MNpoypapLatiopdq yia Kopitola péow Erasmus+

JUpdwva Pe €peuva
™¢ Eupwmaiknig
‘Evwong yLa Tig
YUvaikeg mou
Spaotnplomololvral
OTOV TOMEQ TNG
ETUOTAMNG TWV
UTTOAOYLOTWYV, OTTO TLG
1.000 yuvaikeg mou
OoAOKANpwvoUuV TNV
TpLtoBabua
eknaidevon povo 29

AapBavouv mtuyio
otnv mMAnpodopLkr. AUTA N AVICOTNTA OTN CULKETOXN TWV YUVALKWVY TNV TTAnpodopLkn cuveyiletal
KOlL OTOV EMAYYEALOTIKO TOHEQ. ZUUPwWVA HE TNV bLa €kBeon, povo to 30% Twv Tepimou 7 &k.
OTOUWYV TIOU amacXoAoUVTaL O TOUELG TANPODOPLKNG ElvVaL YUVAIKEC. YTIOEKTIPOOWTOUVTOL OE OAEG
TI¢ Spaotnplotnteg Tou KAAdou, olaitepa otig Stadikacieg AP ng amodpacswv.

OLAbyolL tou 08nyouv TIG yuvaikeg oTo va amodeUyouV TNV EMLOTHN TWV UTIOAOYLOTWY SV
oxetilovral pe adnUaikég ywwoelg Kal de€lotnteg. H €kBean PISA Seiyvel 0tL otnv nAwkia Twv 15 gTwv
Ta Kopitola amobidouv To i6lo pe Ta ayodpla o cuvadn Bépata Betikwy emotnuwy. Ta Kopltola
£TUAEYOUV vVa LNV 0lKoAouBNooUV BETIKEG ETILOTHIEG, OL OoTtoieg 08nyoUv o€ otadlodpoieg
TIANPOdOPLKNG, OO TO YUUVACLO 1] KOL VWPITEPA KATW A0 CTEPEOTUTILKEC AVTIANYPELG OTL AUTEG Ol
ETIAYYEAUATLKEC ETUAOYEC Sev elval KATAAANAEC YLt auTd. ETumA£ov, avtIAAYPELG OXETLKA UE TNV
EMewpn ouvdeon tng MANPOPOPLKAG LE TNV Kowvia amoBappUvouv TEPALTEPW TN CUUHUETOXN TWV
KOPLTOLWV, Ta omola ouxva emBupolV N epyaocia Toug va eivat KOWWVIKA emwdEeANG.

To TuRpa HAektpoAdywv Mnxavikwv kat Mnxavikwv YrAoylotwv (THMMY), Kol CUyKeKPLUEVA TO
aturo Epyactriplo Anuoupytkwv Texvoloyuwv Madnong (http://ctll.e-ce.uth.gr) , uAomotel to
£peLVNTIKO £pyo Coding4Girls (https://www.coding4girls.eu/) to omoio elodyel pa pabnotokn
apépBaon e OTOXO TNV EVEPYN CUUMETOXN KopLtolwv NAtkiag 10 - 15 ETwV 0TOV POYPALUATIONO
LLE OTOXO TNV eVBAppUVEON TNG EUPUTEPNC CULLETOXNC TOUC OTNV EMLOTAKN TWV UTIOAOYLOTWV. To
THMMY €xel avamtuéel éva Pndlako pabnotakd neptBaAlov mou Baciletol o EKMALSEUTIKA
TaLXvidLa Kal oxedLaoTik okEYN yLa TNV mpowbnaon tng Lkavotntag eMiAuong MPOoBANUATWY KaL TNG
Kowvotopoag okePnc. E¢epeuvwvtag to PndLoakd neptBAAAov oL XpRoTeG, ayopLa Kal Kopitola,
avakoAUTTouV Kot AUvouv mall e T popdn cUVIOHWVY O SLAPKELA TTALXVLIOLWV TTOU TOUG
€€0LKLWVOUV LE EVVOLEC TTIPOYPAUUATIOUOU OTIWE £lval oL HeTOBANTEG, oL BpOXOL, 0L CUVBNKEG, oL
TeEAEOTEG, OL eVTOAEC, 0 NXOG, N Kivnon, o mopaAANALOpAC, Kat Ta cupfBavta. Abol Katavorjoouv
Baolkeg apyEg, oL XpAOoTeG KaAoLVTAL va TIG EGAPUOCOUV OE ACKNOELG TIPOYPOUHATIOHOU LECW TOU
AoytlopwkoU Snap! mou €xeL evowpatwBdel otnv mAatdopua. H mhatdoppa evBapplvel Tn
ocuvepyoaoia epapuolovrag apxeg oxedLaoTikAg okEPNG mou KAAALEPYOUV TNV KOULVOTOMO KOl
ETUXEPNUATIKA oKEPN LEow pLag Stadikaaoiag evouvaiodnong, Wbeaopou, oxedlaouol
TPWTOTUTWY, Kot a€LoAoynong toewv. Méoa amd éva PndLako Kapupad oL xproteg polpalovtol L6EeC
yla eUpeon AUoswv og opadIkEG epyaoieg. H mAatdopua mpoodEpeL EMIONG UTINPECLEG YL
S16A0KOVTEG PEoa Omd TIG OTIOLEG PItopoUV va SOUNCOUV 0LOKAOELG TIPOYPALUATIOUOU TToU
OUTOMOTO EVOWUATWVOVTAL 0TO pHadnolako meptBaiiov.



