
Mind over Matter

Popularisation of STEM 
using STEAM methodology



The methodology

• Aimed at popularisation of STEM among young people 13 -18 who
are not considering followintg STEM educational path

• Based on unstructured educational goal: 
• Educational environment conductive to high youth engagement

• An investment from the youth in their learning

• Problem solving in the context of the real world

• Planning in a non-traditional format where educator facilitates the
development of the ideas without being perspective



MOM cards



Phases of implementation

Playing with cards (1 hour)

Forming a groups

What is STEM and SDGs

Playing with cards

Forming a driving question (3-5 hours)

Forming a question:

- Sort the sets from the deck by weight 

- Present the easiest, medium and 
hardest

- Selection of the solution to be 
worked on 

- Association game

- Asking questions 

Researching possible solutions

Development of prototype (up to 3 days)

Defining challendge to be resolved

Development of prototype

Test and retest of prototype

Presentation of the solution

Solving real-
life problems

Deeper research of
STEAM and SDGs

Research of
STEAM and

SDGs in general



Example of developed solutions 
https://steamproject.eu/pilots/

72 different solutions developed are presented on the project webpage

https://steamproject.eu/pilots/


Results

Playing with cards

42% of young people
report increased interest
in STEM edeucation and
career

Forming a driving question

60% of young people
report increased interest
in STEM education and
career

Development of prototype

70% of young people
report increased interes 
in STEM education and
career



Materials

• Teachers handbook

• Research report

• Reccomendations for transferability

• Availabe on: https://steamproject.eu

https://steamproject.eu/pilots/



