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EXECUTIVE SUMMARY

This report covers the dissemination materials created and activities carried out during the
overall project duration, mentioning how they were tailored in line with the Description of

the Action and D6.2 Communication and Dissemination Strategy.

The document starts by presenting the Key Performance Indicators for dissemination
materials and activities, describing how social media campaigns ran in the owned social
media platforms, the communication through newsletters, the creation of an information-
rich project website and additional visual materials, presented at various conferences,

exhibitions and community gatherings all over Europe.

© 2018 eCraft2Learn| Horizon 2020 | 731345



1 INTRODUCTION

This report covers the communication activities carried out throughout the overall project duration
describing their implementation in accordance to the Communication and Dissemination Strategy.
The fundamentals of the eCraft2Learn communication and dissemination strategy were set out in
the Description of Action and include a dedicated work package for these purposes. Along with the
creation of media channels and project identity materials, the first step in this work package
included the drafting of a detailed Communication Plan and Dissemination Strategy to cover all
project-relevant stakeholder groups. The Communication and Dissemination Strategy created as
part of the D6.2 named first steps towards an effective dissemination, including guidelines for all the
partners as well as Key Performance Indicators to measure the effectiveness of the overall activities.
Since D6.2 described itself as a flexible document to be updated along the project for including
external feedback of changes in the ecosystem, in line with the feedback from the first interim

project review, a new set of KPIs was agreed upon by all partners.

This document starts by describing all set out communication activities, respective KPIs and their
implementation, and further on describes the implementation each of the types of activities. The KPI
overview presented at Table 1 names all the types of communication and dissemination activities
carried out in the project, including: the project website, newsletter, social media channels
(Facebook, Twitter, YouTube), scientific publications, project presentations in internally and
externally organised events, and media presence in the form of blog posts, appearance in external
channels, on air coverage etc. While the reporting on scientific publications has been covered by
D6.3, this report describes the implementation of all other types of communication activities. The

last section shows all materials created as part of WP6 for dissemination purposes.
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2 Key PERFORMANCE INDICATORS (KPIs)

The following table illustrates the Key Performance Indicators set-out for the second project period.
The third column described the achieved results by the end of the project. The types of
dissemination activities and outputs mentioned in the figure below and also described further on in
this report, regard the social media activities and overall web presents together with the
dissemination materials created to support the awareness raising on the web as well as in the

physical events.

In maximise the outreach of the project results in the community, the KPI values were increased
during the project, making the Dissemination Plan more ambitious and pushing the partners for

more engagement in terms of dissemination of project results.

Table 1 provides an overview of all types of dissemination activities carried out throughout the
overall project duration, the KPIs for each category, and how much was achieved by each type. As it
can be observed, some types of activities resulted more successful than the others (e.g. Twitter over
Facebook). For this reason, the main communication activities were than focused more on the
channels that seemed to attract more interest and engagements. Of all the dissemination
types/activities, the communication via newsletters is the only one meeting the set KPIs only on a
very narrow margin. Since the number of newsletter subscribers failed to increase above 100, in
spite of continuous advertisement through all other channels, the consortium did not put an
emphasis on this communication way and instead tried to circulate project news more frequently via
the other channels. The same is true to for the Facebook page, which was created a six months later
than the Twitter page, and increased gradually in the number of followers until the end of the
project, but not of the rhythm of Twitter. Taking account of all the differential patterns and
characteristics of each of the dissemination channels/activities, the consortium tried to share
abound project-related content online as well as on physical meetings all over the world, ensuring

that all set KPIs are met and incentives of stakeholders to embrace eCraft2Learn are maximised.

The following sections describe how each type of these activities were carried out, illustrated by

screenshots of example activities.
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Table 1: Key Performance Indicators

Dissemination item

Project Website

Description Minimum Target

No. of Website
Visits

Newsletter

No. of Newsletters

No. of Newsletter
Subscriptions

Social Twitter

Media

No. of Followers

No. of Tweets

Facebook

No. of Likes

No. of Posts

No. of Shares

Youtube

No. of Visits/
Downloads

Publications/Papers/Reports/Proceedin
gs

No. of Publications

Project presentations /

Attendees at events

No. of Project
Presentations at
Events

No. of Attendees at
the Presentations
(total)

Media Presence

No. of Media
Mentions (including
Blogs)
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3 PROJECT WEBSITE

The project website was the initially created media channel. Initially it contained information on the
project objectives, structure, work packages, milestones, consortium, contact details, subscription to
the newsletter and social media channels etc. As the project progressed producing outputs, the
website was continuously updated with the newest reports, scientific publications, news and
illustration from consortium events, and event participated by the consortium partners and so on.
The following illustrations show the actual structure and content on the project website, in the last
project month. As the project reaches an end, the aim of the project website is to provide a resource
which can be as easy as possible to understand by the stakeholder groups and enable a smooth
introduction and familiarisation with the eCraft2Learn environment for teachers, students, coaches
etc. For this reason, next to the ‘About’ tab which lists a project overview, the milestones, reports,
scientific publications, data and privacy principles of conducted research etc., a ‘Getting Started with
eCraft2Learn’ section was created. This section shall provide user-friendly manuals on understanding
what the ecosystem is about, what you can do through it, what are the learning outcomes, what
types of tools and materials you need to get started, how you can still make use of some component
of the ecosystem through different configurations of materials that a teacher/school might have in
common, what is the step-by-step pedagogical methodology teacher/coaches have to follow, what
are the learning outcomes, related recommendations for all stakeholder groups etc. The first two
subsections under the ‘Getting Started’ tab, ‘Who is it for?’” and ‘What can you do with it’ list the
Personas and the Use-Cases created to understand the ecosystem as part of WP3. Further manuals
were created by reformulating the content from project reports, making it more user-friendly. The
final version of all manual for the ‘Getting started with eCraft2Learn’ will be uploaded early January,

to ensure that contents from the last project reports (WP4 and WP5) are integrated.

eCraft2Learn :tn e R

eCraftiLearn FROJECT LINSFIED VISION

FIGURE 1: Project Website: Homepage
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FIGURE 4: Project Website: About> Project Overview
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FIGURE 5: Project Website: About> Project Structure
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ICT in Education
Conference

Mrussels, Belghum
3. November 7018

Mini Maker Faire 2018

Salzburg. Austria
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IDE Workshop
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October 2018
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FIGURE 11: Project Website: Activities > Consortium Events
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FIGURE 12: Project Website: Activities > Arduino Edu Livecasts
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4 NEWSLETTER

As mentioned above, the newsletter seemed to be less popular in attracting a large audience. Other
channels were however continuously used to promote it and rich contents of project outputs were
circulated in regular quarters also via the newsletters. For an overall project duration of two years, 5
newsletters were set as an optimal number of communicating packages of information through the
newsletters, and 8 would be an ideal number depending on the success of such materials. Since the
audience of the newsletters however failed to increase very much beyond target numbers, we focused
on distributing the content more frequently on other channels. Thus, by the end of the project five
newsletter were sent out in total. A sixth one will be distributed after the final update of all user
manual on the website, the creation of the online community group for the exploiting the ecosystem in
a sustainable way in the future, and describing the next steps of ‘eCraft2Learn 2.0’. The newsletters
distributed during the project included information on the research reports, news and announcements
regarding the project pilots, pilot outcomes and testimonials, news and announcements on project
activities such as calls for proposals/registrations on our workshops, outcomes of such events,

important community events etc.

eCraft2Learn ==

PROJECT FACTS

The eCraftZLearn project will research, design, pist and validate an
ecosystem based on digital fabrication and making technologies for creating
computer-supported artefacts. The project aims at reinforcing personalised
learning and teaching in science, technology, engineering, arts and math
(STEAM) education and to assist the development of 21st century skills that
promots inclusion and employability for youth in the EU

The eCraftzLearn consortium is glad to share with you the latest information
on the project and introduce you to the benefits of getting invoived in our
activities.

Only a strong consortium can guarantee the success of such a project. Every

partner brings in different strengths and will therefore contribute to different
parts of the project. Learn more about our Team here: Consortium Partners

INSIGHT THAT WE ARE HAPPY TO SHARE

Our first reports are here and downloadable:
http iiproject ecraftZlearn. ewnews-media/

Deliverable 3.1 “Description of personsiized and adsptive lesrning
scensrios” presents the foundations for developing the craft- and projsct-
based learning methodology for flsxible and open lsarning scenarios. t
includes a description of personalised and adaptive learning scenarios that
serve the pedagogical development of craft- and project-based science,
technology, engineering, arts, and mathematics (STEAM) education. The aim
of the report is to develop the pedagogical framework for an appropriate
craft- and project-based learning methodology to deploy our tech core. The
framework is developed within five stages that take into account the features
of personalised and adaptive learning within flexible and open learning
scenarios: (1) Ideation — Exploring the world; (2} Planning a project (3)
Designing and building a computer-supported artefact, (4) Programming the
built computer-supporied artefact and (5) Showcasing

It also deiberates with Deliverable 4.1 “Architecture Analysis and
Specification” which presents information about the vision and early defintion
for the eCraft2Learn technological environment with a focus on the software

IMPRESSIONS FROM OUR EVENTS

The sunny Mario Robot Head" Workshops at the University of
Eastern Finland

Several workshops with groups of 13-15-year-
olds were run by the UEF during the
international science event in Joensuu “SciFest
2017°. Students were provided the Arduino
electronics platform, Raspberry Pi software and
several other materials like paper, plastic or glue
for building a robot head

In an interview about the experiences and observations during the
workshops, Hanna Nygren — ressarcher of education scisnce and PhD
candidate at the UEF - described the workshops as a success. In her
perception, the students seemed very excited and eager to learn new things.
She however pointed out a significant knowledge gap on science basics
which will need to be addressed by the future eCrafi2Learn platform. She
also recommends continuously sharing students’ experiments and projects o
the community to capture the interest of other students less interested with
science and crafting

Project presentations in Italy, Greece and Austria

University of Padova Professor Emanuele
Menegatti presented the project to a wide
network of robotics engineers at the biggest
innovation event in northern Haly, the Galileo
Festival of Innovation, which took place on
11-13 May 2017.

