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1. EDUSIMSTEAM 
Fostering STEAM Education in 

Schools



Fostering STEAM Education in Schools

Support for policy

reform
Facilitate the collection and 

analysis of evidence to 

substantiate innovative 

policies and practices

Support the establishment of an EU level 

action to promote a STEAM approach to 

education and existing curriculum 

Promote an effective STEAM 

approach in education and

enhance the related teachers’ 

skills and curriculum



Project Partners



Target: Teachers and Students in K-12 Schools

Define their needs for 
STEAM education

Gain STEAM 
methodology through 

teacher training

Online platform, 
curriculum, learning 

scenario studies

Policy making 
documents: form the 

transnational dimension 
of STEAM as an 

innovative policy in 
education throughout

the partner countries in 
the EU.



Project and Pilotting

Mentors Pilotting IdeaSim

video

http://www.robotsan.com.tr/en-GB/urunler/urun/25/ideasim


Responsibilities of Mentors

Investigating the 
course

Supporting 
teachers

Sharing examples Defining timeline

Sharing the 
platform: 
steam.eba.gov.tr



2. Introduction to
Integrated STEAM

Teaching & Relevant
Pedagogies



STEAM Education



Learning Objectives

Integrated subjects

A passion for exploration and growth

The 4 C's of 21st Century Skills

Real-world problems

Hands-on learning

Teamwork

Hands-on Learning

Failure as a necessary part of learning



Computational Thinking



Problem-based Learning



Project-based Learning



Inquiry-based Learning



5E Model



3. STEAM Education in Context



STEM subjects and how STEM careers 
are contextualized at school

STEAM Careers



Connection between different subjects

Through creative STEAM activities Based on real-
life and concrete experiences



Building an authentic STEAM lesson/theories

Gives all students
hands-on 
learning

experiences

Shows them a 
different way to
value the arts

Exposes students
to the creative

process

Provides a unique
way to problem-

solving

Encourages girls
to explore

STEAM fields

Offers
meaningful

collaboration

Increases critical 
thinking



The importance of factors in learning



Incorporating related skills into the general

learning environment and curriculum



4. STEAM in Different Disciplines



Discussion Questions

What can STEAM do for 
primary/ secondary/ 
high school students?

How different disciplines 
in STEAM benefit from 
this contribution?

How can you integrate 
STEAM education in your 
class activities?

How can you integrate 
STEAM education into the 
curriculum?



5. Robotics and Coding



Why do we need robotics in STEAM courses?

Reason 1: It serves as an 
intersection of all STEAM fields

Reason 2: It supports learning 
by doing

Reason 3: It is engaging

Reason 4: It is scalable

Reason 5: It is inclusive



Which one is best in STEAM education?

vs



Engineering Design Process

Robot types according to
their purposes

Robot types according to 
physical features

Parts of robots



Microcontroller Boards – micro:Bit



Microcontroller Boards - Arduino



Microcontroller Boards - Arduino
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Question & Answer

Thank you. 
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