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Agenda ® Webinar

Wednesday 21st January 2026,

1 Welcoming remarks e honk pRy e
2 The OUTSTE(A)M project and the MOOC In a nutshell

3 The Scientix Ambassadors

4 The OUTSTE(A)M Toolkit.Time for the OUTSTE(A)M experts!

5 Audience Q&A

6 Closing remarks wi%ngNTlx'
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https://events.teams.microsoft.com/event/695955fa-28bc-4cde-ad02-edbfda554cba@e21d18f1-2112-4ecf-a67c-d20aedbd18b3

To facilitate : O

A A high-quality STEMeducation

A Reconnection with nature through outdoor education
A Awareness for STEMcareer pathways

A Age -appropriate use of technology

A Combat against gender stereotypes inthe STEMfield

For children in Early Childhood Education Care
(ECEC) and primary schools (2-9 years)
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The OUTSTE(A)MOOC

Running from 12 " January 0 18" February 2026, this
course will assist ECEC and primary school teachers and
educators:

Learn more about the integrated STEM or
STE(A)M approach.

Explore the OUTSTE(A)M toolkit.

Promote inclusive , sustainable and age -
appropriate technology  practices.

Design effective STE(A)M activities.

4 Modules (~25h total), 3 live events
1 week extra for the final assignment

OUTSTE(A)M in Action:

Let's STE(A)M! MOOC

Inspire young minds through creative

STE(A)M teaching.

Register now!

Starts on 12" January 2026
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A Q&A Session
Let’'s Get OUTSTE(A)Ming

CUTSTEAM Wednesday 14" January 2024

17:00 — 18:00 CET

Un.orc
h o ooln MOOC Module 1
MOOC Coordinator OUTSTE(A)M in Action: Let’s STE(A)M
ropean Union. Views and opinions expressed are however those of the author(s)
necesszarily reflect those of the European Union or the European Education and
Culture Execulive Agency (EACEA). Neither the Ewropean Union nor EACEA can be held
ponsible for themnr
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Q&A oOLetds get OUNeSnEdsdqy A4 Miamuary2026, 17:00 6 18:00 CET

Focus:

1) Explore the aim, goals, structure, special features, and final assessment of the "OUTSTE(A)M In
Acti on: Let' s STE(A)M MOOCO

2) Benefit from practical tips that can enhance your learning journey and
3) Gain a clearer understanding of what to expect in the MOOC


https://www.europeanschoolnetacademy.eu/courses/course-v1:OUTSTEAM+STEMeducation+2026/918e94f6ae1a46ac8416986f19e90a8f/

V OUTSTE(A)M Learning Scenarios

V OUTSTE(A)M Games and Toys i W

V OUTSTE(A)M Job Profiles Lc;l:::g ::;eo?,fr .
Oceans

V OUTSTE(A)M Guidelines for Educators @ I

Y
9 e D
L]

Exploring Space
and the Solar

ksEuropean aiju DCU .. International Child > System

ChOOlnet TECHNOLOGICAL INSTITUTE Ollscoil Chathair Development |n|t|atlveS
FOR CHILDREN'S PRODUCTS & LEISURE Bh0|le A-tho Cllo-th
Dublin City University

Our Changing
Weather



https://www.scientix.eu/resources/knowledge/teaching-materials/teaching-material?id=131146

Meet the Scientix Ambassadors

Aglaia Mantzana
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The OUTSTE(A)M Learning Scenarios*%;xgg;%;?g;ié' CUTSTEAM

Ready to use Contextualizing STEM
resources

Know How

Adjustable
resources Teacher 0s confi dence

Lack of practical

Lack of time | | |
Links to Curriculum exampies

Real relevant
classroom
examples
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The OUTSTE(A)M Learning Scenarios CUTSTEAM
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OUTSTE(A)M Learning Scenario: OUTSTE(A)M Learning Scenario: OUTSTE(A)M Learning Scenario:
6 - 9 year old pupils
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the European Union

2-3 year old children 4-6 year old pupils 6-9 year old pupils
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6 - 9 year old pupils
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The OUTSTE(A)M Learning Scenarios

First Page

Boxes and Foxes

Summary

Children embark on a journey of discovery and creativity! They deal with real-life problems and
enhance their spatial awareness with activities inspired by a story about a fox and some boxes.
This happens through a lively interactive song, and fun-filled activities focused on prepositions.
By building and decorating boxes, children boost their fine motor skills and use their creativity,
while sorting natural materials sharpens their early math skills. Qutdoor learning alsc promotes
sensory exploration and teamwork.

Keywords

Geometry, Prepositions, Spatial Awareness, Proprioception

Aim

Children will practise essential STE{A)M skills by playing with objects and using prepositions of
place. They will also practice cognitive, language, literacy and socio-emotional skills.

