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2T10XO0I 2KOTTOG TOU PABANATOC €ival N €l0aywyr] Twv QOITNTWV/TPIWY OTN QIAOCOQIa Kal

Mabruarog TPOKTIKA  TNG TTAIdAYWYIKAG agloTroinong oUyXPovwv Kal  QOUTOUPICTIKWYV
epapuoywyv (T.X. €IKOVIKAG Kal eTTauénuévng TTPAYMOTIKOTNTAG, TEXVNTAS
vonuoouvng, 3D printing, KIvATWY CUOKEUWY, COBAPWYV TTAIXVIDIWV) O€ TUTTIKA 1
arutra TepIBAAAovTa padbnong STEAM. Méoa atrd Tnv €TaQr Kal £GOIKEIWON HE
OIAQPOPEG EPAPPOYES TEXVOAOYIWV AIXUAG KAl TNV KPITIKA avaAucon TG oUuyxXpovng
BiBAIoypagiag, yiveralr dIaOUVOEDN TWV OUYKEKPIUEVWY TEXVOAOYIWV HE TIG
BewpnTIKEG APXES Kal TA TTAISAYWYIKA HOVTEAD TTOU BIETTOUV TNV OIA-ETTIOTNHOVIKI)
Tpocatyyion STEAM (11.X. €UENIKTN, CUVEPYATIKA, DIEPEUVNTIKNA KAl GVAKOAUTITIK)
paBnon, pabnon yia 6Aoug), oUTwG WOTeE va avaderxbouv o1 TTPOOTITIKEG, Ol
TIPOKAACEIG KAl oI BEATIOTOI TPOTTOI QEIOTTOINCHG TOUG KOTA TOV EKTTAIDEUTIKO
oxedlaopo. MapdAAnAa, yiveralr €iocaywyr] o€ oUyxpova epyaleia avammTuéng
EQpapuoywyv, MEOw Twv oToiwv Ba eival oe B€on o1 QoITNTEC/ATPIEG va
(ouv)dnuioupyroouv dIBAKTIKO UAIKSO kal va oxedidoouv PdAcel autou €va
OUYXPOVO, TEXVOAOYIKA UTTOOTNPICOPEVO UaBNoIakd TrepIBAAAOV, TO OTToi0 va
OUMBAAAel oTnv auénuévn yvwoTikA avatTuén otoug Ttopeic STEAM, aAAG kal
oTNV KaAANIEPYEIQ ONPAVTIKWY BECIOTATWY Tou 210u aiwva (T1.X. dnuioupyikéTNTaA,
KAIVOTOWIa).

Mabnoiaké Me Tnv oAokAfpwaon Tou pabApaTog avauéveral 6Tl o1 QOITNTEG/TPIEG Oa eival o€

AtroteAéopara Béon va:

e [lpoadiopifouv TIG TeAeuTaieg €EENIEEIC OTO TOTTIO TWV VEWV TEXVOAOYIWV
HABNOoNG Kai TTIKOIVWVIOG

o E&nyolv TIg KOIVWVIKEG, TTAIOAYWYIKEG KOl ETTIOTAMOAOYIKEG TTPOEKTATEIG
TWV TEXVOAOYIKWY €EEAIEEWV yIa TNV ekTTaideuon STEAM

e AvaAUouv TIG TTPOOTITIKEG KOl TIG TTPOKARCEIS TWV TTIO OUYXPOVWVY Kal
(POUTOUPICTIKWY EQAPUOYWYV TEXVOAOYIag o€ TUTTIKG 1} dTutta TTEpIBAAAOVTQ
paBnong STEAM

e AZioAoyouv kai eTTIAEyOUV KATAAANAEG WNQIOKES EQAPUOYEG YIa JABNon Kai
eTMKOIVWVia oToug Tougic STEAM

o >yxediafouv TrepIBAAAOvTa pdBnong STEAM pe Bdon TIg oUyXpOveG
TTPOCEYYIOEIS TNG TEXVOAOYIag Kal Tou oxediaouou pdbnong yia 6Aoug
((Universal Designs for Learning)

e XxedIGlouv Kal avaTrTuooouV KAaTAAANAO wnelakd UAIKO yia éva oUyXpovo,
TEXVOAOYIKG utTOOTNPICOLEVO NaBnaiakd mepiBdAlov STEAM




