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21 More Jobs: The Road to 2029
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" Six Global Competencies for a Learner
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PREPARE OUR STUDENTS TO HAVE

Creative and convergent thinking skillsgll & &
Collaboration and communication skillst1E M & @ H 5E
Computational thinking skillsigE 5 ELHE

Design thinking skillsi% &1 /&L

Engineering design process T.FERX 51t iE

Motivation, curiosity, passion to science¥tFHEA)ELE
Problem-solving skillsfi#¥#ErE /)

Sense of accomplishmentfl it/

Be aware of global issues[ /O 5 HEE
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WHAT IS STEAM EDUCATION ?

STEAM is an educational approach to
learning that uses Science, Technology,
Engineering, the Arts and Mathematics as

access points for guiding student inquiry,
. ) e . . is an educational approach to
dlalogue, alld CI’lth&l thlﬂklng. The el’ld learning that uses Science,
Technology, Engineering, the
results are students who take thoughtful

risks, engage in experiential learning, persist

Arts and Mathematics as access
points for guiding student
inquiry, dialogue, and critical
h \1\ - -

A thinking. s
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in problem-solving, embrace collaboration,
and work through the creative process.

educationcloset

htt ducati loset. t / t-1s8-st /
‘ D’ uca 'ose c‘s cam ﬁa IS-s w ‘ . ' ‘ . '




HOW

WN{AIFREIE 4 2 ESTEM




HEEhE A

TR B EREZEMARZES
BT HEZ - Lessis More
—HEBR-EHE. S REES
iEE - NF. BR. 5E

RIS EERA BB A R AR

STEM FOR ALL(GIRLS)

FIFNEES, RIS 8

a

36 A AR &
IRt Z Bh 32 & K 153

ERREMEE
ERSFESEFRESRER(MNIZZMEZSHETA)




Transd|SC|pI|nary STEAM Learnlng
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1 2019-11-29  |Project introduction/Scientific investigation/Project
2 2019-12-06 |Design Thinking/Project
3 2019-12-13 |Research Skill - Google Form/Project
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3 2020-01-10 |Maker Skills/Project
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Education is not
the learning of facts,
but the training
of the mind to think.

Albert Einstein




GO gle origin of the word curriculum X !, Q

QX LWBER BHE % =2 =

%) 28,700,000 IEIEZ45E (0.63 #)

<« curricle

/"karik(a)l/

noun HISTORICAL
noun: curricle; plural noun: curricles

a light, open, two-wheeled carriage pulled by two horses side by side.

I
LATIN LATIN

currere curriculum curicle

tm AL IrSE I ina mird 18tk rant iry
0 course, racing mua 1oln century

mid 18th century: from Latin curriculum ‘course, racing chariot’, from currere ‘to run’.
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