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Abstract 
The presentation was given at Carl Benz school Karlsruhe to the teachers. It deals with 
developing Smart textiles with LilYPad Arduino technology [1-4], the didactic approach 
addressing Smart Textiles in Teaching-Learning processes, the context of the Erasmus+ 
Project RoboSTEAM [5-8] and the organization with KIT students as mentors to run the 
school project. 
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