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Science 
lessons are 
difficult and 

boring!

concepts, principals, 
phenomena, methods, 

procudures

• STEM teachers
at schools

• Educators  
in science centers

• Students

Science
Science is useful, 

interesting and fan! 



OEIiZK & CBK NOESIS & NEMOCBK, PAK, NOESIS & NEMO

Space program
for schools

(SSP)

Space program
for science centers and non 

formal organizations
(SScSP)

E-material



• Board game

Space program
for science centers and non 

formal organizations
(SScSP)

• Gamified activity

• Making activity

• Interactive 
planetarium presentation



Description:

Through an interactive presentation and a live quiz, an immersive 
journey begins, from our planet to the edge of the so far observable 
Universe 

Features:

- Interactive presentation

- Live quiz  

- Full dome videos & short planetarium movie

- Use of mobiles phones

Time scale:

- Welcome – 5 min

- Part A – interactive presentation/ quiz - 30 min

- Part B – short planetarium movie - 10 min

- Closure – 3 min

“Wandering in the Universe”

Interactive planetarium presentation

Aims:

- To help students experience the structure and the awesome 
scale of the observable Universe 

- To motivate students, through an entertaining interactive 
process, to be interested in Astronomy and Space Science





3 versions:

Α) dome version for planetariums

Β) VR version for mobile phones

Γ) flat version for a school class

* 37 implementations to 2500 students during 
2021-2022 “Wandering in the Universe”

Interactive planetarium presentation



Description :
Through special missions, students deal with challenges and situations 
faced by scientists, experts and astronauts in the colonization project of 
Mars

« C o l o n i zat i o n  o f  M a rs -
Challenges and Solutions»

Gamified activity
Aims :

- To inform students about human efforts to visit and colonize Mars

- To motivate students and change their attitude towards science 

- To encourage students to practice 21st century skills

Features:

- 5 groups of students
- 5 missions on 5 working stations
- an android app in 5 tablets
- 90 λεπτά 

Time scale:

- Part Α - Introduction – 15 min

- Part Β – Game/Experimentation - 60 min

- Part C – Reflection – 15 min



Task Date Place Group’s role Challenge Task format / Skills Means/

Materials

1 Choose 

the Astronauts

3 years before 

Mission-1 

launching

Earth The Astronaut Corps 

Committee that 

chooses the 

astronauts for 

Mission-1

Human resourcing - Critical thinking Printed cards 

2 Load 

the Supplies

1 month before 

Mission-1 

launching

Earth A member of Mission-

1 crew

Mission 

preparation

- Critical thinking

- communication and 

collaboration

Android 

application

3 Transfer

the Data

4 years before 

Mission-1 

launching
Earth

The scientists of the 

Space 

Communications and 

Navigation 

Department

Technical 

competence 

- hands on

- problem solving

3D objects

4 Place

the Colony

8 months after 

Mission-1 landing 

Mars The crew of Mission-1 Decision making - information literacy

- Critical thinking

Android 

application

5 Manage

the Crisis

3 years after 

Mission-1 landing

Mars The crew of Mission-1 Crisis 

management

- Hands on experiment

- Problem solving

3D objects

Tasks overview







Thank you…


