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2KOTTO6G Tou WaBAuaTOG eival N €ilo0aywyr] TwWv QOITNTWY OTo BewpnTiKo
TAQICI0 Kal TIG TTAIDAYWYIKEG APXEG OTIG OTTOIEG OTNPICETAI N TTPOCEYYION
STEAM (Science, Technology, Engineering, Arts & Mathematics —
S.T.E.AM.). Z16x0¢ €ival o1 QOoITNTEC/TPIEG va AVAYVWPIoOUV TNV cnuagia
TNG TTPOCPATNG dleUpuvaong Tou PovtéAou AletmioTnuoviKAg (interdisciplinary)
Mpooéyyiong ¢ EmoTtAung, g TexvoAloyiag, Tng Mnxavikng kKai Twv
MaBnuatikwyv (Science, Technology, Engineering and Mathematics -
STEM) otnv Ekmaideuon, yéow NG MPooBNKNG Twv TEXVWYV OTOUG TOUEIG
STEM uye amoTtéAecpa Tn Onuioupyia  Tou  Ala-EmmoTtnuovikou
(transdisciplinary) povtéAlou Ektraidsuong STEAM (Science, Technology,
Engineering, Arts & Mathematics — S.T.E.A.M.). Zuykekpiuéva, €MIOIWKETAI
OTTWG 01 POITNTEG/TPIEG KATAVOROOUV (i) Ta TTAEOVEKTAUATA, OAAG TIG BACIKEG
aduvapieg/kpITIKEG Tou povTéAou Ektraideuong STEM, (i) 1I¢ Baoikég
dlapopég Tou povTélou Exraideuong STEAM o€ oxéon pe 1o povtéAo STEM,
Kkau (i) Ta TTPOCOETa OPEAN TTOU TTPOCYEPEI TNV EKTTAIOEUCT) N CUMTTEPIANYWN
Twv Texvwv (Arts) oto STEM. TMapdAAnAa, 10 pdBnua oTtoxelsl oTnv
€€OIKEIWON TWV QOITNTWV YE TIG ETTIKPATECTEPEG OUYXPOVEG YVWOTIKEG KAl
KOIVWVIKEG BEwpPieg ABNONG Kal ETTIKOIVWVIAG KABWG Kal GAAEG BewpPNTIKES
TIPOCEYYIOEIG TTOU OXETICOVTAI E TO OXEDIAOUS KAl TNV EQAPUOYH TWV VEWV
TEXVOAOYIWV PEBNOoNg Kal €TMKOIVWYiag oTnv ektraideuon STEAM. Méoa
amdé TN oulATnon OuVATOTATWY Kal TTPOKAACEWV YId TO OCUVOUACOMO
OUCTNHATWY Kal BEwWpIWY, TO JABNUa €xel ws oTdX0 TN oUvOEon TNG Bewpiag
ME TN pabnolakn diadikagia Kal T XPHon Twv VEWV TEXVOAOYIWY, VIO TO
oXeOIao N0 aUYXPOVWY Kal AAANAETTIOPACTIKWY PaBnalakwy TTEPIBAAAGVTWY
STEAM o¢ didgopa emitreda.

Mabnoiaka
AtroTeAéopaTa

Me Tnv oAOKApWoN TOU HaBAPATOG avapéveTal OTI O QOITNTEG/TPIEG Oa gival
o€ B¢on va:
o Emonuaivouv TIG BewpnTiKEG 16€€C KAl TTAIDAYWYIKEG APXEG OTIG
oTroieg aTnpiletal n Tpooéyyion STEAM
e Emegnyolv TG BAOCIKEG OPOIOTNTEG KAl OIAPOPEG TOU HOVTEAOU
Extraideuong STEAM o oxéon e 10 poviéAo STEM
e Emegnyouv Toug 6poug TToAueTTiIoTnUOVIKOTNTA (mMulti-disciplinary),
dlemoTnuovikoTnTa  (inter-disciplinary) kai  dI1a-€MOTNUOVIKOTNTA
(trans-disciplinary) kai 10 TTWG QUTOi  XpnOIMOTIOIOUVTal OTNV
BiBAloypagia yia va Tepiypdyouv Tov BaBud €Qapuoyng Tng
mpooéyyiong STEAM
o  TekunpIWvVOUV TNV avayKadTNTa TNG dIA-ETTICTNUOVIKAG TTPOCEYYIONG
TWV ETTICTNUOVIKWY Kal KAaBnUEPIVWV TTPORANPATWY, KOBWG Kal TG




MaBnong upéow Olgpelivnong Kai eTTiAuong TTpoPAfuartog (inquiry-
based/problem-based learning)

Mpoodiopifouv Ta PaCIKA XAPAKTNEIOTIKA KOl GPXEG TNG KABE
Bewpiag pddnong kai TG TOAVES ETMIOPACEIG TOUG OTNV EKTTAIDOEUTIKA
diadikacia STEAM

E¢nyolv TOUG TPOTTOUG ME TOUG OTTOIOUG Ol BIAPOPES Bewpieg
HABNoNnG eTNEEACoOUV TO OXEDIAOUS EKTTAIOEUTIKWY AOYIOUIKWY Kal
GAAWV YNQIOKWY £pyaAEiwy

AloAoyouv kai €TTIAéyouv TTNYEG, EKTTAIOEUTIKA TTPOYPAUMOTA KOl
WNEIOKA epYaAEia WG TTPOG TO TTEPIEXOPEVO KAl TV €QAPUOYH TOUG
yla TNV uTtooTAPIEN TNG ekTTaidsuong STEAM

2xediacouy, epapudlouv Kal aglohoyouv TEXVOAOYIKA
uttofonBouueva  pabnolakd  TTepIBAAAovTa oTnpi{Oueva o€
ouyxpoveg Bewpieg pABNONG Kal OTIC APXEG TNG DIA-ETTIOTNUOVIKAG
Tpooéyyiong STEAM.

