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NepiAnyn

Zmv gpyaocia avtr) napovotdletat iy Stepedvron avamtoéng delotjtmv Tov 210 awva oe pabntég/ tpieg
mg Ipetopadpiag Exnaidevong, xatda mv epmhokr) tovg oe STEAM dpaoctmpiotteg Exnadeotikng
Popmotikr)g. Katda ) Sidpketa mg épeovag, vlomoufnkav oe Anpotiko Zyoleio STEAM Sidaxtikeg
napepPaocetg mov Paciotnkav ot Bewpia tov Kataokevaotikov enotkodopntiopod (Constructionism)
OOPPGVA HE TIG apxEg Moo dtatonadnkav amd Tov Seymour Papert, vioBetriOnke to peBodoloyiko mhaioto
@V Four P’s of Creative Learning tov Mitchel Resnick xat agionor|fnke ®g eKnatdevTiko DAKO TO IAKETO
Exnatdevtikng Popmotikrig LEGO® Education WeDo 2.0 Core Set. Ot pabntég/ tpleg ooppeteiyav oe avtég
KAl P€0a arIo TV evepyo eUITAOKI) TOVG, SHodPYNOav IP@OTOTLIIEG KATACKEDES, TIG OITOieg aStoAoynoav
®G TIPOG T SNPIOLPYIKOTNTA Tovg, pia opdda kptov péow g Texvikng Zvvatvetikng AgloAoynong
(Consensual Assessment Technique - CAT). A&omowevtag ta amoteAéopata amod T Xpron Tov
OLYKEKPIPEVOD EPELVITIKOL epyaAeiov yia v agloAoynon g Snpiovpylkottag, 1 emidpaocn otn
SNPLOLPYIKOTNTA IOV EMEPEPE 1) EUIAOKT) TOV pabntev/piov oe STEAM dpaoctpiotnteg Exmatdevtikr)g
Poumnotikng fjtav epgavrg.

A£€eig kKAe181a: Exniaidevtiny Popmotiky), STEAM, Snpovpywotra, CAT

Elcaywyn

‘Evag topéag otov omoio prropet va avioet Kat va eviomotet 1) OnptovpyLKOTHTd, etvatl avtog
g Exmaideotikryg Popmotiknlg. 2t v mapovoa epyacia MApovotadetdal 1) ¢pevva oL
01e€1)x0n), mpoxkepévoo va peemOet i) entdpaor) STEAM Sibaxtikev napepPdoewmv dipnvng
olapketag, pe oxnpa v Exmaideotikr) Popmotikyy oty ekOrjAmorn Kat oty avdamtodn g
onpovpywottag padntov/ piov g [petopadpiag Exnaidevong.

IToAvap1Opeg épeoveg avagépoov ) Oetkr) enidpaor g Exmatdevtikrg Popnotikrg om
owaokalia twv xhadov STEAM oe oOleg tg Pabpideg trg exmaibevong MdaAota,
vnootpifetat neg 1) Exnaidevtikr) Popnotikr) amotelet oxnpa yia v exnaidevorn STEAM.
Meéoa amno mv Exnaidevtikr) Popmotikn) mapéyovtat evkatlpieg yid TV evoroinor OAoV TV
KAadav tov axkpevopioo. H Eguchi (2014; 2021), tovilet mv natdayoyikn adoroinon g
Exnaidevtikr)g Popmotikr|g o¢ davikov gpyaleiov padnong yia v mapoxr) KWIjtpev oe
0Aovg toug pabnteg/ Tpieg yia my eoaywyr) Tovg oto STEAM. Tavtoxpova, emtoyydaverat )
petapaon amd myv napadootakry Kat T OAoKANOKeVIPIKI] pdbnon o) pabnTokevipik)
padnon (Eguchi, 2014; 2021).

Tig televtaieg dexaetieg, 10 evOla@épov yia ) ONpIOLPYLKOTTA OtV ekmaidevor) €xet
aonOet. Xtig pépeg pag, amotelet pia amo tig mévte Paoikeg deSlotteg too 2100 atova. [ToANég
epeovnTikeg HeNéteg ot Oebvr) PiPAoypagpia ovoxetifoov Kt AIOdEKVOOLV H®G I
Exnaidevtikr) Popmotikr|] mpodyet m Snpovpywotta v padnteov/tpueov (Eteokleous,
Nisiforou & Christodoulou, 2020; Gubenko, Kirsch, Smilek, Lubart, Houssemand, 2021;
Katsaris & Katsios, 2021). Qoto0o0, TapoAo oo oAoéva Kat auSAveTdt, 1] §peovda yid T HeAeT)
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g enidpaong ot SnpovpyKom Ta Bpioketat akopn oe npoipo otdadio. Emiong avageépetat
n adovapia Iapoxng evog eKnadevTIKOL MAAIOIOL yla TV e@appoyr) g Exmadeotikrg
Poumotikrig otig aifovoeg S61daokaiiag, ®ote va Mmpodyetal 11 ONpovPYKOMTA TV
pabntov/tpiov (Eguchi, 2017; Yang, Long, Sun, Aalst & Cheng, 2020).

