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2KOTTOG TOU PJaBruaTog givail n eicaywyr] Twv QoITNTWV/TPIWV aTrn QIAOCGOPIa
Kal TTPAKTIKI TNG TTAIBAYWYIKAG AgIOTToiNONG OUYXPOVWY KAl GOUTOUPIOTIKWV
EQOPUOYWV (TT.X. EIKOVIKAG KOl E€TTAUENUEVNG TTPAYUATIKOTNTOG, TEXVNTAG
vonpoouvng, 3D printing, KivnTWv OUCKEUWYV, cORaPWY TTaIXVIOIWY) O€
TUTTIKG 1) aTuTTa TTEPIBAANovTa pddnong STEAM. Méoa atrd Tnv 1Ta@r Kal
eCoikeiwon pe OIGPOPES EPAPHOYEG TEXVOAOYIWV QIXMAS KAl TNV KPITIKA
avadluon TnG oulyxpovng PiBAloypagiag, yivetar Slaolvdecn  Twv
OUYKEKPIUEVWY TEXVOAOYIWV ME TIC BewpNnTIKEG apXEC Kal Ta TTaIdaywyIka
HovTéAa TTou BIETTouv TNV OIlO-£TMIOTNUOVIKY TTpooéyyion STEAM (TT.x.
EUEAIKTN, OUVEPYOATIKH, BIEPEUVNTIKA KAl AVOKOAUTITIKA MABnon, pdénon yia
6Aoug), oUTwG WwoTe va avadelxBouv oI TTPOOTITIKEG, Ol TTPOKANCEIC Kal Ol
BéATIOTOI TPOTTOI QEIOTTOINONG TOUG KATA TOV EKTTAIDEUTIKO OXEDIQOUO.
MapdAAnAa, yiveTal eilcaywyr] o€ oUyXpova epyalgia avaTTTugnG EQapuoywy,
Méow TwV oTToiwV Ba gival ae BEon o1 oITNTEG/ATPIESG VO (GUV)ONUIOUPYHCOUV
OI10aKTIKO UAIKO Kal va oxedidoouv Baael autoU éva oUyXpovo, TEXVOAOYIKA
utToOoTNPEICONEVO HaBnolokd TTePIBAAAOV, TO OTToi0 va CUPPBAAAEl OTnv
augnuévn yvwoTiK avamTtugn aortoug Toueic STEAM, aAAd kal oTnv
KOAAIEPYEIQ onuavTIKWV BeCIOTATWY Tou 210U aiwva (T1.X. dnuIoupyIKOTNTA,
KAIVOTOWIa).

Mabnoiaka
ATtroteAéouaTa

Me Tnv oAOKApwoN Tou PaBrRuaTog avauéveTal 0Tl ol YoITNTEG/TPIEG Ba
eivalr og Béon va:
e [lpocodiopiouv TIG TeAeuTaieg €EEAIEEIC OTO TOTTO TWwV VEWV
TEXVOAOYIWV PdBNOoNG Kal ETTIKOIVWVIAG
o E&nyolv TIC KOIVWVIKEG, TTAIDOYWYIKEG KAl  ETTIOTNHUOAOYIKEG
TTPOEKTACEIG TWV TEXVOAOYIKWYV £¢eAiCEwV yia Tnv ektTaideuon STEAM
e AvaAUouv TIG TTPOOTITIKEG Kal TIG TIPOKARTEIG TWV TTI0 GUYXPOVWV Kal
(POUTOUPIOTIKWY EQPAPHOYWY TeEXVOAoyiag o€ Tummka 1A d&rutra
mepIBAAovTa pdénong STEAM
o A&lohoyoUv kal €mIAéyouv KATAAANAEG WNQIOKESG EQPAPHOYES VIO
MABNon Kai eTiKoIVwvia aToug Topegic STEAM
e 2xedidlouv TrepIBGAAovTa padnong STEAM pe Bdaon TG oUyXPOVES
TTPOCEYYIOEIC TNG TEXVOAOYIAG KAl TOU OXESIOOUOU JABNang yia 6Aoug
((Universal Designs for Learning)
e >xedIACouv Kal avatrTuooouv KATAANAO ywnoelakd UAIKO yia €va
oUyXpovo, TexVvoAoyikG utrooTnpi{ousvo [adnolokd mmepiBailov
STEAM




AlohoyoUv TNV €QAPUOYR TWV VEWV TEXVOAOYIWV KOBWG KAl TOU
WN@IaKoU UAIKOU 0€ OXEON ME TNV EVOWHATWOT] Toug oTn diadikacia
NG paBnong kai didaockaAiag STEAM

AvoAlouv nBikd ¢ntAnaTta  kal  Béuara  deovioAoyiag  OTnv
TTaIdaywyIKA aglotroinon Twv TEXVOAOYIKWY eEEAIEWV.

