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PROJECT "DESIGNING BRIDGES AMONG EUROPEAN CITIZENS
THROUGH STEAM" 01.09.2017 - 31.08.2019

PROJEKTI KIRJELDUS:

Narva Keelteliitseum osaleb rahvusvahelises projektis ,,Sildade loomine euroopa kodanike vahel
STEAM-I alusel®. Kéesolevat projekti oli toetatud Erasmus + KA219 programmi raames ajavahemikuks

01.09.2017 - 31.08.2019.

Projektis osaleb 5 iildhariduslikku asutust Hispaaniast (IES MESTRE RAMON ESTEVE), Eestist
(Narva Keelteliitseum), Rumeeniast (SCOALA GIMNAZIALA, MIHAI VODA COM. MIHAI
VITEAZU), Tiirgist (ZUBEYDE HANIM MESLEKI VE TEKNIK ANADOLU LISESI) ja Itaaliast

(LS.LS. “ALFONSO CASANOVA”). Peamiseks projekti koordinaatoriks on kool Hispaaniast.

Kaheks projekti eesmérgiks on:

1.Arendada innovaatilisi ideid STEAM-I alusel (Teadus, Tehnoloogiad, Tehnika, Kunst ja Matemaatika);
2.Toetada tiidrukute osalemist teadusiiritustes, pooldades sugude vOrdsust.

Projekti osalejad tootavad innovaatilstes valdkondades, mis on seotud droonide, robotite, elektroonika,
algoritmide koostamisega programmides Arduino ja Hakeon. Projekti osalejad laiendavad oma teadmisi

koost60 abil.

Projekti votmesdnad on STEAM, sugude vordsus, kaasaarvamine, teadus.
PROJEKTI EESMARGID:

1.Opilaste teaduslik-tehniliste oskuste arendamine, kasutades kaasaegseid tehnoloogiaid.

2.Glimnaasiumi Opilaste kriitilise motlemise arendamine STEAM-I alusel (Teadus, Tehnoloogiad,

Tehnika, Kunst ja Matemaatika).

3. Tidrukute motiveerimise uute allikate otsimine, elustades nende huvi teadusainete ning uurimuste

vastu.
4.Opetajate abi uute praktiliste lahenduste tulemusliku leidmisega.
5.Toosuhete loomine teiste partnerkoolidega, pooldades vordsust, tolerantsust ja grupit6od.

Projekti blogi — http://equity-esteam-innovation.simplesite.com/

Projektijuht Olga Zukova
olga.zukova.nhg @ gmail.com




OIMUCAHUE NMPOEKTA:

Hapsckuit SI3p1koBoii JInnel npuHUMaeT ydyacTie B MEXIyHAPOIHOM IIPOEKTE MO Ha3BaHUEM
"Bo3BeneHne MOCTOB Cpeaii eBpornelckux rpaxaan dyepe3 STEAM". JlaHHBIN MPOEKT, MOTY4IHI
¢uHaHCHMpOBaHue B paMKax mporpammel Erasmus + KA219 na nepuon 01.09.2017 - 31.08.2019.

B mpoekTe yuacTBYIOT ISTh €BPONECHCKUX 00pa3oBaTebHbIX YUpekaeHnil: u3 Vicnanuu (0CHOBHOM

xoopaunaTop npoekta IES MESTRE RAMON ESTEVE), Scrounu (Narva Keelteliitseum), Pymbiauu
(SCOALA GIMNAZIALA, MIHAI VODA COM. MIHAI VITEAZU), Typuuu (ZUBEYDE HANIM
MESLEKI VE TEKNIK ANADOLU LISEST) u Utamuu (L.S.LS. “Alfonso Casanova).

JIByMsI OCHOBHBIMH T[SJISIMUA TIPOCKTA SBJISIFOTCS:

1.Pa3BuTHE MHHOBAIIMOHHBIX UCH Yepe3 HAYKY, TEXHOJIOTHH, IPOCKTUPOBAHKE, UCKYCCTBO H
MaTEeMaTHKY;

2. [oompenue ydacTus 1€BOYCK B MEPOIIPHUITUSX HAYIHOTO XapaKTepa, MoIIepKIBasi PABEHCTBO MOJIOB.
Y4acTHUKH MTPOEKTa pabOTAOT B MHHOBAIIMOHHEIX 00JIACTAX, KOTOPBIE BKIIIOYAIOT B ce0s paboTy ¢
JIPOHAMH, POOOTaMH, IJIEKTPOHUKOM, COCTABIICHHEM aITOPUTMOB B mporpammax Arduino u Hakeon.
Y4acTHUKH IPOEKTA PACIIUPSIOT CBOW 3HAHUS Yepe3 COTPYTHUIECTBO.

KiroueBsie cioBa npoekra: STEAM, paBeHCTBO IT0JIOB, BOBJICUCHHE, HAYKA.

HEJIUX MPOEKTA:

1. Pa3zBuTHEe Hay4YHO-TEXHUYECKUX HABBIKOB YUCHUKOB, UCIIOJIb3YsI COBPEMEHHBIE TEXHOJIOTUH.

2. Pa3Butne KkpuTHUECKOT0 MBIIIEHNS y TUMHA3ucTOB uepe3 STEAM (Hayky, Texnonorum,
MnxeHepHyto 1earenbHoCTh, FIcKkyccTBO U MaTemMaTHKy).

3. Ilouck HOBBIX HCTOUYHUKOB Ui MOTHBALIMH YYEHHUL, IPOOYXKasi UX UHTEPEC K Hay4YHbIM IIpeAMeTaM U
UCCIIETOBAHUSM.

4. ITomomrs yuurtensM B 3(pHeKTHBHOM HAXOKACHUN NMPAKTUUCCKUX PEIICHHI.

5. Co3nanue pabOYMX OTHOIIEHHUH C JPYTUMH NapTHEPCKUMH IIKOJIAMH, TIOAIEPKUBAs PaBEHCTBO,
TOJIEPAHTHOCTh U KOMaHAHYIO paboTy.

bror mpoexkra - http://equity-esteam-innovation.simplesite.com/

PykoBogutens nmpoekra Onbra XXykosa

olea.zukova.nhg @ gmail.com




DESCRIPTION OF THE PROJECT:
“Designing bridges among European citizens through STEAM” is an Erasmus + KA219 project
consisting of five European educational centers: Spain (coordinator), Estonia, Romania, Turkey and Italy.
The two main OBJECTIVES of the project are:
1. To promote innovative practices using STEAM (Science, Technology, Engineering, Art and
Mathematics) subjects;
2. To promote equity and inclusion in transnational activities, encouraging the participation of female
students to contribute towards gender equality in science and research.
The members of the group work in some innovative fields of STEAM, such as: Robotics, Drones with
social uses, Algorithms of electronics in Arduino and Hakeon, Video games software and Interactive
Mapping Environment Workshop, and they are interested in partnering to enhance, improve their
knowledge and innovative practices.
Key words: STEAM, female equity, inclusion, science.
AIMS
The OBJECTIVES of the project are:
1. Promoting in the students the scientific-technical areas as a whole and in an integral way, using
technology.
2. Promoting critical thinking and knowledge through STEAM in high school students.
3. Finding new sources to motivate female students to participate and choose scientific subjects that
promote inclusion and not marginalization in the field of research.
4. Helping teachers effectively find practical solutions in their fields of teaching.
5.Creating working relationships and networks of knowledge among different schools through
collaborative work to create a network of schools promoting equality, tolerance and teamwork.
Our blog - http://equity-esteam-innovation.simplesite.com/

Coordinator of the project Olga Zukova

olga.zukova.nhg @ gmail.com