OewpnTik6 uToBabpo

Exnaidevtikn Poumnotikn - Constructionism - Four P’s of Creative Learning

H Exmmatdevtikr) Popmotikr|) avagépetat oe pia véa pebodo pdabnong mov Paociletat otov
IIPOYPAPPATIONO, OTOV OXeSIAOPO KAl 0T OLVAPHOAOYIO) POPIIOTIK®V CDOKEDOV HECT OTIO
o vidt kot Bropatikeég Opaotnprotntes. ITpokettat yia éva woxvpo epyaleio pdbnong kat
odaokaliag yia v avdmodn tov oefltoujtov tov 210 awwva (Romero, 2016; Blancas,
Valero, Vouloutsi, Mura & Verschure, 2021; Eguchi, 2014; 2021). AvarrtoxOnxke ota tAn mg
Oexaetiag tov 1960, ydpn omVv eVOOUAT®ON EVVOIDV ON®OG O OpPOG KATAOKEDAOTIKOG
enotkodopntiopog (Constructionism) too Seymour Papert otg mawdayoyukég Oempieg
pabnong xat yveootwng avdrrtodng xt eSehooetat paydaia (Di Lieto et al., 2019; 2020). O
Papert mp@tooTtdtnoe ot XP1On TOV LIOAOYIOTOV KAl T®V POUMOT YA EKIIALOEDTIKODG
oxorovs. H epyaoia avw| ompifetatl ot fempia 1ov KATAOKEDAOTIKOD EMOUKOOOPNTIOHOD
(Constructionism) oopgava pe Tig apyég moo diarvnaobnkav amo tov Papert (1980).

Ta tedevtaia xpovia, o Mitchel Resnick (2020), avagépetat otov Constructionism péom
evog matoiov mov 1o ovopdletl “Four P’s of Creative Learning: Projects, Passion, Peers, and
Play”. H epevvnur) opada Lifelong Kindergarten oto MIT Media Lab pe emxepahng Tov
Resnick, éyet evtomioet avtég Tig 1€0oeptg Katepbovtrpleg apyég yia v KaAAEpyela g
ONHIOLPYIKOTTAG HOL IAPEXOLY éva KAaAO pefodoloyikd mAaiolo yia v vIooT)pin g
OnpovpyKng pabnong v pabntov/Iplov. ZOPQ@VA [e avTeg, IPLIEL VA IIAPEXODHE OTOVG
pabntég/ tpleg evkatpieg va GovAéyoov oe épya, pe Paor to ndbog Tovg, oe ovvepyaoia pe
OLVOPNAIKODG KAl Of TAlYVI®Oeg IIVELHUA. XV TIapovoa epyaocia violem)Onke To
peBodoloywo mhaioto twv Four P’s of Creative Learning too Mitchel Resnick (2014; 2017).

H évvota tng onuioupytkotnTag

H dnpovpywotnta amotelet pia amo Tig faoikég deSotnteg Tov 2100 aimva KAt Tavtoxpova
Pia ammo Tig onpavIkoTePeg IIPOKATOELG OTOV X®PO TG ekmaidevon. ITpoxettat yia pia évvola
110D etvat SVOKOAO va oplotel alAd akopa 1o dvokoAo etvar va petpnet. H dnpiovpywomta
HIopel va avagepetat oe éva mpoowno, pia Siadwkaota, éva pépog 1) éva mpoiov. Tn)
ovvavtape oe en@oeig avlpomovg ald xat oe pikpd madid. Exet peletnOet amo yoxohoyoug,
eKTIALOEDTIKODG,  VEDPOEIIOTHOVES,  1O0TOPIKODG,  KOWMVIOAOYOLS,  OIKOVOHROAOYOUG,
PNXAVIKODG KAt HEAETTEG OA®V TOV TOH®OV. OPLAIKOL OTOXAOTEG, OlAXPOVIKA, AIIO TOV
AptototéAn péxpt Tov Einstein, éxoov avaloyiotet Tt onpatvet va etvat kaveig Snpiovpykog.

ITapolo mov €yovv mapéAbet meprocoTepeg amod €5t dekaetieg CLOTNPATIKIG EMOTHOVLKIG
épeovag, yia to neg propet va petpnOel, va adlomowm et kat va Pedtiodet, mpoxettat yia évav
0po Hov eyeipet ateppoveg oolnmoetg (Glaveanu & Kaufman, 2019). ITowkileg Oempieg éxoov
OlatonmBel yia va opicovv v évvold Kdt Tov Tpomno dSloAoynong mg OnpiovpyKomTag
(Sternberg, 2012) eve évag kaboAwog oplopog gaivetat va amovotadet (Glaveanu, 2015). Ot
Sternberg and Karami (2021), kataArjyoov 11eg 1) Snptovpyikotta opiletal napadootakd mg
N Hapayoyl demv Kdat MpoiovI®V Mov elvat kat véeg/a, amod ) pia, kat yproyes/a
(Kaufman & Sternberg, 2019) 1) anoteheopatikeg/da (Runco & Jaeger, 2012) xatd kdrmotov
TPOIO, amod v AA).

