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R What is STEAM? )

STEAM is a curriculum based on the idea of educating students in
five disciplines - science, technology, engineering art and maths -
in an interdisciplinary and applied approach. Rather than teach the
five disciplines as separate and discrete subjects, STEAM integrates
them into a cohesive learning paradigm based on real-world applica-
tions, this way it stimulates pupils’ learning motivation. Pupils’
participation in active learning can strengthen relationships within
the school, improve the classroom climate, accommodate a variety
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\of learning styles and provide alternative ways of learning. i

Main specific life skills

Problem-solving Skill
Decision Making Skill
Critical Thinking Skills
Creative Thinking
Communication Skills

= Self-awareness
Stress Management

Empathy

Social Skills and Interpersonal Relationship
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Education is not the
learning of facts,
but the training of
the mind to think.

— Albert Einstein
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The project aim is to increase
pupils’ motivation to learn and
their school results in the partner

-Ssehools, using STEAM as a way to

i develop essential skills, such as:

pro-active attitude, problem

l solving abilities, creativity, A

multitasking, initiative, anticipativé‘

capacity, teamwork, empathy,
through exchanging experiences
and good practices.
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PROJECT OBJECTIVES:

3 ;
be
4 to develop teachers’ skills to plan and do

lessons in a STEAM vision, through a
training course on this topic

4 to applying the STEAM approach, by the
teachers, in lessons designed by them-
selves and by the partners

¢ to create the framework of developing
essential skills for pupils, using STEAM
as a pathway, through lessons delivered in
the schools by teachers from the partner
schools

4 to develop a collection of ready-to-use
STEAM professional development materi-
als for teachers (lesson plans, games),
uploaded on an on-line platform.
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