In Athens students, teachers and other groups
of interest had the opportunity to get to know
more of the project and test some basic hacks
at two major events: the Athens Science
Festival from 29. March to 2. April 2017 and the
Athens Mini Maker Faire on 8-7 May 2017.

Viennese students, educators and makers could also have insights on the
objectives, methodologies and current progress of the project by the
presentation at the Vienna Maker Fairs from the project partner ZSI from
20-21 May 2017,

du (T

Your engagement: If you are interested to get involved in our project, you are
more than welcome to do so. The eCraft2Leam project of fers you two different
types of invelvement. You may officially become a Project Supporter which
means that you and your network deliver feedback on our reports, share and
participate in our surveys and join our network.

FIGURE 17: Newsletter 1
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Your engagement: |f you are interested to get involved in our project, you are.
‘more than weloome ta do so. The eCraftZLeam project offers you two dif ferent
types of involvement, You may officially besome a Project Supporter which
‘means that yoli-and your network delfiver feedback on our reports, share and
participate in our surveys and join our network.

Alternatively, you may become s Media Partner. This type of partner exchanges
the institutionz] log0 and shares our news in their network.

Your benefit: |n both cases, the fogo nd destrption of your istitule %l be posted
and prometed on our website. For inquinies, please contant us at
office@ecrsitieam.eu

EVENTS ON THE HORIZON

Are you looking for similar events in the maker movement and digital
articrafting in education? Dont miss the opportunity and visit one of these
events:

CONSTRUIT 2017 13.07.2017

s EVQ O moumo Ultimaker

A P—

STAY CONNECTED

@ website &) Emait

) Twitter

eCraNILeam i Lnded by e Eu Fiessaiin =nd imoualion Action wnger




eCraft2learn i@‘*

S— S
P

e
we®

Weleame 18 the Nevemner edition of the eCraft2learn newsierter!
projest

ta Inform
developments and sutputs.

PROJECT FACTS

The ¢CramiLesm Drowct wil ressarch. Gesin, il end vekdele en
+rosysten Bases on detal fabnoaten Bad makng techRsOpEs div cresteg
computer-supporied arin
eanng ad leactey © soecce. lechiokgy. engreerng. arts and math
EAM) sducation 80 1o SaaT M Jevekomant of 218 cantury aills Bat
oromote Inclusion and eeployaclty for youth in e EU.

Gindy 8 siremg consarium eAn GUATANIEE e SUCCEYS 0f SUCh & project Every
+ therntorn contributen b dilfarect

i T Painats

The proped i ol rentore

5 perssnabned

T eCrah2Learn consorium s pad 1o Share wits you the labest mformaten
o B progect and wiroduce you lo the bewefis of getting ivibed i our
wilrvbes

INSIGHTS FROM OUR NEWEST REPORTS
Repart on Inncvaticn Management In Tducation

This report expiores the masagement of coen nnovabens i educatien. ©
dncunsms e il ol approprate hedeg, nafonal ceguistion, corcula
Ny, technoliges ready 1o Use S5 adeau ining cpporuntes. for
fedchers, o Me Basis of 25 tervews Trom 9 Eursedan countnes. 544

A2 more wirmanen

Marwal of project-

reacner

The manual piovdes the basc miomalion aboul craft- and proect-based
aming and STLAM education for franing leschers and opens the basc
concepts of the technaiegy 10 be used durng training | als0 Ncludes Pe
frocedure of ainieg by noorporstieg e Salep prdagogy and B dea of
#eing & loal Lo drachers. for leaching robeics and easing thew path nks & Sex

UPCOMING ACTIVITIES

Deployment of small-scale pilots with learners in Athens

Pibots with the students in Greece are going to Start the 2nd week of
November both in the formal education site and in the informal educational site
of Athens Technopolis.

The picts wil be carried out by the teachers that parficipated as trainses in
the eCraft2Learn teacher training conducted in Athens. The 20 teachers will
be now given the opportunty to work with the students on projects that
focus on artefact making and buid upon the eCraftzLeam methodology and to
support the students in using creatively the selected technologies and tools.

The eCrafizLearn workshops in the school seftings willbe integrated into the
‘school program/curriculum and will run for 10 weeks for 3hrs/week with the
participation of 2 school classes (approximately 25 students, 15-16 years
oid)

The teachers are encouraged to act as coaches assisting the students as
they create their leaming journey. They will need to scaffold the leaming
process but also to show readiness in participating in co-learning
experiences.

We look forward to sharing more results soan!

Your engagement: The eCrafi2Leam project offers you two different types of
invoivement, You may officially become 2 Project Supporter which means that
vou and your netwark deliver feedback on our reparts, share and partiipate in our
surveys and join our netwrk.

Altermatively, you may bacome a Media Partner. This type of partser exchanges
th instituional logo and shares our hews in their network.

Your benefit: In both cases, the logo and description of your institute wil be posted
and pomotsd on our webste For inquines, plesse contact us 3t
offioe@ecrattzieam eu

EVENTS ON THE HORIZON
Are you looking for simiar events in the maker movement and digital

articrafting in education? Don't miss the opportunity and visit the upcoming
one:

m iCERi

10Yoars Buiiding the Futuroof Looimi

Resources

f the eCraft2l Open

The development of Open Educational Resources guiding users through their
first experiences in the eCraft2Learn ecosystem has started. Our report D3.3
provides an early description of the DERs that wil be produced by the
project. The OERs wil be made avaiable to the open community through
appropriste creative common licenses. Follows the development of our OERs
here

eCraft2Learn Ecosystem Use-Cases and Personas

Buiding on the work done in Deliverable 2 25 which sets up a methoology for
the establishment of use-cases of the eCraft2Learn ecosystem and provides
some intially identified scenarios, our second report enhances one scenario
presented in the first one and describes four other se Cases In order to
increase the understanding of the end-users that will teach and learn within
the eCrafi2Learn environment, the second report presents a set of Personas
as a method for enhancing engagement and reality. Both use-cases as wel
as persenas were buit on the basis of gualiative interviews and student
questionnaires. See the detailed analysis of the datasets here.

Velkko

cristoph

i

i
i

THE eCRAFT2LEARN INTERFACE (UUI)

The first version of the Unified User interface (UUI) that lies on the core of the
eCrafi2Learn ecosystem was recently released. The UUIis based upon the
five pedagogic stages underlying the eCraft2Learn project: ideation, planning,
creation, programming, and sharing. A large number of 1o0is that fit each of
these stages was carefully evaluated for selecting a set of favoured and
available o0ks. Al of these tooks are free, most of them are web-based and
many are open Source. We are also working on adding new fundctionalities
to many of them. This includes generating event logs for providing user
guidance based upon leaming analytics. We have also enhanced some of the
programming tools o support an easy to-use interface to Al cloud services
for image recognition and speech input and output. The Unified User Interface
integrates launching, documentation, event logging, and an umbrells under
which tools are run as sub-windows of the main interface window. The UUI
runs in any modern browser and is avaible at https://afsheenam github.io
.
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PROJECT FACTS

The eCraft2Leam project is researching, designing, pioting and validating an
ecosystem based on digital fabrication and making technologies for creating
computer-supported artefacts. The project aims at reinforcing personalised
leaming and teaching in science, technology, engineering, arts and math
(STEAM) education and to assist the development of 215t century skils that
promote inclusion and employabilty for youth in the EU.

Only a strong consortium can guarantee the success of such a project. Every
pariner brings. in different strengths and therefore contributes to different
parts of the project. Learn more about our team here: Consortium Pariners

INSIGHTS WE ARE HAPPY TO SHARE

eCraft2Learn project pilots in Athens and Joensuu
The first round of pioting activities running from November 2017 to February
2018 was completed botn in Athens, Greece and Joensuu, Finland with highly
positive fesdback from the tearchers and the students. In Joensuu the piiots
were hosted at the Fataluoto hool with groups of 13-15
year olds from 7th-9th grade. In total 57 students and § teachers participated.
In Athens the pilots took place at a formal and informal education setting, the
1stEPAL of Korydallos and Technopolis respectively. In total 51 students aged
1317, and 15 teachers had the chance to test the eCraft2Learn pedagogical
model.

In the context of the 1st piot round the students were involved in ideating
solutions, planning thei strategies, creating (through 30 modeling, crafting,
digial fabrication, 30 printing), programming (to make therr creations
interactive) and sharing their creations and knowledge gained with others.For
more defais on these activities click here.