Mpaktikd Tuvedpiou
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A&loAdynon tng dnutouvpyikotntag - Texvikn Xuvaivetikng A§toAoynong (CAT)
I'a mv aloloynon g dnpovpyikottag vrdpyet mMnbmopa opopdv Kat fempniikov
npooeyyloewv (Glaveanu, 2018), xdtt avapevopevo yia pia 1000 TONOIAOKN  Kdt
roAvrtapayovtikn) évvola (Hui, He & Wong, 2019). I'ia ) pétpnorn mg, Katd myv Idapodo teov
etwv, ¢yoov mapaxfel mapa moAAég pébodot ki epevvnTika epyaleia adloAoynong, mov
eotiafovv oe dragopetikég Owelg mg. Ilpwtog o Guilford dvoile tov dpopo yia v
adloAoynon g SNPoLPYIKOTTAG AVAIITOOOOVTAG TEOT AIIOKALVODOAg OKEWNG, TV ormoia
Bewpovoe Baowod otoiyeio g SPOLPYIKOTNTAG KAl AIIOTEAODOE [1EPOG TOL POVTEAODL TG
avBpamivng vonpootvng mmov o id1og epndpe (Guilford, 1950). Ot mpatonopiakég epyacieg Tov
Guilford emmpéacav onpavtikd emtoXNPEVODS EPELVITEG TI)G ONUIOLPYIKOTHTAS OTO VA
avarrtdéovv Ta O1KA TOVG TEOT P PAOT TA TEOT TG ATIOKALVOLOAG OKEWTG.

Ta epyaleta ya 1 pétpnorn mg dnpovpyKoOTTag Yooy Katnyoptonowdet pe mowilovg
tpomovg. [ToAd epyaleia agtohoynong akolovbobdv v katryoptomoinor) oo Paciletat ota
4P’s g dnpuovpykomTag. Zoppava pe 1o poviho tev 4P’s (4P’s Model of Creativity)
(Rhodes, 1961), 11 dnpuiovpyKOTTa ePIAEKEL KAl OLVIOTATAL AIIO TEOOEPTG IIAPAYOVTEG: T
onpovpykr) Owadwaoia (process), 10 OnuoLPYKO TPoidov (product), T Snplovpyk)
IIPOCMITIKOTI TA/ ATOPO (person) Kat Tig emyppoig amod 1o meptParov (place 1 press) (Rhodes,
1961). To povtédo v 4P’s amotelel To MAaio1o, EVTOG TOL OIOLOD KIVOLVTAL TTOAAEG HOPPEG
PETPNONG TG ONPIODPYIKOTTAS. XTODG TEOOEPLG IAPAYOVTEG TOD ODYKEKPIPEVOD HOVTEAOD
Baoifovrat kat Ta meplocotepa teot aloAoynong mg mov 1dn vIdpyoovv 1) Ppiokovial oe
€A (The LEGO Foundation, 2020; Plucker & Makel, 2010; Plucker, Makel, & Qian, 2019).

Zta m\atiota g épevvag oo d1edr)xOn eSetdotnke 1) ONPIOVPYIKOTTA O VA OLYKEKPIHEVO
medio, dnAadn omyv Exmaibevtikr) Popmotikr). Emopéveg, péoa amod pia peydhn ykapa
OLVATOTTOV OO0V APOPd TV aSloAOyNon TG SNHIOLVPYIKOTTAG KAl COPPAVA HE TODG
oKOTIONG TG Iapovodg épevvag, eméyOnke og katalAnAoteprn 1 Texviki) Zovaivetikg
A&oAoynong (CAT). AvarmtdyOnxe amo myv Teresa Amabile (Amabile, 1982; 1983; 1996) xat
Baoietat otnv 18¢a OTL 1] KAADTEPT] EKTIPNON £VOG ONIIODPYIKOD £PYOD IIPOKDIITEL ATIO TNV
adloAoynor) too amo e1dikovg Tov exkdotote Topeéa (Baer & McKool, 2009).

H Texvikn) Zovawvetikn)g ASoAoynong (CAT) éxet ovopaotel o «xpooog Kavovag» Trg
adloloynong g dnpovpykotntag (Carson, 2006 oreg avagepetat otovg Baer & Kaufman,
2019) xt oxt adwa. Aev amotelel gpyaleio HETPNONG IKAVOTTOV 1) COHIEPLPOP®Y, AAAA
adloloyel mv 10wa mv exdnlwon g dnpovpyotnTag. Xe avtifeon pe aAAovg Tporovg
PETPNONG TG ONHIOLPYLKOTNTAS, OI®MG ILY. 1) CGSOAOYNON TG AIOKALVOLOAG OKEWNG, 1|
Texvikn) Zovawvetikn)g ASioloynong 6e Paoifetat oe kdmola OvyKekpipévn Oeopia g
ONHIOLPYIKOTITAS, TIOL CHEALVEL OTL 1] EYKDPOTNTA TG 1] omoia et TeKpnPlobel MOAD Kald
epnelpKda- de draxvPedetal amo v emPePainon 1) ) Sinevor) onotacdrjmote Bempiag mept
onpovpywottag (Baer & McKool, 2009).

