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‘The Project T E S T

TECHNOLOGIES FOT STEAM TEACHING

In line with the Digital Education Plan 2021-2027

Innovative and quality teaching/learning through new
technologies

Focus on STEAM-disciplines

Focal points:
e Co-development of a Learning Programme for training trainers

* Development of digital, methodological, design and
communikative-relational competences

Link to Project-Website: https://project-test.unisi.it/de/home-5/
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Project Objectives
LEST

TECHNOLOGIES FOT STEAM TEACHING

1. Encouraging a change of mindset of university teachers to
evolve into the role of the Adaptive Teacher

2. Stimulation of concrete changes in university pedagogical
practices

3. Promotion of a methodological, technological and didactic
alignment of a pool of teachers

4. Experimenting with the methodologies acquired
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So what?



‘ Informed Tool Selection?
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I Informed Tool Selection?
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< > Tool

TECHNOLOGIES FOT STEAM TEACHING
Features
Structured
’ Matching
Process

Tool
Categories
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| Selection Dimensions

Support Needs

TECHNOLOGIES FOr STEAM TEACHING

Types of

Types of
Learning Collaboration
IENS

IENS
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‘The Learning Dimension ()
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Bloom's Taxonomy

e Produce new or original work

Design, assemble, construct, conjecture, develop, formulate, author, investigate

Justify a stand or decision
evaluate

appraise, argue, defend, judge, select, support, value, critique, weigh

Draw connections among ideas

differentiate, organize, relate, compare, contrast, distinguish, examine,
experiment, question, test

Use information in new situations

execute, implement, solve, use, demonstrate, interpret, operate,
schedule, sketch

Explain ideas or concepts

classify, describe, discuss, explain, identify, locate, recognize,
report, select, translate

Remll facts and baswconeepts
det‘ne, dumioate, list, memorize,
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The Learning Dimension (11)

THE
SAMR
MODEL

Dr. Ruben R. Puentedura

MODIFICATION

Technology allows for significant task redesign
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| The Learning Dimension (l1)
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| The Collaboration Dimension ()

same different M{\.
time time

TECHNOLOGIES FOr STEAM TEACHING

Face to face Continous task
same Interactions
place decision rooms, single

team rooms, large public
displays, shift work
display groupware, shared

groupware, project
managment, ...

table, ...

_ Remote Communication
different interactions & coordination
p|ace video conferencing, chat,
shared screens, multi-user

email, blogs, group
calendars, wikis, version
editors, ... control, ...
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adapted from Johansen, Robert (2020-11-25), "User Approaches to Computer-Supported Teams", Technological Support for Work Group Collaboration, CRC Press, pp. 1-31




| The Collaboration Dimension (lIl)

Communication
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(Informal)

demands

generates
Awareness
(Media Space) creates (Social Protocol)
opportunities for
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Fuks, H., Raposo, A., Gerosa, M., Pimental, M., & Lucena, C. J. (2008). The 3C Collaboration Model.
In N. Kock (Ed.), Encyclopedia of E-Collaboration (pp. 637-644). IGI Global.
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Media Synchronicity

Conveyance

Convergence
Processes

Processes
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adapted from Dennis, A.R.; Fuller, R.M.; Valacich, J.S. Media, tasks, and communication processes: A theory of media synchronicity. MIS Q. 2008, 32, 575-600
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Support Needs —) Tool Features

Types of Types of Collaboration
EEIGINEAENS Tasks

CSCV.V 3C model
matrix

Media synchronicity

Bloom’s
taxonomy

Padagogy wheel
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T.E.S.T. TOOLKIT:
The STEAM Teacher

Toolbox
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