MpoaTtrairotpeva

Kavéva

ZuvaTtrairoupeva Kavéva

Mepiexduevo
Mabriuarog

To TTepIEXOUEVO TOU PaBriuaTog TrepIAaBAvel Ta akdAouBa:

Eicaywyn otnv exmraideuan STEAM:

o O¢uarta kaBopiopou Tou TTEdiou Kal aTToCAPAVIONG BACIKWY
evwolwy, (Tm.x. STEM, STEAM, TOAUETTIOTNUOVIKOTNTA,
OIETTIOTNUOVIKOTNTA, OIA-ETTIOTNHUOVIKOTATA).

o Baokég apxéc TG OIO-ETMIOTNMOVIKAG  TTaAIdAYWYIKAG
Tpooéyyiong STEAM

o AMnAeTTidpacn TExvng kal ETNIOTAPNG O€ TUTTIKEG KAl ATUTTEG
Mop@ég exktTaideuong STEAM

o Avaykaidtnta Tng TTpoctyyiong STEAM — cupBoAf otnv
augnuévn yvwoTikn avdmruén otoug Touesic STEAM kal oTnv
KOAAIEpYEIOQ onuavTIKwy OeEloTATwY Tou 210U aiwva (TT.X.
ONUIoUPYIKOTNTA, KAIVOTOUIA).

KAaooIkég Kal ouyxpoveg Bewpieg kal povTEAa pdbnong:

o ZUPTTEPIPOPIOTIKES Bewpics (behaviorism)

o [TvwoTikég Bewpieg pdbnong: Bewpia TNG AVAKAAUTITIKAG
HABnong, oikodopIoPadg (constructivism), KOVOTPOUKTIBIOUOG
(constructionism), Bewpia NG  emegepyaciag NG
TTANPOYOPIag, KOVEKTIBIOUOS (connectivism)

o  KoIVwVIKOTTOAITIONIKEG BEwpieg Kal TTPOCEYYIOEIG: KOIVWVIKOG
OIKOBOUIOUAGG-KOVOTPOUKTIBIONAG, Bewpia g
dpaoTnpidTNTag (activity theory), Bewpia euTTAAICIWUEVNG
paBnong (situated cognition), Bewpia kaTaveunuévng vonong
(distributed  cognition), TpooéyyiIon Twv  “KOIVOTIKWV
KepaAaiwv yvwaong” (community funds of knowledge)

o Otwpia TG TOAAATTIARG vonuoouvng (theory of multiple

intelligences): AIQTTPOCWTTIKA Kai €VOOTTPOOWTTIKA
vonpoouvn.

o Oikoloyikég Bewpieg pabnong (ecological theories of
learning).

Madaywyikd povtéAa kal SIBAKTIKEG uEBodoI TTou diETTouv Tnv dia-
ETTIOTNHOVIKK, TEXVOAOYIKA UTTOOTNPICOPEVN TTPpOoCEyyion STEAM:
o EUéNKTn pédbnon




Md&Onon péow TTPOTCEKT

ZUVEPYOTIKA Hdbnon

AlgpeuvnTIKA KAl AVOKOAUTTITIKA NAaBnon

Alagopotroinuévn padnon (differentiated learning)

E€atopikeupévn Kal TTpocappooTik uaénon (personalized

and adaptive learning)

MdBnon yia 6Aoug

MaixvidokevTpikA paGbnon

Ma6non ekté¢ aiBoucag (outdoor learning)

Md&Bnon péow povrehotroinong

o Kowétnreg MpakTikAg kar Madnong.

o AlaoUvOeon TWV TTAIBAYWYIKWY HOVTEAWV Kal HEBOBdWY TTOU DIETTOUV
TNV Tpocéyyion STEAM e TIG BAOIKEG APXES KAl TIG WUXOAOYIKEG Kal
ETTIOTNHOAOYIKEG BIOOTACEIG TWV OUYXPOVWY Bewpltdv Padnong

o EmAoyy kai a&loAdynon OIadIKTUOKWY TTNYWY, EKTTAIOEUTIKWV
TTPOYPONPATWY KAl YNOIOKWY EPYAAEIWYV WG TTPOG TO TTEPIEXOUEVO
KAl TNV €QAPPOYA TOUG Yia TNV UTTOOTHPIEN TNG ekTTaidcuong STEAM

o >¥eDIAOTIKEG APXES AVATITUENG HaBnolakwy TTePIBaAASVTwY STEAM
pe xprion TIHE

o 2XEOIAOMOG OIDOKTIKWY CEVapiwy Kol  dpacTnEIOTATWY  TTOU
oTnpeifovtal OTIG apXEG Twv CUYXPOVWVY Bewpiwv pddnong kai Tng
OIa-€TTIOTNPOVIKAG TTpocEyyiong STEAM.
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