EpguvnTIKOG OKOTOG KAl EPEUVNTIKA EpWTHHATA

H Oewpnuxi] obdvOeon g Onprovpywomrtag pe tv Exnadeotkr) Popmotikry éyet
emonpavOet amo ) 61edvr) Biphoypagia péoa aro tig peéteg Srapopwv epeovntav (Eguchi,
2014; Romero, 2016). Emiong, ¢peoveg ot v EANGda, oo deiyvoov otikatd v A’ tadn vrapyet
adloonpeiot xapyn mg SnHOLPYIKOTNTAS, BPIOKOVTAL 08 COPPGVIA e TA AMOTEAEoHATA
avtiotolyav epeovav oto e§otepkod (ITapaokevomoviog, 2004).

‘Etot, o oxonodg g épevvag frav va SiepeovnOet 1 avdamtodn mg SnpovpykotTag Tov
pabntov/Tpiov kata wmv epmhokr] tovg oe STEAM Jpacmpiomteg Exmaidevtikig
Popnotikrig, ota maiowa tov Avaivtoo IIpoypdappatog Zmoodov g Ipetopabpiag

Mépog 20 - Epeuvntikég Epyaoieg
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Exnaidevong TI'a tov okomd avto, vAomouibnkav STEAM mapeppdaoelg oe Sdaktika

avtikeipeva mg potopadpiag Exaidevong péowm tov makétov Exnaidevtikrg Popmotikrg

LEGO® Education WeDo 2.0 xat pedem)Onke 1 emidpaon om Snpiovpykomta tov

pabntov/tprev g A’ tadng Tov Anpotikod ZyoAeiov.

Ia mv evioyvon tov pabnpatov STEAM, n LEGO® Education xvokAo@odpnoe maxéta
Exniadevtiktig Popmotikrig mov StevkoAvvoov 1oug pabntég/pleg otov oxedlaopo Kat omyv
KATAOKEDI] TRV OIKGOV TOLG poprotikav dnpiovpyteyv. To exmatdevtikd maxeto LEGO®
Education WeDo 2.0 Core Set avrjket ota mo dnpo@uir) naxéta Exnmadevtikr|g Popmotikrg,
Baoietat ota ayannpéva kat nactyveota toopAdxia g LEGO® ki éxet éva evpd @aopa
£QAPPOY®V OtV eKIaidevon.

IMpoxettat yla pia amod tig exkmadevtikég Avoetg g LEGO® Education mov pmopet va
xpnowporomBet yia mv ewoaywyr) oo STEAM, Tov Ipoypappatiopod Kt TG DIIOAOYIOTIKIG
ok&Yng oto Anpotikd Xyxoleto péow pnyavokivntov poviédev LEGO® mpornypévig
texvoloyiag. To makéto aoto pmopet va xpnotpomnow)Oet pe evkoia o) ook Tan armo
Kdabe exmmadevTKO, Oivovtag apketég duvatotteg yia Vv ewoaywyr] g Exmadeotkng
Poumotknig oto Anpotiko ZxoAeio.

To ovykekpypévo maxéto ovvovdCet v ekmaidevory STEAM pe myv Exmaidevtix)
Poumotikny Kt €xet okormo va avamtdiovv ot pabntég/tpleg 6eSlotteg tov 2100 aiwva,
anapaitrteg yia myv €loodo tovg ot Olapkmg petafallopevn ovyxpovn kowvevia. H
am\omta Kat 1 evelidia tov, 1o Kabotovy éva egalpetikd Makéto yia ) ddaokalia g
Exnaidevtiki)g Popmiotiki)g Kat Tov Ipoypappatiopod otda maiold g oXoAkg tadng kadag
Kat yia mv evioyvor) tov pabnpdtov STEAM.

AVAADTIKOTEPA, TA EPEDVITIKA ePOTPATA ITOL TEbNKav fTav ta egr|g:

Amotelet 11 Exmandevtikr] Popmotikr) éva epyaleio avdamtodng mg Snpiovpykomtag tov

pabntov/tprov g Ipetopabptag Exnaidevong oto mhaioto g exriaidevong STEAM;

a. Kptvetat katd\\nho 1o maxéto Exmaidevtikrig Popmotikrig LEGO® WeDo 2.0 yia myv
Iapay®yr) SNIoLPYIK®V IPOIOVIMY aIIo Tovg pabntég/ 1pieg g A’ tadng Tov AnpoTikod
ZxoAetov;

B. Aviyvevovtat ot evOeifelg moL MOTOMOOLY TV eKONAGOT T1)G ONPIOLPYLKOTTAS OTA
IIAPAYOHEVA TEXVODPYIHATA TV pabntov/ ipiov;

MeBodoAoyia tng £peuvag

H ¢pevva eiye dipnvn Otapketa Kt anapTietat amo 00O pépn KAatd Ta omoia ovAAeéxOnkav
IIOLOTIKA Kt TToooTKA dedopéva mov avalvbnkav ot oovéyela. Ta dedopéva tov mpoTon
Pépoug avalbOnkav mooTKd, eve ta dedopeva Tov dedTeEPOL PEPODG TOOOTIKA.

