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Online Self-Assessment Tool

Raising Interest and Excellence in STEAM Education Incorporated
with Non-Formal Based Video Games

Erasmus+ 2024- 1-EL01-KA220-SCH-00025095
Welcome to the STEAM Online Self-Assessment Tool

This self-assessment aims to evaluate your competences, knowledge, skills,
progress, and areas for improvement after participating in the project's learning
activities, virtual mobility, classroom implementation, and EU-level training.

Your responses will help measure the impact of the project and support the
continuous improvement of STEAM education and teaching practices.

Funded by the European Union. Views and opinions expressed are however those of
the author(s) only and do not necessarily reflect those of the European Union or the
National Agency. Neither the European Union nor the National Agency can be held
responsible for them.

There are 15 questions in this survey.

Participant Type

Select all that apply
Please choose all that apply:

D Teacher

[ ] Researcher

D Student



Country

Select all that apply
Please choose all that apply:

School/Organisation

Please write your answer here:

SECTION 1 - STEAM Competence (Students Only)

Select all that apply
Please choose all that apply:

D | understand the connections between Science, Technology, Engineering, Arts and
Mathematics.

D | can apply STEAM knowledge to solve real-life problems.

D | confidently participate in interdisciplinary learning activities.

D | understand how different STEAM subjects complement each other.
D My STEAM knowledge has improved through this project.

Multiple Choice (1-5)



SECTION 2 - Digital Competence (Students Only)

All your answers must be different and you must rank in order.
Please select at most 7 answers
Please number each box in order of preference from 1 to 7

tasks.

| can confidently use Minecraft Education.
| can confidently use Scratch.
| can confidently use mBlock.

| can confidently use Tinkercad.

| can choose the most appropriate digital tool for different learning

) | can solve simple technical problems independently.

| collaborate effectively using digital technologies.

Drag or double-click images into order.



SECTION 3 - Game-Based Learning (Students Only)

Only numbers may be entered in these fields.
Please write your answer(s) here:

Game-based learning increased my motivation.

Educational games helped me understand difficult concepts.

Game activities encouraged teamwork.

Game mechanics supported my learning.

Learning through games was enjoyable.

Educational games increased my creativity.

Educational games improved my problem-solving skills.

| would like to continue learning through educational games.

Rate from low to high (1 Low - 5 High)



SECTION 4 - 21st Century Skills (Students Only)

Only numbers may be entered in these fields.
Please write your answer(s) here:

My critical thinking skills improved.

My creativity improved.

My communication skills improved.

My collaboration skills improved.

My problem-solving skills improved.

My decision-making skills improved.

My digital literacy improved.

My confidence increased.

| became more independent as a learner.

| am better prepared for future learning.

Rate from low to high (1 Low - 5 High)



SECTION 5 - Classroom Implementation (Teachers Only)

Comment only when you choose an answer.
Please choose all that apply and provide a comment:

DI can design STEAM lesson scenarios.

|

DI integrate different STEAM disciplines effectively.

DI use learner-centred teaching approaches.

DI effectively integrate educational games into lessons.

DMy learning objectives are clearly aligned with STEAM outcomes.

DI encourage collaboration and inquiry.

DI use project-based learning effectively.

[ ]! differentiate instruction according to student needs.

DI confidently facilitate classroom activities using digital tools.

DI can replicate the developed lesson scenarios in my own classroom.




SECTION 6 - Assessment and Feedback (Teachers Only)

Only numbers may be entered in these fields.
Please write your answer(s) here:

| use self-assessment effectively.

| use peer assessment effectively.

| use assessment rubrics appropriately.

Assessment activities support learning.

Feedback helps improve learning.

| reqularly reflect on my progress.

Assessment methods are aligned with learning objectives.

Assessment results guide future improvements.

Rate from low to high (1 Low - 5 High)



SECTION 7 - Integrative Pedagogical Strategy (Teachers Only)

Select all that apply
Please choose all that apply:

D | use experiential learning approaches.

D | promote inquiry-based learning.

D | understand constructivist learning principles.

[ ]I encourage creativity in learning.

D | integrate different disciplines during teaching.

D | encourage collaborative learning.

D | confidently implement innovative teaching approaches.

D | can adapt the developed pedagogical strategy to my own context.

SECTION 8 - Professional Development (Teachers Only)

All your answers must be different and you must rank in order.
Please select at most 6 answers
Please number each box in order of preference from 1 to 6

The project improved my professional competence.

J International collaboration contributed to my development.

| gained new teaching ideas.

| gained practical classroom experience.

| feel confident applying what | learned.

| intend to continue using these methods.




SECTION 9 - Reflection (Teachers and Students)

Please write your answer here:

What was the most valuable skill or competence you developed during this project?

Which activity had the greatest impact on your learning and
why?

Please write your answer here:

What challenges did you experience during the project?

Please write your answer here:




Please provide any additional comments or suggestions for improving future
STEAM training activities.

Please write your answer here:

Thank you for completing the STEAM Online Self-Assessment Tool.

Your responses are valuable for evaluating the impact of the project and improving future
STEAM education, innovative teaching practices, and game-based learning activities. Your
feedback will contribute to enhancing future project implementation and ensuring sustainable,
high-quality learning experiences for both teachers and students.
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Co-funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not
necessarily reflect those of the European Union or the National Agency. Neither the European Union nor the National Agency
can be held responsible for them.

Submit your survey.
Thank you for completing this survey.