FIGURE 19: Newsletter 2 and 3
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IMPRESSIONS FROM OUR ACTIVITIES

Capacity building workshops for teachers carried out in Athens and
Joensuu

Project partners EDUMOTIVA and UEF organized several rounds of teacher
training workshops in Athens, Greece and Joensuu, Finiand

The aim of the workshops was to famillarize the participant teachers with the
eCrafi2Learn methodology and the selected technologies and tools,

Through the workshops the teachers were encouraged to reflect upon the
eCraft2Learn methodology and to smoothly envision howi/whether this can fit
into their teaching practices. They were also introduced to the eCraft2Learn
technologies and tools through hands-on tasks that were sasy to start with
but concurrently were offering opportunities. for extension and engagement in
more sdvanced and complex tasks. During the 5 sessions at EDUMOTIVA, the
trainees were engaged in tasks reled to DIV electronics, visual
programming, 30 modeling, 3D printing and remote interaction with their
artefacts.

Freiminary feedback based on discussions in the end of the training sessions
has provided encouraging evidence that teachers appreciated ihe
technologies and pedagogies introduced in the course whie some skeplicism
was expressed regarding the shift in their role as coach during the piiots. A
structured analysis of the feedback from the teachers is in progress and wil
be presented in our upcoming newsletter

UPCOMING ACTIVITIES

INSIGHTS WE ARE HAPFY TO SHARE
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THE eCraft2Learn UNIFIED USER INTERFACE (UUI) DEVELOPMENT

Our UUI has been further developed to allow a login function for the leamers.
This function is alse used for identifying the pilot ste. These additions are also
needed for customisation of the proposed solution. Open Educational
Resources have also been integreated to quide learners, Users can access
the OERs through the menu on the top-right corner. To access the UUI follow
this link,

UPCOMING EVENTS

eCraft2Learn Workshop "STEAM Learning in formal and informal
settings via craft and maker projects”

We are happy to announce the Call for Participation for our upcoming
workshop taking place on 19 June as part of the IDC Conferece in Norway.
Find more details on the workshop structure and participation here.

New Conference Presentation by ZSI
Our project members at ZS|, Or. Christian Voigt and Or. Margt Hofer are
presenting the paper “Mnovation management in schools: Barriers and
enablers to making s educative practice” at MKW/I Conferance in Lineburg,
Germany on 09. March 2018 in the session “E-Learning and Educational
Service Engineering”. More infos about the conference can be found here.

PAST EVENTS

Lecture and webinar in South Africa and Ecuador
Our Project Coordinator Dr. Cakin Suero Montero held a webinar introducing
the concepts of Projectbased Leaming and Maker Movement in the
Classroom at e/merge Africa - an educational technology network comprised
of researchers and pracitioners in African higher education. The recording of
the webinar is avaiable here. She also held a lecture on the appication of
STEAM and critical thinking in research and education at the Regional
Amazonian Universty IKIAM in Ecuador in front of around 60 educational
Tesearchers.
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To sum up the results of our pilot activiies, evenis and feedback, we have created

WHAT HAS BEEN HAPPENING RECENTLY! g o
D% additional videographic materials. You may now see what happened al two of our largest
eCraft2Learn == s 1 e S e e oo n 3 s g

projects to fry out during your winter holidays! All videos are up on our YouTube channel,

To thank once again our community in Afhens for their oulstanding engagement and

inspiration for improving eCrafi2Leam, we organised our final event last week af
Technopoiis Athens. If you missed e opportunity to join Us, you can check the live
streaming herz. Thank you once again for being part of this leaming adventure! We ook
forward to keeping in fouch through our onfine community and trust you will keep
promofing eCrafi2Leam and creafing great artefacts!

L
eCraft2Learn

Maker Movement
in Education

BE  Students as makers of
i computer-supported artefacts:

s the eCraft2learn project
i o T

In the past months our team has been around presenting eCrafi?Leamn fo students,
teachers, researchers and policy-makers in Europe and around the world. Thousands of

eCraft2Leam Projects Playlist

ENJOY WATCHING AND STAY TUNED ON OUR FUTURE
DEVELOPMENTS!

them had the chance to meet eCrafi2Lea in lay, Ausiria, Beigium, Finland, Greete 35 o CRAFT2LEARN PROJECT

well as in the USA, Indonesia, Sri Lanka ete. We are really excited to see the community is
groving! Read more The aCraft?l eam project has researched, designed, piloted and validated an ecosystem based on digital

Dear eCrafters, fabrication and making technologies for creafing computer-supporiad artefacts. The project aimed at
renforcing personalised lesming and teaching in science, technology. engineering, arts and math
2018 has seen the eCraft2Leam project thrive to complefion thanks to your support!
The main outcome of this action, the eCraft2Leam learning ecosystem, is ready for Kali Calling Werkshop

all to use and furiher improve. As we put together the last bils of information for -

{STEAM) edusation and to assist the development of 21st century skills that promote inclusion and

Warkshop Al Programming
e

‘employabiity for youth in the EL. Leam more about our feam here: Consorfium Pariners

defivering you an all-expiaining package to uss the scosystem, and create an oniine . ;

v ~ &% N @ \\ 4 m 3
‘community wihere we can keep in fouch and share in the future, ve would like to LR o i & i
thank you for your collabration and feedback! We trust you will snjoy deploying rome

eCraft2Leam in your leaming activities! = @ |@mizy: EVQ OO moumo Witimaker
T % 2 ey

Wishing you a happy holiday season!
To sum up the results of our pilot activities, events and feedback, we have created
additional videographic materials. You may now see what happened at two of our largest  STAY CONNECTED
events at Athens Science Festival and SciFest Joensuu, and get some inspiration on
projects fo try out during your winter holidays! Al videos are up on our YouTube channel.

©) Website Twirter @ Eacebook

‘OUR ONLINE COMMUNITY TO SHARE AND CONNECT IN THE FUTURE

eCraft2Leam is funded by the European Comemission’s Horizan 2020 Research and Innovation Action
under Grant Agreement No 731345.

Our eCraft2Leam online community gruop is under way on the Create Connect plaform. All

you have to do is create a profile join the group and keep sharing your eCraft2Learn
creaions, ask questions and connect wilh peers. More information on using i, is on its

Copyright © 2017 SYNYO GmbH, ANl rights reserved.
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5 SoOCIAL MEDIA CHANNELS

Social media platforms represent an integral part of the dissemination activities carried out through
the project. In accordance with the Communication and Dissemination Strategy, the communication
through the social media channels was carried out throughout the entire project duration. The second
project period, matching with the achievement of more objectives and release of more outputs, led to
the expansion of the online audiences on all channels and an increase in the engagement of the users

towards the content produced from the project results.

The type of content shared on all owned social media channels includes output of the project (reports
and publication and extracts from them), awareness raising and recruitment of participants for the
project activities (workshops, exhibitions etc.), and related content from external sources that is
relevant for the maker community (e.g. knowledge articles and blog posts, research publications,
policy papers, upcoming events and announcements, quotes, and generally important knowledge for
the field).

The collection and posting of content for social media campaigns in the second half of the project, was
mostly made in a collaborative manner by different consortium members ensuring that the continuous

updates from the project activities and a broad variety of content is shared.

Besides the social media channels owned in the first project period, a YouTube channel was created

during the project’s first year. The YouTube channel hosts a big collection of visual contents such as

© 2018 eCraft2Learn| Horizon 2020 | 731345




Open Educational Resources made available in the Unified User Interface, sample eCraft2Learn
projects done during the pilots in Greece and Finland and other good practice videos and validation

interviews from other events.

The following sections show some types of posts and campaigns on all owned social media channels,

and related analytics if provided by the social media platform.

5.1. TWITTER

Twitter was one of the first platforms to have been created which had a steady increase in the number
of followers and engagements, reaching around 900 followers by the end of the project. As Twitter has
a wording limit, it was mainly used to share related content for the community (retweets from relevant
stakeholder and knowledge providers e.g. Scientix, European Schoolnet, Arduino, CREATE Education
Project, Makerspaces, Laura Fleming etc.), and post links to publications, reports, events, videos, and
other pieces of knowledge acquired in the project. As it can be seen from the analytics, several Twitter
posts were particularly successful and involved more than 3,000 engagements with the top one being

above 30,000 engagements.