License

Attribution ShareAlike CC BY-SA. This license lets others remix, tweak, and build upon this work
even for commercial purposes, as long as they credit the original creation and license their new
creations under the identical terms.

Overview

Subjects Science, Engineering, Arts, Mathematics, Language, Outdoor
Education, Social studies

Topics Holistic learning by playing with objects and using prepositions of place
Age of children 2-3 years old
Preparation time 2 hours

Teaching time Thour and 50 minutes

Teaching materials  Online materials and resources

CUTSTEAM

Guiding Comments

Guiding comments

Learning objectives

1.

The Learning Scenario is intended to serve as a guide and
framework for your own planning. Based on your context and the
interests and needs of your children, you may choose to adjust this
Learning Scenario accordingly. You are free to extend, repeat,
adapt, rearrange some activities or spend more time in them as you
see fit (License CC BY 4.0).

. The core activities in this Learning Scenario are Activity 1

“Introduction and aim”, Activity 3 "Comparing weights" and
Activity 5 “Sinking and Floating", both leading to Activity é “Building
a boat". All other activities are complementary and lead to deeper
understanding of the fopic.

. The materials and resources mentioned above are suggestions. You

may choose to use different ones based on yours and your pupils’
needs or use them in different activities than the ones they are
intfroduced in.

Part of the story used in this Learning Scenario refer to a survivor of a
shipwreck who reached the shores of a deserted (abandoned)
island. Given your pupils’ sensitivity fo distressing themes, you may
want to adjust the story.

Investigate about weight by comparing two different objects at a time or different sizes
of the same object.
Explore the concept of capacity by comparing different water volumes on containers

(same size).

Discover objects' density by inquiring about different materials in sinking and floating

situations.

Build their own boats taking into consideration all the materials’ properties.

CUTSTEAM

CUTSTEAM

o Exploring and understanding the impact of water pollution through brainstorming
strategies for cleaning polluted lakes, analysing water samples to understand pollution
levels, and creating filtration systems.

o Reinforcing their understanding of the water cycle, water filtration, and the impact of

pollution through a scavenger hunt game.

Lesson Plan

STEM
Procedure Duration Criteria
Code

Activity 1 “Letter Pupils learning journey starts with a lefter from 20’ Al, A3,
from ‘Droppe’ the | Droppe, a water drop who lives in a lake near the F5

Name of activity

water drop” school premises.

This short letter/story sets the stage for all activities.
Language Addl’nfnall.;gl this Clier:fel,r mokes pupnsf 'TKFOMelClj'?e
(Letter/Story) more tangible and help them connect it to real-life.

Prior to the lesson, write on a piece of paper the

science (Water/ following letter and put it inside a boftle.

Water pollution),
Environmental Hi,
Education
(reasons for water
pollution)

My name is Droppe, | am a little water drop living in
Lake Brunnsviken. Qur beautfiful lake is in trouble.
Pollution is making our water dirty, and many of my
friends, the fish and other water creatures, are
having a lot of problems because of this. We need
your help to clean the lake and make it safe again.

Can you help us, please? Together, we can make
our lake a clean and _hgpp

| esson Plan

A station with a large vanely of matenals [8.g..

wood, plastic, rock, marble, feam, poper, atc)

including waler containars and a balance scala will
faster pupils” free ploy, during which thay can
deapen ther undecstanding of the concapls
addresed n the Laarmng Scenario [comparne

waights, matariak, and sizas and examineg fraaly the

concepts of sinking and floating). They will ako have

oocess to scissors, fapas, strows, playdough to build
different kind of boats.




Prepositions of space

Boxes and Foxes 2-3 . Click here
and early math skills
Let 6s Sai Project about natural :

Island! 46 materi al so prggglp()—hee—rre—ti
The Wondertul 6-9 Watreor Ceyr(t:its. ’ch? e Click here
World of Water prop . .

sustainability
Complex and simple
Let s F | x6-91 t| machines, STEM career Click here
Service Engineer
. Friction, wear and
The Guardians of 6-9 lubrication, STEM career Click here

Tribology

Tribologist
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The OUTSTE(A)M Job Profiles sommx  GUTSTEAM

Battle gender stereotypes in the STEM field
Promote gender equal practices

Living examples of the STEM career paths

Activity prompts

Activity (before or after watching the video)

Start the day by looking out of the classroom window: what's the weather like today?
Show videos or images of different weather phenomena (e.g., rainbows, storms) to
build pupils’ understanding and vocabulary around the topic.

Introduce your pupils to a “Weather Wizard", who can forecast the weather. They can
also become “Weather Wizards" by looking at the window and identifying the different

Accompanying phenemene.