http://ctll.e-ce.uth.gr/
https://www.coding4girls.eu/

To £€pyo uAoToLeital HECw Tou Ttpoypappatog Erasmus+ otnv EAAGSa, tn ZAoBevia, tnv Kpoatia, tnv
ItaAia, Tnv Noptoyahia, Tnv Toupkia kal tn BouAyapia and to 2018 £wg to 2020. EMOTNHOVIKA
uTteLBUVOC ToU £pyou yla To Mavemiotiuo Osooaliag eivaot o Op. Kab. tou THMMY k. HAlag
XoUoTnG eVvw opyavwTLkd urtevBuvn eival to pélog EAIM k. XapikAela ToaAamdra.

According to the EU survey of women active in the ICT sector, out of 1.000 women with a bachelor
degree only 29 carry a degree in ICT. This disparity continues at the professional level. According to
the same report, only 30% of the approximately 7m individuals working in ICT in Europe are women;
they are underrepresented at all levels of the sector, especially in decision making processes.
According to the National Center for Education Statistics in the US, women represent just 18% of
university graduates in computer science. However, in 1985 37% of computer science majors in the
US were female. This demonstrates a decline | women participation in computer science.
Professionally, 80% of top-level employees in Silicon Valley are male and only 10% of the technical
positions at the same companies are occupied by females.

The reasons that lead women to avoid ICT are not related to competencies and skills. While the PISA
report demonstrates that at age 15 girls perform as well as boys in related STEM subjects, girls may
feel that ICT is a difficult subject. Girls choose to not follow STEM principles, which lead to
engineering and ICT careers, as early as in lower high school under stereotypical perceptions that
these careers are not suitable for them. Social perceptions further miss the links between ICT and
the societal well-being; this further discourages girls, who wish to feel that their work is socially
beneficial, from following ICT careers.

The Coding4Girls project (http://coding4girls.eu) introduces a learning intervention that aims to
engage girls aged 10 — 15 in programming with the objective of encouraging a broader participation
of girls in ICT. The project is implemented by the Creative Technologies Learning Lab (http://ctll.e-
ce.uth.gr) of the Department of Electrical and Computer Engineering of the University of Thessaly. A
game-based learning environment has been developed that deploys design thinking principles for
fostering innovation and engagement. Game-based learning principles encourage users to explore
and experiment hands-on with programming concepts in a virtual world. By exploring the virtual
environment users discover and engage with mini games that demonstrate coding elements such as
loops, conditionals, variables, statements, sound, movement, parallelism, operators, and events.
Once they understand the coding principles, users are challenged to deploy them in coding
exercises. For this step the platform is integrated with Snap!. The platform goes a step beyond
exploration and encourages group collaboration towards solving jointly owned activities. Deploying
the design thinking principles of empathy, ideation, prototyping, and evaluation the platform
encourages users to brainstorm through a common digital canvas that they can simultaneously edit
to post ideas towards a solution and to review the ideas of others in a process that encourages
innovative thinking.

The platform further offers services for educators through which they can structure coding activities
in steps through an easy to use web-based interface. The educator activities are transparently
integrated into the student virtual learning environment, introducing an easy to use interface for
educators to interact with the student virtual environment.

The proposed learning intervention is currently being evaluated with students in Greece, Slovenia,
Croatia, Italy, Portugal, Turkey, and Bulgaria with very positive feedback by both educators and
students. The project is funded by the Erasmus+ Program of the EU and runs from 2018 to 2020.
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