DIGITAL FABRICATION AND MAKER
MOVEMENT IN EDUCATION

] » A - L b — 15 By by
g . - -
o - i e
" L Lo s e m & ==
- : R ST
ﬁ =L

FIGURE 23: Twitter Channel
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Tweet activity

Your Tweets earmned 5.4K impressions over this 64 day period

Tweets

b

b

Top Tw Tweets and replies  Promoted

eCraftZLearn @eCraftZLearn - 22 Mar 2017

Stay up to date and learn more about latest project
insights! Sign up to our #ecraft2learn newsletter:
project ecraftZlearn.eu/inewsletter/

pic.twitter com/oxPiRujallg

eCraft2Learn @eCraft?Learn - 20 Feb 2017

eCraftzLearn Project started with a successful kick off
meeting #ecraft2learn #H2020 #technologies #EU
#robotics pictwitter com/MHydlxhA4C

eCraftZLearn @eCraftzLearn - § Mar 2017

SXSW 2017: Designing for Health in Hospitals, Cities &
Homes #sxsw #JeffDesign schedule sxsw.com/f2017
levents/OE... via @sxsw #ecraft2learn

eCraftZLearn @eCraftZLearn - 10 Mar 2017
Pokémon Go players benefit from 30 printing -
Adprintinguk.com/pokemon-go-pla... #ecraft2learn

24 Feb 2017

eCraftZLearn @eCraftzLeam -

Learn more about our project on project ecraftZlearn.eu
#ecraft2learn #H2020 #technologies #EU #education
pictwitter com/BaTSF2m79P

eCraftZzLearn @eCraftZLeamn - 7 Mar 2017

Igniting Innovation Challenge: 3Dexter Encourages
Students to Develop 3D Printing Lesson Plans
Adprint.com/165925/3dexter. .. #ecraft2learn

eCraftZLearn @eCraftzLearn - 2 Mar 2017
great list on #free #Engineering #Software for #5tudents

ElJan 27 - Mar 31, 2017 v

&, Export data

2612 47
1,196 47
1,129 7
547 2
523 19
495 4
388 1

1.8%

Promote |

Promote |
0.6%
Promote |

0.4%

Promote |
3.6%

Promote |

Promote |

0.3%

YOUR TWEETS
During this 64 day period, you earned 84
impressions per day.

v
W-)

audience

Try Promote Mode

Engagements

Showing 84 days with daily frequency

Engagement rate

21% Mar 31
0.0% engagement rate
A"Ay :
Link clicks

!
0 link clicks

On average, you earned 0 link clicks per
day

1 Mar 31
0 Retweets

On average, you earned 0 Retweets per
day

Likes

On average, you earned 0 likes per day

FIGURE 24: Twitter Analytics
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Your Tweets earned 14.4K impressions over this 91 day period
YOUR TWEETS

- During this 91 day period, you earned 158
- impressions per day.

Wy

audience

Try Promote Mode

Tweets Tweets and replies  Promoted

eCraftZLearn @eCraft?Learn - 9 May 2017 1,187 19 1.6% Engagement rate

<%= Finland is ready for #SciFest20171 Visit on 11-13 May to 1.1% Jun 20
celebrate science and tech for young people 2.0% engagement rate

internationally. Infos @ ScifestJoensuu
pic.twitter com/Sel3CI0O0Tv

I A

Engagements

Showing 21 days with daily frequency

eCraft2Learn @eCrsft2Lesm - 16 May 2017 ad1 a 1.0%
3 Our young visitors loved digital handicrafting at Link cliges
#SciFest2017 77 m
#MakerMovement #eCraft2Learn #scienceisfun
pic.twitter comi/PajgVROxES ——
I . Promote |
- eCraftdlearn @eCr=izleam 7 May 2017 594 15 2.5% On average, you earned 1 link clicks per
= Happening now: #Edumotiva presents #eCraft2Learn day
[@MakerFaire ATH
#ecraft2learn #EU #H2020 pic.twitter. comicexnYKIM] — Retweets
[ | Promote | Jun 30
0 Retweets
w
eCraft2Learn @=CrsftZlesm - 22 Jun 2017 548 8 1.5%
"5’ Insights from our #robotics workshops
[@ScifestJoensuu
b't'ly"?STS‘Me #eCraftZzLearn |F,r—| On average, you earned 0 Retweets per
= L= ct T — day
eCraft2Learn @sCrafi?leam - 5 Apr 2017 533 3 1.5% Likes
. Presenting #ecraft2learn at #ArduinoD17
#ArduinoDay2017 #STEAM #5TEM #education
pic.twitter.com/ZINmMEa4C.Jbx —
o . Promote
. eCraftllearn @eCraitzleam 8 May 2017 464 9 1.9% On average, you earned 0 likes per day
= Did we tell you about our creative weekend
[@MakerFaireATH ?
Just to give you an idea... Replies
#ecraft2learn #EU #H2020 #Edumotiva
pic.twitter cominjHgaWFasF —— m_

FIGURE 25: Twitter Analytics
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Your Tweets earned 13.8K impressions over this 91 day period

Sunday, July 9, 2017
[ ] Organic Impressions 44

Tweets LG § Tweets o Mies  Promoted Impressions _Engagements
eCraft2Learn @eCraftZ?Lesm - 15 Sep 2017 2,026 85 4.2%
:"-"f The Padagogy Wheel is designed to help educators think
about how they use mobile apps in theirteaching
bit.ly/2x3UpPt #edtech pic.twitter.comitmizledgdr —
e Promote |
eCraft2Learn @eCraftZ?Lesm - 12 Sep 2017 1,977 30 1.5%
"5’ Our teacher training at @Edumotivalab in Athens using
{@Arduino and @Raspberry_Pi #eCraft2Learn #edtech
#MakerMovement #innovation
pic.twitter.com/0sECqZZflw —
o F'mmnbe|
eCraft2Learn @=CraftZlesm - & Sep 2017 1,666 22 1.3%
"5’ Qur training manual for teachers on project- and crafi-
based learning is now online and downloadable
bit.lyf2vkxYMNv #eCraft2Learn pictwitter comifcQifulay0f
R, Promote |
eCraft2Learn @=CraftZLesam - 5 Sep 2017 1,149 16 1.4%
:"-"F From understanding students to education myths...
bit.ly/2fQCFTa ———
e Promote |
eCraft2Learn @=CraftZleam - & Jul 2017 733 g 1.2%
:"-'?‘ Don't miss the #Construit2017 Conference at University
of Warwick, 13-16 July! You'll find us there! #eCraft2ZLearn
pic.twitter. com/3DIKo3ACW —
o Promote
eCraft2Learn @eCraft?Lesm - 21 Sep 2017 623 7 1.1%
#E=  \What #eCraft2Learn stands for! #STEAM #innovation
#arts #makermovement #DIY
pictwittercom/GDZ1RU2qT3 ——
- . Promote |
eCraft2Learn @=CraftZLearn - 268 Jul 2017 569 13 2.3%
:"-".?‘ More information on our project is now also available on
the @scientix_eu community platform bit.ly/2ZeMNonlE
#eCraft2Learn —
Promote |

YOUR TWEETS
During this 91 day period, you earned 152
impressions per day.

Try Promote Mode

Engagements

Showing 21 days with daily frequency

Engagement rate

0.9% Sep 29
0.0% engagement rate

:
0 link clicks

On average, you earned 1 link clicks per
day

Sep 28
0 Retweets

On average, you earned 0 Retweets per
day

Likes

On average, you earned 0 likes per day

Sep 28
0 replies
v

FIGURE 26: Twitter Analytics
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Your Tweets earned 12.9K impressions over this 62 day period
20K YOUR TWEETS
During this 62 day period, you earned 208
impressions per day.
W-yO
1 audience
I ‘ Try Promote Mode
Oct 1 Oct 22 Oct 29 Mow & Mov 12 Mow 19 Mov 26
Wednesday, October 4, 2017
1 Crganic Impressions 199
Tweet: | Tweets 1 replies  Promoted Impressions Engagements Engagement rate Engggements . .
. e wennes Showing 82 days with daily frequency
eCraft2Learn @eCraftZLearn - 20 Nov 2017 2060 a7 1.8% Engagement rate
= \ishing all makers an exciting week ahead! 1.2% Mov 30
#MondayMotivation #makermovement £DIY 0.0% engagement rate
#eCraft2Learn pic.twitter.com/SF1U3ETVFT |—|
Promote { &
ew Tweet act T e i a g . P M
PRV |
eCraft2Learn @eCraftZleam - 2 Oct 2017 1,696 16 0.9%
"5’ Find teachertested #edtech reviews for all subjects and
age groups at @TeachersApps bitly/2xUHACD Link clicks
#eCraft2Learn — 64 Now 30
=
eCraft2Learn @=CraftZlearm - 14 Mov 2017 1,648 A7 29%
:"-".?‘ Join the @stemalliance_eu event on advancing and
scaling up education-industry cooperation 7. Decin On average, you earned 1 link clicks per
Brussels bit Iy 2AE4zqF —| day
T Promote
etweets
eCraft2l earn @eCrsftzlesm - 9 Oct 2017 1,204 17 13% 41 Nov 30
"5’ 4hrs of our latest teacher training @Edumotivalab in 2 Re“""*
#Athens on #3Dmodeling and #3Dprinting with
@Ultimaker produced some nice results
pic.twitter.comickFX7jz3bg —
T Promote
On average, you earned 1 Retweets per
day
eCraft2Learn @eCraftZLearm - 20 Oct 2017 1,292 48 37%
= The #eCraft2Learn team all motivated for the 2. day of the .
General Assembly @UniPadova ltaly Likes
#STEAM #innovation #crafting #coding #robotics
pic.twitter. com/MhQKy57 mby4 |—|
L Promote
eCraftzLearn @=CraftzLesm - 13 Oct 2017 1,282 32 2.5%
= Checkthis page for countless #5TEM project ideas to try On average, you earned 1 likes per day
athome and school @HS Scientist bitly/2g8BQSC
[@scichallenge #eCraft2Learn pic.twitter.comirdizg88g3v |—|
[ Promote Replies
eCraftZzLearn @=CraftZLeam - & Oct 2017 a810 21 2.6%
:"-".?‘ #Al Cloud Services for Children digital poster for
#ECTEL2017 by our #eCraft2Learn team at
@UniofOxford @toontalk @nwin
pic.twitter. com/0dAJGfEs my ———— O Auerane o earned 0 jias per