To mpwto pépog vAomo)Onke oe TEOOEPLS PACEL OOV O1 PAONTES/ TPleg EVEMAAKNOAV O€
STEAM OJpaoctprotteg péowm tov naxkétov Exmadevtikrg Popmotikrig LEGO® Education
WeDo 2.0 Core Set. Zmv npot) @aon, yvoptoav Kt efoweipdnkav pe ta texvoloykda -
EMOTNHOVIKA EMTEDYHATA KAl TA POPIOT OlAIOTOVOVIAG Ta Ola@opeTikd €101 IOL
ondapyovv. Tavtoypova, rpbav oe mpatn emagr) pe to makéto Exmaidevtikrig Popmotikg
LEGO® Education WeDo 2.0 Core Set kataokevd{ovTag KAt TPOIOIOIMVTAS TA OKA TOvg
anAda povtéda pe o LEGO® WeDo 2.0 amo ta etoaywyikd projects g LEGO® Education,
al\da kat yvoploav Td PACKA XAPAKTPIOTIKA TOD AOYIOHIKOD 1) TG €PAPHOYINS
npoypappatiopod WeDo 2.0. Ztn Gedtepn @don, Snpodpynoav Kdat IPpOyPappdtioay Tto
povTéda pe otoxo Vv mepattepe efowkeimon kt epPdabovorn pe 1o makéto Exmaideotikrg
Popnotikrig LEGO® Education WeDo 2.0 Core Set. Etot, aoyoArjfnkav jie TV KOTaoKeLr) Kdt
TV Tpomomoinon povieA@v amd ta kabodnyovpeva projects. Xty tpitn @don,
XPNOOIONoaV HOVTEAd Yld VA avAIIdpAcTjoodV VVOleg amto v mpaypatiky) (or). Téhog,

Mpaktikd Tuvedpiou
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oV TETAPT PAon dnpodPYyNoaV IPMTOTLIIEG KATAoKeLEG e To nakeéto LEGO® Education
WeDo 2.0 Core Set wg Onplovpywr) emilvon evog avfeviikod mnpofAfpatog. Ot
SpaCTNPOTTEG NG TETAPTG PAONG OXeDAOTNKAV OOPPOVA e T AOYIKI] TOV AVOIKTOV
projects. Ot gpdoeig dujpxnoav 6vo eBSopdadeg 1) kdabe pia.

Katd to dedtepo peépog tng épevvag, OAa Ta HPolovid TV Hadntov/Tpleov moo
naprxbnoav oto mpwto pépog, adtoloynbnkav amd ave{apmTovg KPITEG @G IIPOG TN
OSNPIOLPYIKOTTA TOVG PEOW OLYKEKPIPEVIG TEXVIKI|G TIOL TpoTddnke amo v Teresa Amabile
(1982; 1983; 1996). Zvpgpava pe v Texvikn Zovawetikng AStohoynong (CAT), éva mpoiov
Bewpeitat dSnpiovpyko, otav adloloyeital mg too arro pia opdda e1deV oto medio pe To
omolo oyetietat (Amabile, 1982; 1983; 1996).

Epeuvntikog oxed1aopog

O epevvnTikog oxedraopog (research design) mov xproponow|0nke yia ) oLYKEVIP®OL), TV
avdaloon Kat my eppnveta tov 6edopévav omv mapovoa epyaoia etvat 1) épeova Spdong
(action research design). H épevva dpdong ovovdodlet v HOOOTIKI) KAl THV TMOLOTIKI)
mpoogyytor), dnhadn xpnowponotei T ovykévipmor Oedopévav pe PAon) eite MOOOTIKES 1)
rolotikeg pebodovg 1) kat tig 6vo (Creswell, 2016). O oxedraopog £pevvag dpdong etvat
ovotpatikr] dradikaoia mov viobeteital Ao eKMIAIOELTIKODG [I€ OKOIO TI) OLYKEVIPQOT)
IANPOQPOPI®V Kl €elTd T PeATioOn ToV TPON®OV AETODPYLAG TOL EKIAOEDTIKOD TOLG
m\aioiov, g Stdaokalia Toog Kat g pdabnong tev padntev/ plev toog (Mills, 2014).