e AZIoAoyouUv TNV EQapPoyr TV VEWV TEXVOAOYIWV KOBWG KAl TOU Wn@IaKoU
UAIKOU 0€ oxéon We TNV EvOowHATWOor] Toug oTn diadikaoia Tng panong kai
di1daokaiiog STEAM

e AvaAUouv nBiIkG ¢ntiuata kal B€uata deovroloyiag oTnv TTAIdAYWYIKK
aglotroinon TwWvV TEXVOAOYIKWV £CENIEEWV.
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To TTepIEXOUEVO TOU PaBruaTog TTepIAauBAavel Ta akdAouba:

o Néeg Texvoloyieg MaBnong kar Emkoivwyviag kar Exmraideuon STEAM:
Baoikég évvoleg kal opiouoi. Etregnynon kar diaca@rvion OXETIKAG
opoAoyiag

o  KoIvWwVIKEG BIAOTACEIG TNG OXEONG TEXVOAOYIAG Kal TTAIdAYWYIKAG

o Otwpieg nadBNONG Kal 0 POAOG TWV VEWV TEXVOAOYIWV 0T d1I0ACKOAIa Kal
paénon STEAM

o  KaIvoToueg Kal avaduOuEVEG TEXVOAOYIEG KAl EQAPPOYES OTNV EKTTAIDEUON
STEAM (MNvwpiyia, TTPAkTIKr €EA0KNON, KPITIK avdAuon Kal agloAdynon
Tou TTaIdaywyIkoU TTAaICiou Xpriong Toug o€ TUTTIKG R aTuTra TTepIBAAAovTa
ekmaideuong STEAM):

o AladpaocTikd ynelakd BiBAia (interactive e-books)

o [Maixvidia kal TTpocopoiwoel§ (games and simulations)

o Auvopikég  OTITIKEG  avaTrapacTdoels  (dynamic  visual
representations)

o E@apuoyéc eikovikng, €mauénuévng Kal PIKTAG TTPAYMATIKOTNTAG

(virtual, augmented, and mixed reality)

Eg@apuoyéc Web 2.0

2xedlaoudg oe 3D (3D design) kai Tpicdiaotarn exkrurrwaon (3D

printing)

E@apuoyEG yia KIVNTEG OUOKEUEG

AiGxuTn UTTOAOYIOTIKA

TexvoAoyieg uTtooTAPIENS cUVAICONUATWY

Texvnt) Nonuoouvn (artificial intelligence) kal avaAuTiki adénong

(learning analytics)

o [Madaywylkd povtéAa kal OISAKTIKEG PEBodoI TTou OléTTouv Tnv dia-
emoTnUovikn Tpocéyyion STEAM kai o poAog Twv VEWV TEXVOAOYIWV
HABnoNg Kai TTIKOIVWVIAG:

o EuéNikTn pdbnon

MdBnon péow TTPOTIEKT

2UVEPYOTIKA NABnon

AlEPEUVNTIKA KAl AVOKAAUTITIKA pddnon

AlagpopoTtroinuévn padnon (differentiated learning)

E¢aTouikeupévn Kal TTPOCOPUOOTIKA wabnon (personalized and

adaptive learning)

Mdaenon yia 6Aoug

MauixvIBoKeVTPIKN uabnon

Ma6non ekté¢ aibouoag (outdoor learning)

EumAaioiwpévn uaénon (situated learning)

o Mdbnon yéow povteAottoinong

e Emuopewon ekmaIideuTikwyv oTnv Tpocéyyion STEAM péow Tng

aclo1ToinonNg oUYXPOVWY TEXVOAOYIKWYV £PYOALIWY Kal JECWV
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e 2xedIOOUOG, €@ApuOy Kal afloAdynon eKTTAIOEUTIKWY OEVaApiwY  Kal
OpacTNPIOTATWY TTOU oTNPIovTal OTIC TTAIdAYWYIKES APXEG KAl JOVTEAQ TNG
ekraideuong STEAM kai TrepIAaUBAvouY TNV agloTroincn KAIVOTOPWY Kal
avadUONEVWY TEXVOAOYIWV KAl EQAPUOYWV

e [lpoPAnuaticpoi, OSUOKOAIEG Kal Kivduvol OTnV £QAPUOYN TWwV VEWV
TEXVOAOYIWV PHEBNOoNG Kal eTmKoIVwviag oTnv ekmraideuon STEAM

o HOIka {nmuata kai B€uaTa deovroAoyiag oTnv aglotroinon Twv oUyxXpovwyv
TEXVOAOYIKWV ECENICEWV.
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