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ɦʘʀʏ ɣɻʅʉʋʐʋʈʚʀʏ ʆɻʅ ɞʍɾɻʇʀʚɻ ɾʅɻ ʐʂ ɥʗʃʂʎʂ ʎʐʋ ɫʔʋʇʀʚʋ 
STEAME ʐʋʑ ɥʘʇʇʋʉʐʋʏ

New Innovations and Tools for the learning in the STEAME School of the 
Future 



Einstein said

Ȱ)ÍÁÇÉÎÁÔÉÏÎ ÉÓ ÍÏÒÅ ÉÍÐÏÒÔÁÎÔ ÔÈÁÎ ËÎÏ×ÌÅÄÇÅȢ +ÎÏ×ÌÅÄÇÅ ÉÓ ÌÉÍÉÔÅÄ ÔÏ 
all we now know and understand, while imagination embraces the entire 
×ÏÒÌÄȟ ÁÎÄ ÁÌÌ ÔÈÅÒÅ ÅÖÅÒ ×ÉÌÌ ÂÅ ÔÏ ËÎÏ× ÁÎÄ ÕÎÄÅÒÓÔÁÎÄȢȱ

Ⱥɠ ʒɻʉʐɻʎʚɻ ʀʚʉɻʅ ʌʅʋ ʎʂʈɻʉʐʅʆʙ ɻʌʝ ʐʂ ɾʉʡʎʂȢ ɠ ɾʉʡʎʂ ʌʀʍʅʋʍʚʁʀʐɻʅ 
ʎʀ ʝʇɻ ʝʎɻ ɾʉʖʍʚʁʋʑʈʀ ʆɻʅ ʆɻʐɻʇɻɼɻʚʉʋʑʈʀʎʙʈʀʍɻȟ ʀʉʡ ʂ ʒɻʉʐɻʎʚɻ 
ɻɾʆɻʇʅʗʁʀʅ ʋʇʝʆʇʂʍʋ ʐʋʉ ʆʝʎʈʋ ʆɻʅ ʝʇɻ ʝʎɻ ʃɻ ʑʌʗʍʊʋʑʉ ɾʅɻ ʉɻ 
ɾʉʖʍʚʎʋʑʈʀ ʆɻʅ ʉɻ ʆɻʐɻʉʋʙʎʋʑʈʀȻ
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1922 2022



41950  With air-condition 2022 with air-condition



51960 portability 2020+ portability
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üAuthoritarian 

üThe student is the passive recipient

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

üTechnology is forbidden in the 
classroom

EDUCATION 1.0
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üCommunication and collaboration are starting 

to grow

üExam-based approach - the result is the 

examination - Memorization of knowledge

üAn underestimated student-centered 

approach, we call it but do not apply it.

üthe schools/universities are still talking about 

hours of teaching ......... But they should talk 

about hours of learning !!!

EDUCATION 2.0

Continue2.0 



üInvasion of technology and social networking

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

the class continues to have the same structure.

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

than professors

üMany choices, lack of money for buying and applying, 

uncoordinated technology correlation with the syllabus ... .. the 

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

is no teacher training in HE ...... data is everywhere ... .. Google 

Search faster from traditional libraries ... the web could knows more 

than our professor ....WE WERE NOT READY FOR COVID-19
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EDUCATION 2.0



üStudent-Centered approach

üThe professor is transformed into a 
Coordinator/facilitator, advisor, learner and 
practice guide

üThe student is researching more

üVR to support Flip classroom 

üMore dialogue, technology is everywhere, the 
student is self-learning and everywhere.

üThe classical style classroom no longer exists

üTeaching Plans are converted into é

é Learning Plans 
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EDUCATION 3.0



EDUCATION 4.0 
üCo-creation and innovation in the centre

üWhenever and Wherever

Hybrid Learning Environments

Interactive practical exercise ïF2F or Distance

üLearning is done outside universities, while in university premises students develop 

competences and skills

üLearning Plans are now called Learning & Creativity Plans

üThe technology

Its free or/and easily accessible, 

Increased use of virtual reality, artificial intelligence ,etc

Continuous evolution and innovation and therefore a need for development of 

Competences and Skills so people become Adaptable to Change  
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2.0

Lesson Plans

3.0

Learning Plans

4.0

Learning

&

Creativity Plans



12

2.0

Pedagogy & 
Andragogy

3.0

Cyberagory

4.0

Peeragogy&

Heutagogy

The evolution of Pedagogy and Andragogy

into

Cybergogy, Peeragogy, and Heutagogy!