Aciypa, TeEXVIKEG OUAAOYNG OE00UEVWY & PEUVNTIKA EpyaAcia

To Setypa g ovykekplpévg épeovag amotehovvrav amo 15 padntég/pieg mg A’ tadng tov
Anpotikod Zyoleiov. H otpatnywr| detypatoAnyiag mov axolovbnOnke ftav 1 oxkomyn
Oetypatohnyia (purposeful sampling). I'a ) coykéVTIp®OT T@V MOCOTIK®V dedopévav dia
tov epyaleiov g Texyvikrg Zovaivetikrg Adodoynong (CAT), axolovOr|fnke n Polwr)
Oetypatohnyia  (convenience sampling) omov o/n  epeovnmig/Tpla  emhéyet
ooppeTéyovteg/ ovoeg emetdr) etvat Polkot/ g, mpobopot/eg xat Srabéopor/ eg yia ) pelé).
To Setypa oo emhéxOnke rjtav déka amogottot/ eg [Tpoypappatog Metamtoyak®v Zmovdav
STEM wg edwot/eg otov topéa mg Exmadevtikrig Popmotiknig. ‘Etoy, 6a pmopovoav va
0®OOLY XPHOHES MANPOPOPIEG KAL VA ATIIAVTIICODY EPATI|OELG OOHPAOVA 1€ TO IPDTOKONNO TI|g
emmexOeioag texvikng (Creswell, 2016).

H ovykévipwon tov Oedopévav emetedyOn pe T OLYKEVIP®ON MANPOPOPLAOV dIIO
moM\ar\ég mmyeg. Ta dedopéva mov coMéxBnkav otV mapodod £peovda 1)TAaV MOCOTIKA KAt
IOLOTIKA eappolovtag dtapopeg TexVikeg oOANOYIG OeOOpEVOV Kat MO EPEDVITIKGOV
epyalei@v mov avagépoviat ot oovexeld. Ta mowotika Sedopéva ovAéxOnkav katd
owapketa STEAM 61daktikev mapepfdacemv omov To maxéto Exmadevtiknig Popmotikrg
LEGO® Education WeDo 2.0 Core Set evoopatabnke omy ekrmadevTikr| otadwaotia. Kata
TNV DAOTIOINON TV COYKEKPPEV®DV OPAOTIPLOTIT®V, 1] EKITAOEDTIKOG T1)g TASNg avelaBe polo
oovppeTéyovoag apatnprtptag (participant observer). Axkohov6noe Bepartikr) avalvon tov
olotkev dedopévev (Braun & Clarke, 2006; 2012).

I'a 1) ovAAoy1) TV T00OTIKGV Oedopévav adlomou)Onke eva DIIAPXOV epYANelo PETPNONG.
To opyavo pétpnong moo alomou)fnke ot ovykekpipévn epyaoia frav n Consensual
Assessment Technique (CAT) g Amabile (1983; 1996) mov xpnowonoteitat ywa v
adloAoynon mg SnpovPYIKOTTAG IAPAYOHEVOV IPOIOVI®V. XTI} ouvEXeld, Ta dedopéva mov
ovMéxOnkav k@dwomoujbnkav, katayepnbnkav xt avalvbnkav pe T Porbeia Tov
OTATIOTIKOL Hpoypdppatog Statistical Package for the Social Sciences (SPSS) Statistics
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Desktop 27.0 for Windows. I'ta tov é\eyxo Tng e0@Tepikiig aSlomotiag tov epydaieiov
ovMoyrg Sedopévav epappootnke o ovviedeotr)g a tov Cronbach (Cronbach’s Alpha
Coefficient). Zoppova pe ) oTATOTIKY| avaivor, 1 adtomotia tov epyaieiov atoAoynong
g dnuovpywotntag CAT fjtav vynAr Aoye tov ovviedeotr) Cronbach's Alpha =,970.

AmoteAéopata

ZmV Tddn vImpxav TPelg eTepoyeveig pabnTikég opadeg mov dovAevav TaLTOXPOVA KAl pia
eKTIAOLTIKOG — gpevviTpla. Katda myv vlomoinorn tov STEAM didaxtikev napepfaoemv,
vlofemibnkav amod mv eknadevtiko 1 avdabeon poAov kat 1 KOKAKY evalayr) toog. Ot
IIPAOTEG SPACTPOTTEG HTAV EIOAYDYIKEG TOOO OTO KOPUATL TG KATAOKEDLI)G 000 KAl TOV
npoypappatiopod. Aobnke otovg/otig pabntég/ tpieg dapbovog xpovog yia eepevvnon Kat
paoctopepa pe ta A tov naxkétoo LEGO® WeDo 2.0 Core Set.

Kara m Owipketa twv STEAM dwaxtikov mnapsppdoeov ot pabnteg/tpieg rtav
npaypatika evbovowaopévor/eq. Epydomkav otig opddeg tovg Kot IEpaocav  xpovo
paoctopevovtag pe ta tooPAdkia LEGO®. Agédnkav eledBepotr/eq va oxediaoovv, va
OOKIIAO0LY KAl VA TPOTOIOW)oovY Ta poviéAa tovg. Kabe gopd, oto téhog tov pabnpartog,
agepovovtav mepimoo 10-15 Aermtd yia Vv ArocuVAPHOAOYNON TOV HOVTEA®V KAl TV
TAKTONOoiN o1 TV SOpIK®V oTotyei®v ota avtiotolya kootid LEGO®.