FIGURE 27: Twitter Analytics
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Your Tweets eamned 23.5K impressions over this 91 day period

20K YOUR TWEETS
During this 91 day period, you earned 258
impressions per day.

sk

Try Promote Mode

=]
3
o

Tweets [EILLENELEE Tweets and replies  Promoted g 5 Engagements Engsgement rate Engggel:n‘ents il
Showing 91 days with daily frequency
eCraft2Learn @=CraftZLeam - Dec 12 2792 67 2.4% Engagement rate
=% \antto introduce craft- and project-based learning in your 1.5% Mar 1
classroom? Check our training manual for teachers of 3.7% engagement rate
#STEAM subjects bitly/2[TCATE g
#eCraft2Learn pictwitter comfyQiY2Ni3JC —| fL‘
- . Promote P % . R N
TR el A \,,}witw‘
eCraft2Learn @=CraftZlesm - Jan 11 2,640 a7 37%
:"-"P Piloting craft and project-based learning methods in Link clics

#Finland! 150
Who said girls dont do #STEM? Just put some #Artin it!

#STEAM #PBL #edpolicy #makered
pic.twitter. comi3holTn50

Promote |

On average, you earned 2 link clicks per
eCraft2Learn @=CraftZLesm - Jan 15 1,915 15 0.8% day

w  Wishing all little makers a successful week!
#MondayMotivation
#eCraft2Learn #makered #PBL Retwests
pic.twitter. comiZElihy5p5X

Mar 1
- iomotey mote | 0 Retweets.

eCraft2Learn @=CraftZLesm - Jan 18 1,845 73 4.0%
= Curiosity is key to success Q
#ThrowbackThursday to #eCraft2Learn workshops

. On average, you earned 0 Retweets per
@5cifestJoensuu ge, ¥ p

di
#makered pictwittercom/DSCLreanx3 —— ¥
[ | Promote |
: Likes
eCraft2Learn @=CraftZLeam - Jan 17 1,753 57 3.3%
:"-"P Check out this #MOOC by @pirre74 introducing innovative
pedagogy and #EdTech in #Finland bit.ly/2DdAXSo
pic.twitter com/RZ6cITJzEE —
o . | Promote |
On average, you earned 1 likes per day
eCraft2Learn @=CraftZLesm - Feb 26 1,338 18 1.3%
= oyr @UniofOxford expert Dr. Ken Khan @toontalk was Replies
invited to give atalk in Indonesia to present and Mar 1
demonstrate the #Al education extensions developed 0 replies.
within the #eCraft2Learn project. Check the slides at h
tinyurl.comiai-kids-upi pictwitter com/MG2udwws\o ——
o T + Promote |
eCraft2Learn @eCraftZLeamn - Feb 20 1,224 10 0.8% En average, you eamed 0 replies per

FIGURE 28: Twitter Analytics
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Your Tweets eamned 37.3K impressions over this 91 day period

Promoted Impressions

Tweets and replies

20.0K

eCraft2Learn @eCraftzLeam - Mar 28

This week's @ArduinoEdu LiveCast session with
(@dcuartielles from #eCraft2Learn partiner @Arduino
starts at 7pm CET.

Join the livestream here: verkstad.co/edulivecast! and
take partin the discussions: discordapp.comiinvite
1c9DqgBVH pictwitter comiQ4SYkEHBALK

eCraft2Learn @=CraftZLesm - May 14 3,228
™What is the eCraftzLearn ecosystem and how can it be

implemented in #STEAM education?

Check our new manual for training teachers on craft-
and project-based learning! g g grtinyurl.comiyadyawit
pic.twitter comMWKYVESUyxG

eCraft2Learn @eCraftZLearn - May 22
Check this recent article by our expert @UniofOxford Dr.
Ken Kahn @toontalk on #Al programming by children
published in the latest issue of @HelloWorld_Edu.

3,005

Full issue here: bit.ly/2jFv43z pictwittercom/a7sFxUdF2i

eCraft2Learn @=CraftZLearn - M 1

Great #MOOC by @MIT and @Microsoft for supporting
teachers, principals and superintendents to launch
#innovation in schools bitly2winlUZ3 Become a change
leader! #edchat pic.twittercom/uLEWO9alLPg

2,353

eCraft2Learn @eCraft2Learmn - Mar 28

For Spanish speakers: Curso online de Programacidn
Grafica con Arduino #Visualino #Scratch #Snap4Arduino
y #Ardublock

programacionarduino.es twitter comtodomicrostamp...

1518

eCraftzLearn @=CraftzLeam - Mar 26 1,294
Proud to announce the meet-up of the students involved
in the #eCraft2Learn pilots with Astronaut Charles

a1

29

55

10

35

Promote

25%

Promote

1.0%

2.3%

Promote

27%

Y OUR TWEETS
During this 91 day period, you earned 410
impressions per day.

audience
N |
Try Promote Mode |

Engagements

Showing 91 days with daily frequency

g

Link clicks

116

On average, you earned 1 link clicks per
day

On average, you earned 0 Retweets per
day

On average, you earned 1 likes per day

AJun 1
0 replies
v

FIGURE 29: Twitter Analytics
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Your Tweets earned 10.2K impressions over this 91 day period

Tweets Tweets and replies  Promoted mpressions

eCraft2Learn @=CraftZLearn - Jun 11 1,638
~= During our visit @InnovAthens for the #eCraft2Learn

project meeting, all partners had the chance to check the

infarmal pilot site where students have been testing the

eCraft2Learn ecosystem and creating robotic artefacts.

‘We give their creations a thumbs up!é@
pic.twitter. com/EnRPsfouOv

eCraft2Learn @=CraftZLearn - Jun 8 1,355
= Day 2 of the #eCraft2Learn consortium meeting

@InnovAthens has our industrial partners @UltimakerGB

(@evothings @arduino @Edumotivalab discuss about

the project exploitation and sustainability

#edtech #Finnovation pic twitter comixQgpny5zqj

eCraft2Learn @eCraftZLearn - Jun & 1,116
~  #eCraftZzLearn General Assembly kicking off
@InnovAthens in #Greece pic.twitter com/JCiXouyDZkH

eCraft2Learn @=CraftZlearn - Aug 1 986
= ﬂuHa\ae you registerad to our newsletter yet?!

@rSUBSCRIBE NOW and never miss out any update
again!
@pro]ect.ecraﬂ2|earn.eumewslenen’

#Edtech #makered #pbl #5TEAM #eCraft2Learn
pic.twitter com/WADZKRDuUSZ

eCraft2Learn @=CraftZLearn - Jun 28 854
= This year's @MakerFaireRome takes place in October
12-14.

Attached to it, the International Conference Educational
Robotics (EDUROBOTICS 2018) will take place in
October 11.

Find below the call for papers running until July 14!
easychair.org/cfp/ER18 pictwitter com/DOQOIcMDcf

2.8%

27%

Promote

1.3%

Promote

1.5%

Promote

Y OUR TWEETS
During this 91 day period, you earned 112
impressions per day.

audience
N N
Try Promote Mode )

Engagements
Showing 91 days with daily frequency
Engagement rate

%

Aug 21
0.0% engagement rate

Link clicks

:
0 link clicks

On average, you earned 0 link clicks per
day

Aug 31
letweets

On average, you earned 0 Retweets per
day

Likes

On average, you earned 0 likes per day
Aug 31
0 replies

v

On average, you earned 0 replies per

FIGURE 30: Twitter Analytics
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Your Tweets earned 16.8K impressions over this 91 day period

UR TWEETS
Durlng this 91 day period, you earned 184
impressions per day.

Tweets ELEITEEEE Tweets and replies  Promoted

eCraft2Learn @=CraftZLeam

=  COurown @toontalkwas featured on @FT_SriLanka
highlighting the importance of the coding culture for
youngsters, to which his work at eCraftZ2Learn is
dedicated!

