summit 2020 https://summit.all-digital.org/about/

* Programme:
e Overview of the STEAMonEdu project — Achilles Kameas
e Basics of STE(A)M education - Spyros Papadakis
e Characteristics of a STE(A)M education good practice - Paolo Russo

Towards a common understanding of a STE(A)M education practice evaluation framework
(interactive session) — Gabriella Ford

STE(A)M education best practices — Paolo Russo & Esther Subias
e STE(A)M education competence framework - Natalia Spyropoulou

* Towards a common understanding of a STE(A)M education competence framework
(interactive session) - Natalia Spyropoulou

e The STEAMonEdu community of STE(A)M educators - Esther Subias
e REGISTER TODAY!
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https://summit.all-digital.org/about/

STEAM .
on Partnership

e INSTITOUTO TECHNOLOGIAS YPOLOGISTON KAl EKDOSEON DIOFANTOS (EL)

e Coordinator, competence framework, platform and MOOC, quality assurance

* ALL DIGITAL AISBL (BE) N\I

* Dissemination and exploitation . - /:-_. |
/s

1/
[\a

e STATI GENERALI DELL INNOVAZIONE DI PROMOZIONE SOCIALE (IT)

e Evaluation, piloting ﬁ\
e HELLIWOOD MEDIA & EDUCATION IM FJS E.V. (DE)

A=

e Community management, education framework, piloting
e FUNDATIA EOS - EDUCATING FOR AN OPEN SOCIETY ROMANIA (RO)

* Training curricula, evaluation piloting \\

e COLECTIC SCCL (ES)

e Community management, evaluation, piloting

e REGIONAL DIRECTORATE OF PRIMARY AND SECONDARY EDUCATION OF WESTERN GREECE (EL)

* Practices and policies, educators’ needs, piloting
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on Join us! .
) }rl' S
More info about the STEAMonEdu More info about DAISSy research group
project at: at:

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

e Web: https://steamonedu.eu
e Email: SteamOnEdu@cti.gr

e FB: #SteamOnEdu

e Tw: @SteamOnEdu

e Instagram: @daissy_researchgroup
e LinkedIn: daissyresearchgroup
e YouTube: DAISSy Research Group
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