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

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

What was needed?
Model of STEAME Schools

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

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

Dynamic Change in Curricula, Tools, Methods

http://www.steame.eu/


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

Outputs Developed and Published

üO1. Guidelines for dynamic and adaptive STEAME curricula

üO2. Guidelines for STEAME Activities in Schools for two age groups

üO3. Guidelines for STEAME School Organizational Structure
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www.steame.eu

http://www.steame.eu/


CONTENTS

ü CHAPTER 1 Approaches to teaching

ü CHAPTER 2 Materials for teaching

ü CHAPTER 3 Entrepreneurship aspects

ü CHAPTER 4 Organizational suggestions for STEAME-

oriented teaching

ü CHAPTER 5 Propositions and analysis of STEAME-

oriented curriculum- Adaptability and dynamics 

characteristics
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üO1. Guidelines for dynamic and adaptive STEAME curricula



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

English version 

Other languages

CONTENTS

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

ü CHAPTER 2. GUIDE TO LEARNING AND 
CREATIVITY PLAN DEVELOPMENT

ü CHAPTER 3. STEAME LEARNING AND 
CREATIVITY PLANS

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

ü CHAPTER 5. STEAME OBSERVATORY

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

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

Completed STEAME L&C Plans in the STEAME OBSERVATORY

ü Designed for minimum 2 teachers collaboration

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

activity
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STEAME L&C Plans: Evaluation Rubric

ü STEAME student evaluation rubric
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Fully completed analytics

STEAME STUDENT Evaluation Rubrics.pdf


STEAME TRAINING COURSE FOR TEACHERS

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

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

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

ÅModule 5. How to support students in making oral presentations 

ÅModule 6. How to write papers/reports 

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

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

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

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

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

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


EDUCATION 4.0 
Four core components are integrated to shape the concept of Education 4.0: 

(i) Competencies development through IBL, PBL, CBLéinternships, blended 

learning. Micro-credentials the competence and skill factor.

(ii) Learning Methods  (Digital Learning via BYOD )

(iii) Information and Communication Technologies (VR, AI, etc) 

(iv) Infrastructures, Learning Spaces, Learning Communities
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Architectural Designs and Animations

Infrastructures of the future

21



22

A learning space of the future
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A learning space of the future
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A learning space of the future
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A learning space of the future



Specs

Basement

BASEMENT
ÅSTEAME THEATRE

MAIN LABS

ÅB1.1 Main Biology Lab

ÅB1.2 Main Chemistry Lab

ÅB2.1 Main Physics Lab

ÅB2.2 Main Mathematics Lab

ÅB3.1 Main Construction and 3D printers Lab

ÅB3.2 Main Environmental  Lab

ÅB4.1 Main Robotics Lab

ÅB4.2 Main Computing and Software Lab

ÅB5.1 Main Prototype Develpment Lab

ÅB5.2 Main VR Centre Lab

ÅB6.1 Main Skills and Talent Development Lab

ÅB6.2 Main STEAME  Communication Lab

üAdditional VR rooms

üLearning stations

üEntry into amphitheatres
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Specs

Ground Floor

Satellite Labs

üG3.1 Biology-Chemistry S-Lab 

üG4.1 Physics-Mathematics S-Lab

üG5.1 Industry Liaison Office 

üG5.2 Virtual Business Centre  

üG1.1 Robotics ïComputing ïMultimedia S-Lab

üG1.2  Sound-proof student meeting room

üG2.2 Construction- Environmental S-Lab

üG2.1  Sound-proof student meeting room

üG3.2 Sound-proof student meeting room

üG4.2 STEAME Museum for learning
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ü Individual Learning Stations as private u-shape booths

ü Open space movable furniture for small group work by students

ü Courtyard

ü Reception area

ü Entry into amphitheatres



Specs

First floor
THE VERY QUIɞT FLOOR ɀTHE IDEAS FLOOR

üOpen space flexible movable furniture for student 
groups

üCo-ÃÒÅÁÔÉÏÎ 4ÒÁÉÎ ÍÏÖÉÎÇ ȣ×ÉÔÈ ÇÒÏÕÐ ÓÉÔÉÎÇ 
stations

üLearning Centres/Rooms

üAdditional Learning Stations 

üEntry into amphitheatres

üSlow Moving STEAME train

üAdministration offices
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Specs

Roof

üRecreation spaces

üCafeteria

üGarden and Lake

üPhotovoltaics 

üFootball court

üAthletic field

üOpen Amphitheatre
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BASEMENT



MULTI-SPORTS FIELDS OF THE FUTURE
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VIDEO

ASB MultiSports.mpeg
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BASEMENT LABS
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BASEMENT VR



38

GOUND FLOOR
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GROUND FLOOR LEARNING STATIONS - HEUTAGOGY
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FIRST FLOOR LEARNING ROOMS - PEERAGOGY
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FIRST FLOOR 


