To épyo ERGO - Educational Robotics Goes Online ctoygbel otov yneiako
LETAGYMNUOTIONO NG exmaidevone ot Poumotikn, aflomoldvtog otadiktuokd
EPYUALELQ, TPOGOUOIMGELS KOl ONULOVPYIKO TPOYPUUUATIGUO, OGTE VO KATACTOEL
M Poumotuikn mpooPdoiun oe dGAovg toug pabntéc, aveEdptnta amd Ty vopén M
TNV TOLOTNTO TOV £PYACTNPLOKOV EEOMAIGLOV. [TapdAANAa, ETOUDKEL VO EVIGYDGEL
10 evOlapEpov TV pontov ywoo ) Pourotikn, tov llpoypappoticpnd kot to
STEAM, pe 1dwaitepn EUeaon oTnv eVOLVAUM®OT KOl TNV EVEPYO GLUUETOYN TOV
KOPLTGLAOV, TPOo®ODOVTOS TOPIAANAL TNV 1IGOTNTO TOV QVA®Y KOl T GUUTEPIANYN
LaONTOV omd EVAAMTO KOIVOVIKE Kol OIKOVOUKA TEPIBAALOVTOL.

Boowdc muAovag tov €pyov glvor M vwootnpiEn Kot EMUOPOOCT TOV
EKTALOEVLTIKMV UEGH EVOC KOVOTOLOV KOl EDEMKTOV JAOIKTVOKOV TPOYPAULLOTOC
KOTAPTIONG, TO OO0 EVIGYVEL TOGO TIC TEXVIKEG OGO KO TIG TOOUYDYIKES TOVG
dellomreg kot tovg Ponbd vo oyedldlovy OVGLUCTIKEC KOl GUUTEPIANTTIKESG
dadktvokég eumepieg Poumotikng. Méow ¢ S1001KAGIOC GLUUETOYIKOV
GYEOOGLOV, Ol EKTOLOEVTIKOL UETOTPEMOVIOL OO EKTOLOEVOUEVOL GE EVEPYOVC
dnuovpyods Avoytov Exnawevtikov [Iopwv (OERs), cvvepyaldpevor pe
E101KOVG Kot AaUBAvovTac voyn TIS avAYKEC Kot TIG 106G TV Lodntov.

To épyo meprroppdaver v avantvén tov ERGO eCourse, evog odnyod yio
EKTTOOEVTIKOVC, EVOC YYEPLOiov LotV pe téocepa Epya Poumotikng, eEaunvn
SLOOTKTLOKN EMUOPPMOCT) EKTAUOEVTIKOV, 010, {DOOMG KOt O10OIKTVOKE EPYACTNPLO!
GUUUETOYIKOD OYEOAOUOVD, KAOMC Kol TIAOTIKEG OPAGELS GE GYOAElD NG
[Tohwviac, g EAALGOac, g lomaviag kot g Itadiag. Ta amoteAéopato Qo
aclohoynbovv kot Ba dadobobv uéow epyoreimv alohdynong, €xBeong
AmOTEAECUATOV, TOP®V ScientiX kot Tecodpwv EKONADGEDV TPOPOATG.

H xowotopio tov ERGO éykertor 6tn pn €pyorelokd mpocovatoMouEvn
TPOGEYYIoN TOV, KaBMG divel Enpoaoctn otnv modaywyiky aflomoinon dwpedy,
AVOLYTOU KOOTKA KO YOUNAOD KOGTOUS YNPLOK®OV EPYOAEIMV, OTIS TPOGOUOIDCELS
Kol 0T ONUovpYyio LoBNCIOK®OV EUTEPLOV TOV UTOPOVV VA TPOSAPUOLOVTOL GTIC
avaykec Tov podntaov. Me tov tpomo avtd, to ERGO cuvdvdlel tov ynelako
LETAGYNUOTIONO, TNV ETUOPPMOCT] TOV EKTOUOEVTIKOV, TI| GULUTEPIANTTIKN
ekmaidevon, v mpomdnon tov STEAM kot v 100TNTO. TOV QOLA®V,
ocvuBdilovtac ot onuovpyio pag cOyypovns, mTpooPdoiung kot Plociung
ekmaidevonc otn Poumotikn.



The ERGO - Educational Robotics Goes Online project aims to digitally
transform Robotics education by leveraging online tools, simulations, and creative
programming to make Robotics accessible to all students, regardless of the
availability or quality of laboratory equipment. At the same time, it seeks to
increase students’ interest in Robotics, Programming, and STEAM, with particular
emphasis on empowering and actively engaging girls, while promoting gender
equality and the inclusion of students from vulnerable social and economic
backgrounds.

A key pillar of the project is the support and training of teachers through an
innovative and flexible online training programme that enhances both their
technical and pedagogical skills and helps them design meaningful and inclusive
online Robotics experiences. Through the participatory design process, teachers
move from being trainees to becoming active creators of Open Educational
Resources (OERS), working collaboratively with experts and taking into account
students’ needs and ideas.

The project includes the development of the ERGO eCourse, a teacher guide, a
student handbook featuring four Robotics projects, a six-month online teacher
training programme, face-to-face and online participatory design workshops, as
well as pilot activities in schools in Poland, Greece, Spain, and Italy. The results
will be evaluated and disseminated through evaluation tools, a results report,
Scientix resources, and four promotional events.

The innovation of ERGO lies in its non-tool-oriented approach, as it focuses on
the pedagogical use of free, open-source, and low-cost digital tools, simulations,
and the creation of learning experiences that can be adapted to students’ needs. In
this way, ERGO combines digital transformation, teacher training, inclusive
education, the promotion of STEAM, and gender equality, contributing to the
development of modern, accessible, and sustainable Robotics education.