Read more G bit.ly/2zZIg0v \ I'W }W» J]U‘QA 1.»«.«

Promote

eCraft2Learn @s=CrafiZLearm - Nov 22 2797 i} 0.2% 51 Nov 30
Hands-on learning applies to all subjects and not only
STEAM - Sylvia Martinez at #KoliCalling

&
:
:

See whats's next on the program here g3 Dit [y/20ZFCF

pic.twitter. com/9OHF pyfdRx
Promote
On average, you earned 1 link clicks per
day

eCraft2Learn @=CrafiZleam - Sep 2030 24 1.2%

= Dr. Ken Kahn @toontalk presentmg his work on Al etweets
programming by children, contributing to the development
ofthe #eCraft2Learn Uniﬂed User Interface. 0 Retweets

e
=31
g
g

Check his slides here for more insights ¢
bit. ly/2pwkgPD pic.twitter. com/h3GLwywDXn
Promote

On average, you earned 0 Retweets per

eCraftzLearn @=CrafzLear - S=p 10 1,374 26 10% O

Learn more about our stand at @MakerFaireRome and
come visit us there i on 12-14 of October @ @ Likes
bit ly/2x0gqwAP pictwitter comiHyMNo1vVndhJ

#

Promote

eCraft2Learn @=CrafiZleam - Sep 14 1,160 35 3.0%
‘We had avery produdwe meeting for the Project Technical

Review at EUFO in #Luxembourg. Mow working on

improving the #eCraft2Learn ecosystem and bringing it

closer to the community! pic twitter com/8iXwAcelLDt

#

On average, you earned 0 likes per day

0
0 replies
eCraft2Learn @=CraftZLeam - Sep 11 559 21 3.8% -
= Full team preparing for the #eCraftZLearn review meeting
at EUROFORUM in #Luxembourg
pictwitter com/avOG51m1oB

Promote

Promote

On average, you earned 0 replies per

FIGURE 31: Twitter Analytics

5.2. FACEBOOK

Facebook is another social media platform successfully exploited for dissemination and communication
activities. In comparison to Twitter, Facebook has no word limit to posts which allowed for broader
messages to be shared and attract more audiences. The types of contents shared on Facebook were
quite similar to the ones from Twitter, however in an extended and more informative format. While
the Twitter channel was created immediately after the project start, the Facebook page was created

after the first six months, following the delivery of the initial project outcomes. As per coincidence, the
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number of followers on Facebook remained below that of Twitter, possibly due to a decrease in

popularity of the platform itself and an increased embrace of Twitter.

The content shared on Facebook was mainly coming from the consortium, but it also included sharing
of important knowledge from related pages. The following figures show some types of posts shared
recently on Facebook, and content posted from external stakeholders. Unfortunately, Facebook does

not offer detailed analytics such as Twitter, but an overview is presented below.

All Posts Published

. DIGITAL FABRICATION AND MAKER
s il (/7 MOVEMENT IN EDUCATION
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FIGURE 32: Facebook Page
<>
- Ief:r':m!tum.eu.s el _ eCranzLearn.eu s in Turky, Finiana
_ eCraft2Learn.eu added 7 new photos to the album . ol i My 316
eCraftZLearn Workshop at Koli Calling 2018 — in Joensuu. WETEIT WINS ImCemL O, Calian Suero Mantern hakd 3 guest icture on tha intreduction of digital

November 22 at 2:30 PM - G
As we approach the end of the eCraftZLearn project. one of our final
events with teachers and researchers in the STEAM education and
maker movement experts, is being held today during the 'International
Conference on Computing Education Research' #KoliCalling in Joensuu
Finand.

fabricalion and e maker move N eucation based on i
eCraftlLeam pedagogical methods and technical architacture, at Linsverssy
of T

W0 of 1 WCHng B SeCessibie onlinge

YOUTUBE COM

Guest Lecture: eCraft2Learn - Digital Fabrication and Maker
Participating teachers and researchers had the chance to be introduced Movement in Education
to the theoretical approaches of the eCraftZzLeamn project and get to D

know the overall learning ecosystem through a hands-on approach.

We had the pleaseure to enjoy the opening speeches by our Expert and
Advisory board members, Sylvia Libow Martinez and Gary S. Stager -
authors of 'Invent to Leam: Making, Tinkering, and Engineering in the

Classroom' o Like [ Comment & Share @-

#CraftzLearn su shared a post
May 286
Bvmy we neea more
EResearch says &
¥

s N education fof SSTEM subjects ©
M

EU Science & Innovation ol Like Page
O i

Powerlul paintngs: #H20
braing

project studies the impact of art on our

5 been nominated in the category ‘Best tage

s At 15 powerful. 3 smghe painting can provoke myTiad emetions and
018 Innovation Radar Prize, for is contribation to the

COgNtvg Iesponse

ECEL A
£ Innovative pedagogical models for better
eCraft2Leam Workshop at Kol Calling e s na L 11

technology and the maker movement
2018 : principles - FUTURIUM - European
Commission

7 Photos

FIGURE 33: Facebook Page
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The Role of Education for the Social and
H

Economic Uptake of Roboti
the Case of the eCraft2Learn Project

Dimitris Alimisis, Dimitrios Loukatos, Emmanouil
Zoulias, Rene Alimisi, EDUMOTIVA, Greece

1 INBOTS Conference, Pisa, Oct 17, 2018 -

Dimitris. Alimisis
Oclober 13

#eCrafilleam project was presanted in SINBOTS conference, Fisa, 1T, Oct 17, high
interest lor £yeipies betwaen eCrafiZieam & INBOTS projcts

D= 1 Shany
oy Like ) Commant £ Share @~
@ ome s

eCranzLsam.eu
Oetober 16 €

The ‘218t Century Pedagagy’ Chan from TeachThought puts tegather mast
of the components of the eCraftLeam leaming ecosystem

“You may check our report on the development of the personalised, cran- and
project-based kearning methodology bit ly/2yFagDR and kel us know your
Ihoughls on possitde Improvements.

-.-.-.m-+

s=

-
o
oy

e
tubie St

|-n-m-~; [Inwa-kd"

N\

[ e Pramees |

_ vCraftilearn.eu
Mayd G

Hanamul glossary for understanding the termnclogy of the Maker
Movementi & € 6§

Open Source Crafting
Code Ponnaeg. | (3Bilerms
Fos Prototype
ene rowd®e | For Teachers
Alpha Interface
Baa Kir
Hach Tuin-Key
Maherspace Laser Scannar
CAD MacGyver
Bug Invent
Hachespace Model
Open Materials
Design Metalworhing
TEAGHTHOUGHT.COM
The L Of The Maker 38 Terms For
Teachers
[+F]
o Like [ Comment £ Share -
(OGN )

eGraft2Learn.eu anoed 36 new pRoios fom May 710 he aibum. ===

" eCranzLeam Exnaions @ Athens Science Festval 2018

May 7@ G

Our #5TEMDiscoveryWeek activities look place al the Alhens Sclence
Festival by the eCranzLeam panners Edumotiva and Technopoks,
From 24 10 27 of Apnl we had with us the students that participated in the
paiats from both pilot sies.
On the 25th of April the school team of Konydallos was with us and the
students did a fantastic work demonstrating their robotic artefacts. On 26th
and 27th the students of the infarmal pilot sie ined us and proudly
demonsirated their wor. . See More

© 2018 eCraft2Learn| Horizon

_ eCraftiZLearn.eu
M s G

Cur newesl repon obsernves INe role of educational technologies,
governance, resources and leacher skills in enabling or hindering innovation
in future aducation systems
W use sCEnano development methads 10 bulld récommendations for al
types of stakeholders involved in the European education ecosystem -
teachers; school govermance; regional and national education authorties;
and 1he EUfopean LUNion a5 3 major aC10r mvesting in coucation and
education-related research & innovation initiatives

eCraftiiearn.eu
TR )
Cur newes! manual for raining leachers in conducting craf- and project-
basad leaming in #5STEAM subjects 18 onlingl

The document provides a thorough descrption of he pedagogical and
technical aspects of the eCraflearn ecosysiem and how thiy can be
mastgred by STEAM teachers

Read the fUllVersion INCuding Me previows publcation belowl & & &

eCraft2Learn <k

FROJECT ECRAFT2LEARN EU

project.ecraft2iearn.eu PROECTECRAFTZLEARN EL
project.ecraft2learn.eu
[} 1 Share
D) vouand 3 otrers 1 Gomment 2 Shates
o Lk [ Commuent A Shaie @~

£ Share @-

O Commant

|.Illm

Mot Rlvant =

e Q Write @ commeant

Mario-Elena Vischopoulou Nice movement, in which way
someone thl does nol parlicipate in the program is chalenged In
use the proposad educational mathods? Al the and of the program
theee wil be proposals to govemmants of the countries for sxampla?
| supposa that It s a genaral quastion that concems many research.
PrOGramS; bt whih & the Batar vy 10 bacietfom e resuts of
resnarch’

Like  Rapty 10w

0o e e

Wit & comment

il e@e e

TMmz G
Or Ken Kahn's anicle - eCraft2Leam expert from the University of Codord -
on Al programming by Children appeared in the lalest issue of the Hello
Werid magazine
Read the full issue here: bit iy2(FVadz

e}
aCrafLeam.ou Dear Maria-Elana. thank you for your
Ingquiry! This repert Includes recommendations for creating
tha conciions that snable Innovation in education. Your

ADDING BLOCKS TO SNAP! o
FDR A] PR“G RAMHI "G Exploitation Stratogy, which Is dus by the end of _ Ste Mlnbm'

Enasig Crosen I 0k 4 rogrann Lie Regty 30w

FIGURE 34: Facebook Page

. eCraftZl earn.eu shared a link.
October 17.2017 - &

sCraf2learn.su e
AT G
Imagenation_ Creativity and Strategy will be the skills required In the fufure
Are gxisting Sysiems yaung well
enough with these skills?
EDUTOPIA ORG
6 S for Diffe in Project-Based
Learning
[+ 3
oY Like (J comment A share 9D-
HEF.ORG g Write a comment... 0@ ® @
The Future of Human Work |s Imagination, Creativity, and
Strategy
eCraft2Leamn.eu
Oetober 18,2017 - G
0D 1Share
“Vihat is STEAM? If involves collaborative explorations in Science
; Technology, Engineering, Arts and Math. Leonardo da Vinci, Albert Einstein,
i Like 3 Comment /> Share € - Sieve Jobs are allicons of genius who integrated these five pursuits! They
recagnized the value of simultansously studying the creative process and
e Wi & camhant © @ @ [ e scientiic method of mquiry. STEAM represents a paradigm shif from
- traditional education philosophy, based on standardized test scores, to

modsm ideal that focuses on valuing the lsaming process as much as the
results. Students are challengsd to bs wrong, fo try multiple ideas. to listen
to alterate opinions and to creale a knowledge base that is applicable to
real fife as opposed to focusing on preparation for testing.”