Search or come up with songs and poems related to the weather. Whenever the
weather changes, why not sing together?

/ \Ct I V I tl e S Talk about meteorology. Focus on what pupils know, what misconceptions they have,
and discuss related fields (e.g., climatology). Highlight how meteorology benefits
society (e.g., predicting storms, aiding agriculture).

Video Interviews

Present information on meteorologists' tools, environments, and famous meteorologists
from your country or region. Introduce vocabulary like “weather”, “clouds”, and
“precipitation”. Let pupils research and present their findings.

Use the transcript of the interview to intfroduce what meteorologists do and why their
work matters. Let pupils highlight key words like “forecast”, “prediction”, and
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Accompanying

Video Interviews Activities
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Some final detalls

Marine Biologist

Marine Biologist

Meteorologist

Accompanying
Activities

2-5 years old Click here
5-9 years old Click here
2-9 years old Click here
2-9 years old Click here
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CUTSTEAM
CREATION PROCESS

A Variables definition A Topic: Space, Water Al JUBs Living Lalt Usabilty
A Documentary/ Product cycle and nature Legal and Ethical A Appeling
research environment procedures A Accessibility (TUET tool)

A User profile A Addressed age




GENERAL_ KEYWORDS: 5STEM, STEAM, STREAM

SCIENCE

Biology

Animals

Mature
Chemistry
Experiments
Botany
Astronomy
Astrology
Anatomy
Marine Sciences
Environmental Sciences
Geology
Genetics
Laboratory
Solar energy
Solar system
Space

Planets
Sustainability
Research

TECHNOLOGY

Augmented Reality
Virtual Reality
Artificial Intelligence
Robotics

Coding
Programming

Smart

Electronics
Mechanics
Constructions
Magnetics
Models
Modelling
Assembly kits

Works of art
Handicrafts

Music

Musical instruments
Architecture
Sculpture

Creativity
Do it yourself (DIY)

CUTSTEAM

Physics

Addition, subtraction

Multiply

Dividing
Arithmetic
Calculation
Numeracy

Logic

Puzzle

Problem solving
Geometry
Geometric shapes
Sizes

Proportions
Temporary/ dates
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CHILDREN ABOVE RECOMMENDED TIME

1 to 3 years

4 to 6 years

7/ to 9 years
10 to 12 years
TOTAL

2023 2025
84% (0 minutes) 84% (0 minutes)
88% (30 minutes) 88% - 98% (30-0* minutes)
75% (60 minutes) 90% (40 minutes)
54% (120 minutes) 98% (60 minutes)
75% 91%

Source : AlIJU 2025
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CHILDREN ABOVE RECOMMENDED TIME

Hours Per day TOTAL PORTUGAL SPAIN ITALY
Less than 1 10% 17% 12% 7%
Between 1 and 2 39% 44% 27% 63%
3 hours 18% 22% 27% 15%
More tan 3 hours 33% 17% 34% 15%
+1 hour day 90% 83% 88% 93%

Source : AlIJU 2023

1%

0%

0%
99%
99%
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PROBLEMS RELATED TO EXCESSIVE SCREEN U3

Pediatricians Psychologists Ophthalmologists

3
2 &2 22 S N
2 " B = s
Sleep Mental Overweight / Irritability  Sociali Anxiety/ Myopia Dry Eye
disorders health obesity zation stress eye strain
difficulties

Source : AlJU 2025




Activities

PREFERRED ACTIVITIES BY CHILDREN

TOTAL PORTUGAL SPAIN ITALY EGYPT

CUTSTEAM

Practice sport
Listen to music
Watching television
Playing videogames
Playing outdoors
Reeding a book

33%
27%
21%
20%
18%
17%

22%
34%
29%
17%
10%
22%

Source : AlIJU 2025

33%
33%
22%
31%
14%
21%

27%
27%
20%
20%
28%
17%

32%
24%
25%
18%
16%
17%




78%

Be with
friends

55%

Playing
outdoors

50%

Practice
sports

Children selection of 5 preferred activities

. . . |

.y LD .y

49%
39%
33%
- 27% | 24%
I I I . 3
Painting, Videoga Singing, Social Playing Watching Activities Reading
crafts mes dancing, media with toys films, in nature
listen to videos series, tv
music

Source AlJU 2024

CUTSTEAM

12%

Theatre,
cinema

12%

Cooking

12%

Robotics




Playful toy lovers

They are children
who love to play
with toys and are
very imaginative in
the way
they play with them.
They show little
interest in
technological,
musical and fashion
trends.

Humorous champs
4-9 10%

Silly play makers

They are very
enthusiastic
children who love to
play with both toys
and video games,
and enjoy making
people laugh very

much.