Too0 ta ayopta 000 Kat ta Kopitold OOPpETeELYav evepyd, pe Opedn Kat didbeon oe OAeg TIg
STEAM dpaompromteg Exmmadevtiknig Popmotikig. AvaAvtikotepad, oty OpaT Qdor), ot
pabntég/tpleg npbav oe mpot) enagr) pe to naxeto Exmadevtikrg Popmotikrg LEGO®
Education WeDo 2.0 Core Set katackevd{ovTtag Kat TPOHOHOIMVTAG AIA HOVTEAd e TO
LEGO® WeDo 2.0 arto ta etoayeywd projects t1jg LEGO® Education. Tavtoxpova, yvoploav
Ta PACIKA YAPAKTPIOTIKA TOD AOYIOPKOD 1) TG epapuoyrng npoypappatiopov WeDo 2.0.

1) OevTEPT) PAOT), SNPOLPYNOAV KAl IPOYPARPATIONV HOVTEAD PE OTOXO TNV IEPALTEP®D
eCowkelwon k1 epBabovon pe to maxeto Exnatdevtikr|g Popmotikrig LEGO® Education WeDo
2.0 Core Set. Etot, aoyoAfjfnkav pe myv KATaoKevr] KAt TV TPOIIONOoiNorn HOVIEA®V aIo Ta
Guided Projects. Katt avtiotoyo éytve kat oty Tpitn @Aorn KAatd v oIoia xproponoinoav
HPOVTEAA Y1a VA aVATIAPAOTI)OODV EVVOLEG OIIO TV IPAYHATIKY| {or).

Té\og, oV TeTapt @don OnpodPYNOav IPOTOTLIEG KATAOKEDEG pe To maketo LEGO®
Education WeDo 2.0 Core Set wg Onpovpywr) emilvor) evog avbevikod mpoPArpartog. H
evooudatoon TG emthvong mpoPAnpatog omv eknadeotikny Owadwaocia Por|fnoe Toog
pabntég/tpleg va avamtdéovv T SNEIovpyKOTTA TOLG KAl VA MPOTeivoLV ADOEIG O éva
kaipto mepBariovtiko {nmpa. O pnyavoloykog oxedlaopog Kat 1 emiloor) mpoPAnpatog
amoTteAoLY Tov HupHva Tev opactmpot|tev g Exnaidevtikrg Popmotikr|g (Eguchi, 2014;
Sullivan, 2017).

H onpovpywomta teov padnteov/puwv adtoloyrfnke xpnowonowwviag v Texvikn
Zovawvetiknig Adtohoynong g Teresa Amabile (1982; 1983; 1996). Omnwg emtdooet 1
ODYKEKPLHEVT] TEXVIKI], TA MPOTOVIA Mov maprxtnoav ammod toog padntég/tpieg oe ONeg Tig
@aoetg BabpoloynOnkav amd opdda xprt®v pe Pdon Vv MPOCEIKY Tovg aiobnorn mept
onpovpywomtag  ypnowpomnowwvtag mevtapadpn xAipaxa Likert, omoo 1=xabolov
Onpovpyko xat 5=eaipetikd ONpIovPyKo. ZOPQOVA pE T OTATIOTIKI| AVAADOL TRV
Oedopévav, ot alohoyrjoelg TOV KPLUIOV yid T1) SNpovpykomta Kopdvinkay oe oynAda
ermineda.
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Zugntnon

Ot pabntég/tpleg, ammd myv Opet KOAAg @dorn mov npbav oe mpmtn emagr pe To
ovykekppévo maxéto Exmadeotikryg Poupmotwkn)g ki evenAdknoav oe  Plopatikég
OpaotnPomTeg, APYOAaV va IMepapatifovial pe To MAPeYOHEVO DAIKO KAl vd KAVOLY
Ota@popeg OOK11EG KAt IEWPAPATIORODS TO0O OTO PACTOPERA He TA TOVPAAKIA 000 KAl e ToV
npoypappatiopo. Toog dobnke xpovog amd TV ekIadeDTIKO - €PEOVHTPIA GANA Kdl
ekevbepia yia avdAnyn pilokev Kat IP®TOPOLAIOV. AQOD EPTIAXVAV TO IPOTELVOHEVO
povtédo axolovbwvtag Tig mapexopeveg odnyleg tov Aoylopikod LEGO® WeDo, 1
TPOTIOIIOINOT) TOL APXKOD TODG PHOVTEAOD PAVIKE VA NTAV TO EVADOHA Y1d TV avamtodn g
ONHIOLPYIKOTTAG TOVG.

Meéoa amod mv tporonoinon v HOVEEA®Y Tovg, apxloav va melpapatifovrat olo xat
IIEPLOCOTEPO, VR Olyd otyd {edimavav m @avraocia kat ) Snpovpykomta tovg. Kart
avtiotolyo mpoteivetat ki €xel mapatmpndet ammo ) Veselovskd xat Mayerova (2018) otig
epevvTikég Toug peléteg. Ot Mayerova kat Veselovska (2017), katd v epIm\oki) ToV
pabntov/Tplov mg ovykekppévng nAikiakng opdoag (I-A” tageig tov Anpotikod ZyoAeiov)
oe dpaotnpromteg Exmadevtikr|g Popnotiknig péow LEGO® WeDo 2.0, mpoteivoov v
TPOTIONOINGI HOVTEA®V ©G TEXVIKI|] IPOAY®DYI|G TG ONHIODPYIKOTTAG TV pabntav/ptav
(Veselovska & Mayerova 2018; Mayerova & Veselovskd, 2017).