_ CrafiZlearn.ou
Ao 13- G

Haow could a school ciass, a teacher of single students handle differant
projects within the #eCraf2Learn learing ecosystem?
T hedp you understand how the eCranaleam ecosystem works in practice
we bulll 16 uses-cases, mainly based on ihe experiences of the pliot
aclivilies.
Lise ca5es are huilt 10 SUPPoR 1he undersianding of how 3 product or a tool
can be used. The eCranileam use cases refiect the different needs of
teachers and students as well as ideas created by the teachers and aim 10
turiner defing jor re-gefing) already existing and planned work of point out
niew ideas and requiests thal shall be used as inpul for further discussion on
the development wark in eCrattsl eam

STEAM-powered learning

— —‘\; | _ How do we prepare our youth for college and careers and life in the 21st...

FIGURE 35: Facebook Page
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_ eCraft2Leamn.eu
Moversber 24, 2017 - G

Are good teachers bom or made? Interesfing take from the Economist

pointing out the imporiance of efficient training and education management

for developing teacher capaciies and influencing students' suceess,

BF ‘1.

1 Share

(.- T}

o Like (J cComment > Share Q-

@ 0 @
ECONOMIST.COM
Teaching the teachers

eCraft2L earn.eu «s+  Greatteaching has long been seen as an innate skill. But reformers are

November 14,
o1 1 Share
Want to stay up-to-dale on our project developments and recieve inferesting
news about conferences and calls for papers on the horizon? Subseribe to " -
y ) Liks Cc t shi -
our newsletter now: hilps:Hproject ecrafiZiearn. eu/newsletter/ 0 Like A e o St @

e

@

ECRAFT2LEARN US15.LIST-MANAGE COM

project eCraft2Learn newsletter

. eCraft2Learn.eu shared a link. o
Nave: 2017-6

o

project eCraft2Leam newsletter Email Forms

@ Gledi Hoxna and 1 other 1Share
Y Like (J comment £ Share D~
2 : e ak

eCraft2Learn.eu shared a link
Navember 3. 2017 - G

CMRUBINWORLD.C
The Global Search for Education: Hello Coding — When Did
You Get So Cool?

(D) Gledi Hoxha and 2 athers 1Share

o Like J comment & share Q-

0 ®

. eCraft2Leam.eu is W making crafls
ECHEDVOCATE ORG Mavember 20, 2017 - G
Is Artificial Intelligence the Future of Education?

The role of ariificial infeligence in education is always a hot fopic. While

Qur team from UEF holding an eCraft2Leamn workshop at Koli Calling -
International Conference on Computing Education Research - in Finland

FIGURE 36: Facebook Page

eCraft2learn.eu eCraftllearn.eu
v 16 G ung 15 G
D, Ken Kahn's work on enabling ch
featurea at the 545 Coding bicg

11 'Design Thinking can be brefly defined as a mindss
leaming, coliaboration, and problem 5o
uncamfartabie with the wa
because uimately, espacially
588 Students taking ownership over the design process. |

t and approach o

Checkitou *

©taura Flaming - author of The Kickstart Guide to Making Great
Makerspaces' - summarises four lessons on Design Thinking leamed from
Elon Musk in NEs response 1o saving trapped in the Thailand Cave

EIRead Al helow

MAKERSPACE
LEARNED

Adding
Ad g M

o5

Makerspace Lessons Learned from Elon Musk - Worlds of
Learning

[J Commaent @2 Share

o'y Like

Oo 3 1 Yhata
oYy Like

2

[J Commant

. eCraftiLearn.eu o

G

ing it dn dsset to

insteuction helps everyone,

FIGURE 37: Facebook Page
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1o build A1 programs was

_ eCraft2Leam.eu is in Athens, Greece el
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5.3. YouTuse

As mentioned, the YouTube Channel was created following the creation of the first visual materials
and used to dissemination materials as well as supportive materials for running eCRaft2Learn project
on the UUL. Currently the channels includes a rich collection of materials such as interview with
teachers and students involved in the pilots providing feedback and validation of the ecosystem,
showcases of projects run during the pilots in Greece and Athens and supportive materials of ‘good
practices’ for running each of five stages, interviews of visitors at the eCraft2Learn public events in
Athens and Joensuu while exhibiting the ecosystem in a hand-on approach, one video including
some of the main researchers involved in the eCRaft2Learn team and the project coordinators, as
well as an official corporate video of the project that was included in the EU R&I project repository.

FIGURE 40: YouTube Channel
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6 PROJECT PRESENTATIONS

Apart from the social media presence, and the communication to the scientific community via
publications, another types of dissemination activities that was particularly important and impactful
during the whole project was the participation in workshops and conferences either as an organizer or
through holding a presentation, speech or simple networking in various event worldwide in front of

vast audiences.

The very last event to conclude the series of eCraft2Learn engagement with the community was
organized in Athens by EDUMOTVA and TECHNOPOLIS on 20" of December with the title "Students as
makers of computer—supported artefacts: the eCraft2Learn project”. The event started with an
overview of project objectives and methodology and implemented activities by Dr Dimitris Alimisis
(Edumotiva) and Mr. Antonis Economou (Technopolis). The floor was then given to Mr. Kostas
Asimakopoulos (head of the 1st EPAL Korydallou -formal pilot site) who explained how the
eCraft2Learn initiative was integrated in the school program; he further highlighted the impact
perceived in the formal school settings; he then elaborated on the plans for "a new cycle of making
sessions" in the eCraft2Learn lab in February 2019 with the engagement of more school classes. Then a
"flash back" to the pilot period was made by Rene Alimisi with the demonstration of videos taken
during the pilot implementation period. Then the floor was given to the students that participated in
the pilots who freely talk about their experiences and contributed short pieces of their eCraft2Learn
moments. It was interesting to see that the students had new ideas for projects and could recognize
the impact of the eCraft2Learn on their cognitive and social skills. It was also interesting to see that
some students had transferred the knowledge gained in new contexts (i.e. 2 students joined recently
the CanSat initiative of the European Space Agency (ESA)) whereas others were spreading the "word"
about the eCraft2Learn to their classmates (some of which joined the closing event). The event was

attended by 35-40 people, it lasted almost 2 hours and was live streamed via Facebook.

Other major events organized and attended during the project can be found on the project website in
the section Consortium Events. Table 2 lists all of main project organized and attended by partners in

which eCraft2Learn was brought to the spotlight. In sum the followings can be concluded:

=  More than 50 project presentations we done
= More than 20 countries covered (including Asia, South Africa, Latin America)
= More than 5000 overall audience members

= More than 10 Media Channels and more than 100 posts on other media
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Table 2: Project Presentations and Workshops

Conference/Event Name

Location

Partners Involved

Athens Science Festival 17/18

Arduino Day 17/18

Edinbugh Mini Maker Faire

EC-TEL

SciChallenge Award Academy

Athens Mini Maker Faire

Vienna Maker Faire
EDULEARN17
CONSTRUIT 17/18
Galileo Festival 17/18

Giocare a pensare

Live Broadcast: Athina 9.84

radio

Tieteen paivat, Savonlinna

RoboESL conference

Innovation 2.0

Holomakers Kickoff Meeting

INBOTS Kickoff Meeting

Athens, Greece

Malmo, Sweden

Edinburg, UK

Tallin, Estonia

Vienna, Austria

Athens, Greece

Vienna, Austria

Barcelona, Spain

Warwick, UK

Padua, Italy

Milan, Italy

Athens, Greece

Savonlinna, Finland

Genoa, Italy

Cluj-Napoca, Romania

Athens, Greece

Brussels, Belgium
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EDUMOTIVA, TECHNOPOLIS

ARDUINO, MDH

Ultimaker, DUNDEE

UOXF

SYNYO

EDUMOTIVA

ZS|

UOXF

Several Partners

UNIPD

UNIPD

EDUMOTIVA

UEF

UNIPD

Several Partners

EDUMOTIVA

EDUMOTIVA



e/Merge Africa

School in Creative Moments

1st pan-Cyprian Engino

Conference

Scientix Conference

IKIAM University Lecture

Bandung Polytechnic State

University

University of Turku

Robotica Educativa e

Competizioni Robotiche Junior

Maker Days for Kids

SciFest Joensuu 17/18

IDC Conference

1st conference on 3D printing ir

education, science and industry

2nd international conference or

Innovating STEM Education

Maker Faire Rome 17/18

BETT Show 2018

Industria 4.0

South Africa /Online

Athens, Greece

Limassol, Cyprus

Brussels, Belgium

Napo, Ecuador

Bandung, Indonesia

Turku, Finland /Online

Trento, Italy

Graz, Austria

Joensuu, Finland

Trondheim, Norway

Warsaw, Poland

Athens, Greece

Rome, ltaly

Birmingham, UK

Padua, Italy
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UEF

EDUMOTIVA

EDUMOTIVA

SYNYO

UEF

UOXF

UEF

UNIPD

ZS|

UEF

Several Partners

EDUMOTIVA

EDUMOTIVA

Several Partners

Ultimaker

UNIPD



FSI — Festival Smart Innovation

Robots and robotics at school

for teaching science

Creative learning: lab for
exploring and making robotic

artefacts

Koli Calling 17/18

Makernoise 2018

Big Bang NorthWest

EDUROBOTICS18

Al Programming Workshop

Adding Al Blocks to Snap!