Affectionate dreamers

4-9 8%

Loving princesses
and princes

They are children
who enjoy playing
princesses and
taking care of dolls
and plush toys very
much. They live in
a world of fantasy
and imagination
and they love

dancing.

Notable achievers
8-12 14%

Challenge seekers

They love physical
or mental
challenges
and above all they
like to win at
games,
video games or
practicing a sport.
They like to follow
the news (be
up- to-date) and
usually belong to

an organised team.

Green explorers
S5all 12%

Curious outdoor
adventurers

They are children
who love nature
and animals. They
like sports and
playing outdoors.
They are very
creative and love to
play both with and
without toys.

CUTSTEAM

Experimental makers

6al2 18%

DIY creatives

They mainly love
reading and doing
crafts. They prefer
to be at home and

are quite sedentary.

Social media
influencers

They are children
who love to be up-
to-date in
technology and
video games. They
usually have a
mobile phone and a
tablet. They are the
ones who use
social media the
most, especially
YouTube and Tik
Tok.
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Co-creation activites
at Al JUOs L1 ving

Evaluation
questionnaires

A Level of appealing
A Level of understanding

A Knowledge acquisition

Ana Mata M? José Martinez M? |sabel Pardo

N

Eloy Hurtado Pablo Busé Sonia Torres




CUTSTEAM

TEACHERS / EXPERTS

CHILDREN

PARENTS
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FACE TO FACE INTERVIEWS E-SURVEYS

TEACHERS / EXPERTS

PARENTS

CHILDREN




Toys & games
Usability
Evaluation Tool

https://www.tuet.eu/

What's it for?

INTELECTOYS

U=zability Evalu.

Evaluaton: v or cde D
A

Toy/ QamE: ke Cirrpuany
ho

UFPOEE: What & the primany slemenl of fus in the play acthity with this lygame?
x ui T
ura K agmaily whal B b + ey purpes
e 1 omie w bl valusl en o W kg

L

Toy/game play CategOry: e ok yo choaby this loygame?
Tk ona ol ha lar men celsporsn erording (o COOL . choadoatan. In o | detrmine @ celepony, B B necsmany
15 koo P which aspes] predominales in B kpgane.

a1 ctivibinc for tha plessns in oblenng e

Toga for Symbolic Pl
on, and inep

¥y | penitrng keyn ) ipmrimeant lopa | prcuciion Ky

B. UZ=BIUTY OF THE TOY/@AME

Tabls * Relevant ltems for chilkdren with HEARING IMPAIRMENT
Partially hearirg impaired - deaf

1.1 INTENDED PLAY PURPOSE OF THE TOYGAME

111 The tepgame play purposs can Ba achisved saing maisly visusl snd metor shilitis,
ar rasisunl Baaring. |Ksap in mind the degres ol imgairment =f the inlendad use
ard answer YES # you consider thal e imended user can schisve the pliy
ek with Biia wgmmed.

1.2 5EM
12T

minm o the boxy

T N b iy

CUTSTEAM

Table 2 Relevant ltems tfor chilkdren with VISUAL IMPAIRBMEMNT
Pantlaly vwisually Impaied - bird £ calour-blind

2.1 MTENDED PLAY PURPOSE OF THE TOV/GAME

2.1.1 The loygmme play purpose can ba achisved using meinky hearieg and malor
abdites, or esidusl vision. (Keep n mind the degres of impairmant ol He intended
wmar snd arawar YES || you consider Thai the inferded cxer can schies Tha play
pleunwre with this paricular lop‘gamel

2.2 COLOURS AND TEXTURES e
221 Thm

g his viad mrelan highly soninedling oolowrs g peliow and dark. Bus
o o and whilke

farass of uss (hulcn,

oira, tusani of e rygmaras mre clanrly covresked

o Rt i sracnchind jociour- blinciris:

s dilfwrend loakues. Iohis. relay or madeals, whch s v e o Gw
lygars,

2.3 FORM AND COMPONENTS i e
i esml fnecduss| his areasibe or wcopreslie S, sy D sy

i, seicheins, connec o,

recogn msh e by louch o1 Be

CORCLUSION: Considaring T degres o WISUAL impainment of the inmended oo, ihe bopigams is:

LHUSABLE DAFTARLE

dly solul ora thal sl ncl changs the phig pan|
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Children's Play Motivation Parents Appeal Level of Game Ideas
n=162 (High + Very High)
n=162
74% 86%

62% 76%

52%

37%

Rain Explorers EcoRescueAR Solar System Rain Explorers Solar System EcoRescueAR

A EXPF{?)II;QERS
EXPLORERS

*Do you like the idea of this game?
*Which of these games would you like to play? (you may mark more than one)
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