A&lonowwvtag ta amoteAéopara ano | xpron g Texvikng Zovawetikrg AStohoynong
(CAT) wg epeovntiko epyaleio yia myv agloAoynon g Snpovpykottag Kt egetalovtag Tig
AIIAVTHOELG TOV KPLT®V Kabdg Kat Tov TpOmo jie Tov orroio dovAewav ot pabntég/ tpieg oe ONeg
TG @doelg vAomoinong v Odaktikev mapepPdoenv, Otakpiverat 1 emidpaocn ot
ONpIoLPYKOTTA IOV eme@epe 1) epmAokr) Tovg oe STEAM Spaotpiomteg Exmaidevtikng
Pounotkng péoo LEGO® WeDo 2.0 Core Set. To naxéto Exmiaidevtikr)g Popnotikrig LEGO®
WeDo 2.0 Core Set @pdavnke va amotelel €00 €KQpaot|g Kt avarrtodng g OnpiovpyiKkoTTag
Tov padntov/pev péoa amo mv kabnpepivr) TP xat ooveyr) evacyoAnor) tovg. Eto,
kpifnke katdAAnlo. Zntodpevo OA@V T®V OPACTNPOT|T®V TG EPELVNTIKIG Oladikaotiag
omrpde 1 OTAdLAKI] KAt KAPIAKOOHEVT] avdaIrtodn g ONpoDPYIKOTTAS AIIO (AT OE (PAOT)
Katd T Stdpkela LAOIOINONG TOV OOAKTIKOV MAPePPACe®V. EEKIVOVTAG AII0 TV IPMTH
@Aaon pe el0ay®YKeG OpAoTPOTNTEG KAl QTAVOVIAG PEYPL TNV TETAPT) QAOn pe
OpACTIPLOTTEG AVOIKTOD TOITOD, PE0® TG KATAAANANG vrootpidng ¢ padnong (okaleotd),
1 6waBadpion ot SNPEIOVPYIKOTTA TOV HAPAYOHEVAV IIPOIOVIDV HTAV ERPAVI|S.

Tupnepdopata - Neplopiopoi Tng Epeuvag - Mpotdoelg yia HEAAOVTIKA £peuva

210 mapov apBpo emyetpeitat n Katavonor g oovelopopdg ¢ Exmaidevtikr|g Popmotikr)g
@G éva eSapeTiko epyaleto dtdaokaliag kat pabnong omv exnaidevor) STEAM. Méoa aro
véeg pabnotaxeg eprnetpieg peetrOnke 1) adlomnoinor tov makétov Exmatdevtikrg Popmmotikng
LEGO® Education WeDo 2.0 Core Set kat o Tpomog rmoo propet va coppalet omy KaAiépyeta
Mg SNpoLPYIKOTNTAS TOV pabnTtov/Tpv. ZOP@@VA e TAd EOPHHATA TG €PELVAS, 1)
Exnaidevtikr) Poprotik) @dvnke va amotelel éva 10x0po, KAVOTORO, MOADTIHO aAAd Kt
€DEAIKTO TeXVOAOYIKO epyaleio oTig vimpeoieg g exrnaidevong STEAM. IThawoiopévn amod to
kataMnio Beopntiko xat pebodoloykd mAaioo, amotelel Oxnpa yia TV avamtodn g
Snpovpywottag TV pabntov/tpiov mg Hpotopddpiag Exnaidevorng ota maioa g
exraidevorng STEAM. ‘Etoi, avadewvidetatr n mpootfépevn alia wg Exmaideotirg
Popnotiknig otnv karigpyeta delou|tov tov 2100 aidva, 0nmg 1) SnpovpyKOTTA KATA TV
EVOMUATHOOL] T1)G OV eKITAOeLTIKY| Stadikaotiar
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21006 PaoKovE IMEPLOPIOPODG TG MAPOoLOAG PeAEG mep\apPdveTtal To pKpo péyebog Tov
Oelypatog Twv OLPPETEXOVIOV/ODO®Y KAl TO OXETIKA HIKPO XPOVIKO OlUOTNHA T®V
01daxtikev mapepPdacemyv. ['a tov Adyo avto Ta arnoteAéopata Oev HIIopovy va yevikendovv.
210 péAlov mpoteivetar 11 epmAokn] TtV pabntev/ipiov o STEAM Opaoctnplomteg
Exnaidevtixng Popmotikng yia peyalotepo xpovikod Stdotnpa npoketpévoo va diepeovn et )
OSNHIOLPYIKOTTA TOOO OE ATOPKO 000 KAl 0g OpadKo ermimedo.
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