ICT in Education

RISE Kista, IOT and Sensors Day

‘Students as makers of
computer—supported artefacts;

the eCraft2Learn project’

Silea, Italy

Treviso, Italy

Athens, Greece

Joensuu, Finland

Ormskirk, UK

Liverpool, UK

Rome, ltaly

Cirebon, Indonesia

USA, Several locations

Brussels, Belgium

Stockholm, Sweden

Athens, Greece

© 2018 eCraft2Learn| Horizon 2020 | 731345

UNIPD

UNIPD

EDUMOTIVA

UEF

UOXF

UOXF

Several Partners

UOXF

UOXF

SYNYO

MDH

EDUMOTIVA, TECHNOPOLIS



7 MEDIA PRESENCE

Besides the presente on the owned media channels, the project and its outcomes were presented in
all the partner websites and online communities as well as several outcomes were featured in
important international media. A list of the types and channels of such media presence is
summarised by Table 3 below. Links to the blogposts can be found on the project website.

Table 3: Media Presence

I —

Call for
educators/Project
Outcomes/Events
Innovathens website etc. Technopolis Online
Athina 9,84 Radio Media presense EDUMOTIVA Greece

Innovathens Facebook  Call for participants
Page for the pilots Technopolis Online

Website News

BESA website - news Mention Ultimaker UK
CREATE Education Website News
Website and Newsletter  Mention/ongoing Ultimaker UK

University News

IKIAM Youtube channel Channel UEF Ecuador
e/merge Africa Webinar UEF South Africa

Blog channel of T&W Online News ZS| AT, International

S4S Coding Article UOXF Online

Computing at School Article UOXF Online/Offline

The Island Article UOXF Online

FT Daily Article UOXF Online

I-LINC eCraft2Learn Project SYNYO Online

SCIENTIX eCraft2Learn Project SYNYO Online

Social Media Channels of
partner organisations
and personal accounts of
team Online Posts All partners Online
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8 DISSEMINATION MATERIALS

This section presents the dissemination materials creating to present the project at physical events
as well as on the online channels. The initial step towards creating an identity of the project, which
will live further as the eCraft2Learn learning environment, was to create a logo and respective color
coding used in the upcoming materials. The created materials include factsheets to present the
project, the UUI etc. The ultimate package of dissemination materials including user-friendly content
will be uploaded as part of the ‘getting Started with eCraft2Learn’ package on the website and other
media channels related to the project, and will be presented during the final project review in

February 2019.

& project ecratttlean.au (B) offcepecratiaivarn.eu (@ @ecroftzienn

.

.
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FIGURE 43: Logos and Banner

DIGITAL FABRICATION AND
eCraft2Learn=#%= | MAKER MOVEMENT
IN EDUCATION

) ANEW CENTURY
. LEARNING
METHODOLOGY

Soreon rost

Uz Prmdery

L]
T prnieeri b, revmsweti famiiera) Borniie

o Ferwmeres R lrvrwion
Europaan Ui Hovkon 3200 Dumarch s

RESEARCH DESIGH FILOCT VALIDATE TR YT o
@Dﬂ'ﬂi&ct&cmiﬂleam.eu @ @ecraft2learn "L%\, office@ecraftZlearn.eu

FIGURE 44: Factsheets

© 2018 eCraft2Learn| Horizon 2020 | 731345



PROJECT BACKGROUND

Digital technology has radically changed the way people
waork in industry, inance, services, media and commerce and
has urged necessary corresponding changes in educational
systemns, [0 many cases, new technologies are Simply
reinforcing old ways of training and leaming in current school
settings and very often they are introduced according to a
narrow perception as being suitable only for talented youth
ar only for Science-, Maths- or Engineering-oriented majors,
Current developments call for a move from this elitism 1o the
recognition that fluency with making technologies
represents knowledge and skills valuable for every citizen,

PROJECT VISION

For leamsrs (13-17 year olds! and their
teacherssinstructors/coaches who want to learn by making in
an engaging and rewarding environment supporting creativity,
eCraftzLearn is an integrated learning ecosystem that
provices tools, support and traiming for innovative learming,
contributing to opaning learming towards Innavation through a
crafi- and project-based pedagogical approach in STEAM
education,

PROJECT OBJECTIVES

The eCraftzLearn project has a three-fold focus
interrelated within the pedageaical, technical and
business objectives,

Pedagogical ohjectives:
@ = innovation management technicues

+ developing a diferent approach to education
» gnabling communication

Technical chjectives:

S
©

* facilitating positive changes in attitudes towards
education in science, technology

Bussines objectives:

+ enabling and making sustainalble network of
collaboration among industry

PROJECT FACTS

DURATION
OLA0L 2m7 to 312/ 2018

PROGRAMME
Horizen 2020
Research & Inncvation Action

REFERENCE
731345

COORDINATOR
University of Eastern Finland

FOLLOW US &

FIND OUT MORE
ABOUT OUR LATEST
DEVELOPMENTS

eCraft2Learn

CONTACT US
@ project ecraftzleam,eu

Q;Ej officemecraftzlearneu

@ mecraftzlearn

L@ s EY0 m Ultimaker

bkoms s,

FIGURE 45: Factsheets
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ECOSYSTEM

DIGITAL FABRICATION AND
MAKER MOVEMENT
IN EDUCATION

THE eCraft2Learn

Horizon 2020
European Union Funding for
Research & Innovation

Thiis praject has received funding from Lhe

Eurepesn Unions Horizon 2020 Research and
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PERSONAS

Find out more on
projectecraft2learn.eu

BARBARA, 37
Science Teacher, Austria

ELENA, 17
Student, Greece

BORA, 12
Student, Albania

eCraft2Learn ==

SUSAN, 35 NIKOS, 42

Science Teacher, Finland Teacher of Science & Music, Greece

DIMITRIS, 55 PETROS, 28

School Pricipal, Greece Non=formal Education Trainer, Greece

e

NOAH, 12 VEIKKO, 12
Student, Austria Student, Finland

-

-

e
CHRISTOFH, 41 IVANA, 56
Science Teacher, Austria Teacher of Biology & Chemistry, Siovenial

FIGURE 48: Factsheets
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USE CASES

Use coses can support very much the understanding of
how a preduct or a tool can be used. The use cases devel-
oped in eCraft2learn are meant to foster this understand-
ing and aflowing insights on how a school class, a teacher
or single students could handle different projects with the
eCraftZlearn learning ecosystem.

The use coses reflect the different needs of teachers and
students os well as ideas created by the teachers and

Use Case 02
DOrurmy pachine

W
e
Usw Cann 10

Phi

Llis Cane 13
Geginetri ::-l'm"llr,-l','

FOLOW US & FIND OUT MORE ABOUT OUR LATEST DEVELOPMENTS

Q project scraftXsarn.en W (@ecraftdsam

ﬂ'ﬁr:.:u‘.‘.::.. Q% oA S \yg . i - i ==

DIGITAL FABRICATION
AND MAKER MOVEMENT
IN EDUCATION

aim to further define {or re-dafine) already existing and
plonned work or point out new ideas and requests that
sholl be used as input for further discussion on the devel-
opment work in eCraftZlearn.

In total, 14 and two variations or adaptations of use coses
were created, very different in terms of topic, focus and
description in order to reflect on the manifold possible an-
vironmant of usoge.

Woreshop

Ui Cani 08
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Uis Cane 16
Sitigrl Home

Harizon 2020
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=1  office@ecraltzisamsu tha Eurcpean Unions Hestzon 2020
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under Gront Agreement Ho T31346
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9 CONCLUSION

This report provided examples and illustrations of the dissemination activities carried out during the
project. The activities carried out online and through physical events or publications were in line with
the plan detailed in the Description of Action and the Dissemination and Communication Strategy
designed upon the project start. The table of the KPIs shows that in spite of an engagement of the
partners to use all available channels to disseminate the project outcomes, some activities and
channels resulted more successful than others for attracting interest of the community. In sum, some
KPIs were surpassed by far, were other are on the edge of their achievement of slightly below the
desired goal. However, the overall dissemination and exploitation workpackage includes a wide
spectrum of activities and rich supportive materials to create a considerable community of ‘eCrafters’
that will hopefully be sustained through the tools designed for future exploitation. A last package of
dissemination materials that will enrich the project website and act as user manual for all stakeholders
of the ecosystem, will be delivered in January 2019 and presented during the project review meeting

and final reports.
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