Mpoataitotueva ETD600 ZuvaTrairoupeva Kavéva
Mepiexduevo To TTepIEXOUEVO TOU PaBruaTog TrepIAauBAavel Ta akdAouba:
Ma®rpuaTtog o Néeg Texvohoyie¢ Mabnong kair Emkoivwviag kar Extraideuon

STEAM: Baoikég évvoleg Kal opiopoi. Etregnynon kai dlaocagrvion
OXETIKAG opoAoyiag

KoIvwVIKEG DIaOTATEIG TG OXEOoNG TEXVOAOYIOG Kal TTaIdAYWYIKAG
Ocwpieg pabnong Kai 0 POAOG TWV VEWV TEXVOAOYIWV TN S1IdacKaAia
Kal uyéenon STEAM

KalvoTopeg Kal avodUOUEVEG TEXVOAOYIEG KAl E€QOPUOYEG OTNV
ektraideuon STEAM (Mvwpipia, TTpakTIKh €€AoKNoN, KPITIKA avaAuon
kal afloAdynon Tou TTaidaywyikoU TTAAQIGIoOU Xprong TOUG O€ TUTTIKA
N GTuTTa TTEPIBAANAOVTA ekTTaIdEUONG STEAM):

o AladpaocTikd ynelakd BiBAia (interactive e-books)

o [Maixvidia kal TTpocopoiwoelg (games and simulations)

o Auvapikég OTITIKEG — avatrapoaoTaoelg  (dynamic  visual

representations)

o Eoappoyég €IKOVIKAG, emaugnuévng Kal MIKTAG
TTPAYHATIKOTNTAG (virtual, augmented, and mixed reality)
Eg@apuoyéc Web 2.0
2xedlaoudg oe 3D (3D design) kai TpIodIGOTATN EKTUTTWON
(3D printing)

E@apuoyEG yia KIVNTEG OUOKEUEG

AIGxuTn UTTOAOYIOTIKA

TexvoAoyieg uttooTAPIENS cuVaITONUATWY

Texvnm Nonuoouvn (artificial intelligence) kai avaAuTikA
paBnong (learning analytics)

Maidaywyikd povréAa kai di1dakTIkKEG PHEBODOI TTou BIETTOUV TNV dIa-
EMOoTNHOVIKN TTpocéyyion STEAM kal 0 pOAOG TwV VEWV TEXVOAOYIWV
HABnong Kai TTIKOIVWVIOG:

o EuéNikTn pdbnon
MdBnon péow TTPOTIEKT
2UVEPYOTIKA NAaBnon
AlEPEUVNTIKA KAl AVOKAAUTITIKA pddnon
AlagpopoTtroinuévn padnon (differentiated learning)
E¢aTouikeupévn Kal TTPOCAPPOCTIKY pdbénon (personalized
and adaptive learning)

Mdaenon yia 6Aoug

MauixvIBoKeVTPIKN uabnon

Ma6non ekté¢ aibouoag (outdoor learning)
EumAaioiwpévn uagénon (situated learning)

o Mdbnon yéow povteAottoinong
Emudépowon ekmraideutikwyv oTtnv mpootyyion STEAM péow Tng
aclo1Toinong oUYXPOVWY TEXVOAOYIKWYV EPYOALIWY Kal JECWV
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e 2XeDIAOUOG, E@apuoyr Kal agloAdynon eKTTAIOEUTIKWY CEVAPIWY Kal
OpaoTnpIoTATWY TTou oTnpifovral OTIGC TTAIBAYWYIKEG aApXEG Kal
povTéAa TNG ekTTaideuong STEAM kai repiAauBdévouy Tnv aglotroinon
KAIVOTOHWY Kal aVOOUONEVWV TEXVOAOYIWY Kal EQAPPOYWV

o [lpoBAnuaticpoi, BUOKOAIEG Kal KivOUVOI OTNV £QAPPOYR TWV VEWV
TEXVOAOYIWV PHABNOoNG Kal eTmKoIVwviag oTnv ektraideucn STEAM

e HOKKA {nmpaTta kai Béuarta deovioAoyiag oTnv agioTroincn Twv
OUYXPOVWV TEXVOAOYIKWY ECENIEEWV.
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