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STEAMing Ahead  is an Erasmus
project that strengthens STEAM
education through sustainability,
digital innovation, and gamification to
responds to gaps in teachers’ readiness
to teach climate change, sustainability,
and digitally enhanced STEAM
subjects.

The project addresses key challenges in
European education by strengthening
teachers’ capacity to integrate
sustainability, climate education, and
digital skills into everyday classroom
practic.
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First Project Kick-off meeting was
held from December 4 to 5, 2025 at
Baložu vidusskola (Baloži secondary
school, Latvia. Representatives of all
project partners participated,
Introducing with their organizations,  
actively working together on the a
work plan, sharing experience and
information
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WORK PACKAGES
WP1 – Project management and
implementation -
tasks&responsibilities, definition of
results;

WP2 - Development of STEAM
Sustainability Teaching Tools -
tasks&responsibilities, definition of
achievable results;

WP3 - Creation of STEAM Escape
Games - tasks&responsibilities,
definition of achievable results,
introduction with platform for escape
games development;

PROJECT TEAM

IN BALOŽI SCHOOL
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Project objectives
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Through a strong partnership of European
schools and education organizations,
STEAMing Ahead develops:
- STEAM & Sustainability Competence
Framework aligned with EU standards,
- free MOOC and Teacher Guidebook for
professional development,
- game-based STEAM Escape Games focused
on real-world sustainability challenges,
- inclusive, open-access digital platform for
collaboration and resource sharing.

The project combines gamification, digital
tools, and hands-on learning to increase
student engagement, support inclusive
education, and prepare young people for
green and digital futures. Designed for long-
term impact, all project results remain freely
available and scalable beyond the project’s
lifetime.
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