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STEAM, Arts for STEM Education: Improvement in Perception,
Capacity and Inspiration for Children

3,05 Tndiiu

UNAREID
STEAM funwmemsdanisiouiuvnysanmsih@adssnysunmsiunsdanis
Feuiinenan af walulad dansan uszadea a5 a3 dalunmaihuuifn STEAM
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(Variety) 3) A1N&N (Deep) Was 4) anNdunadn (Dynamic)

A1 AEY:  STEAM/Ravs/Inena a/fanssumsdeuy/ 59 338

Abstract

STEAM is an approach to learning integration. Bringing more art to be integrated
with a learning science, technology, engineering and mathematics. STEAM key factor in
bringing the concepts used in the learning activities as Context, Creative Design and
Emotional Touch to design activities and the important four keys issues for design STEAM

learning activities: 1) integration, 2) variety, 3) Deep, and 4) Dynamic.

KEYWORDS: STEAM/ARTS/SCIENCE/ACTIVE LEARNING/CREATIVITY

320



STEAM Ratziiia sifindnm; MIARILINITIUFAIN WITOUAT UMl AN

uNiI

@ a a

ﬂaqﬁ’uﬁa;ﬂuqmmmwgﬁa §19 33A (Creative Economy) WAslATHINILARINA
(Digital Economy) fiwalanugeduiu 19 F3ARAaSuAuazusng vuzmaNi uinnsaw
uazwmalulad weduns™e 13 MIzu v uaznskan etk ldnanuiinoy usIN1AgIna
n9fiey uay “9AN Ity ANTAN 1W1T0INMTITBUT ALY slANANEY (STEM
EDUCATION) Futdisifindaomaiidadzidantdlunms au Suamdn 519 ssdiienunm
m3Bpudusuysannsld eaerdoeiunswasuudasass am “sanlanludlagiuiiaily |
M3 ¥ 388l

Aavs o SuanuAn 39 53ALAeEnels msvhuAadzdunise aveanneAuAn
pAARBITUSTINTIAEN laBlamzidnidn q A aveenmeRazeined selaulifiGeuls wis

D =D

4 a

finsou nnTIMNIANNARANNLERTEY “IAN wnldsums L SNlHL aveenadned 5z inA
arndizAnagausansguazrannats uenaniuuds Asvzdaufanssnfidenenanadn
NJUTIW Wuuasssuldatnfuazded 0 MIULeN MAAN wnsacenenaNAnlra q
17'ia§j°[u NDNAANN %1\1Lﬂuwamugﬂﬁﬁuﬁﬁ’uﬁm\lﬁ Toeldi "y = uw 9 w1 JUTNURZIUN

LY 2

aglafimn mahdavzanldwauianude 39 ssAlEInSeudy <y e A
mshanudnla “anudn 319 3387 fU “ns 39 3387 TEFRRuniauiAensawmiiaui
ag9ls mun1sliaunang ANAn 59 536 Aifanasa (Guilford, 1950) l¥asunedn
ANNAR 319 538 HudnwuznisAnaiunetle (Divergent Thinking) @a AMuAAKaIBRANI
napud naeyn Aaldnielng %ammﬁmﬁuﬁa:ﬁﬂﬁ;nﬁﬁmﬂi:ﬁui“'\aLLUanTwaiiauﬁa
naRadunLiEng witlymld wSade wazfeesuiadfisinenfnawnateinyssnaudae
dnvuraNAn3isN (Fnefivluend Wusndl, 2546) nausud (Torrance, E. P, 1962) l@lHiAdnu
NUNBTBIANNAR 19 35A 1331 nunede Huanw ’lN’Tﬁﬂ"Ilﬂ\‘llmﬂaIuﬂ’]‘iﬁﬂ 519 TIANARANG
via suvan «q Tnsl 4 ﬁMf’jﬁ'}’ﬂNﬂdW Fa"asng o mfphﬁmaLﬁmfmn'ﬁ‘nma'm’mﬁam o flgan
Yz unsaludndeslesiy aumsallva o “siintulaisndugoadu s IR RIGNIVEEN
awaanuﬂugﬂmmwﬁmwamoﬁaﬂ: 1550uAR A a3 niserafiurissuiunswmindy
1w lwlu 18a215A De Bono Edward, (1982) nanifla AuAe 319 336 A AN 1wnsalu
MINBIIMALRBNTAEAANY TABN15ARBE19TALAIY ﬂaamqm‘r’o‘[ul,m'm‘ﬁw,l,a:u,mﬁn
ARDAIU N0 A Feenasslannuuinnudndninainiies viaudanlyauly
ALLIANNAALANLIREAINANNRNN BTG qﬂlﬁ’h ANNAR 579 93R (Creative Thinking)
fa AN 1m1TalumsAsdiAarainatenian1AnLLLBMNTY w%amiﬁmﬁtﬁau‘[wmmi
s o USUlETu ownsallved iy | ol ladsndusoaduoil sysoluuy

321



3,07 Inbiiu

M3 3N 93A (Creativity) 819NMENAFU creates, creare ¥R N1IANOBNNT (Bring
Forth) WA (Produce) 31 (Make) Fvaziianuvisnsivannarweanlyfumiieiu wu
(Adj.) Creative Activity, (V.) create a structure \Hugiu

WUy 9@ WanuRe (2557) lina1nin ns 319 s3dRnaNesld 3 fwu Ae

3 ]

1) 15 59 saﬁ[uguumﬁ’mmw 13150 (Ability) viN18de AN AN15AlUNNg
uauINS uazdseiug olna 1o

2) M5 3 ssﬁ[uguuaaﬁtﬁut@mmﬁ (Attitude) ¥uNBdy NMTEENSUNTIURBULUAY
MsUaNsy “9ind Jaw un LLazj’"'ﬂﬁwmﬂﬁumiﬁﬂuiﬁum“\‘flmi ﬁmnnasjwﬁmwmﬂu
Wl wiesanaengesmviiedsudyeliing

3) M35 39 ‘ssﬁTuaguumﬁ&luns:u'zums (Process) vN18dy NISWAILIAINARA
Uitfseilovi THlY wadwsivse 9 siunszuiumsda senuuy veasy YSuiwdeu uas
FANRINAIIUDEN H1b N AHUNNT 39 55AIABIDNFABNITINGD WazABLilDg

foiugeenanadlidn n3 39 538 Ae mMasBarh inafifendneaiuaslisaiui
WENILE? 910AN 1N190TUN1TIuARING aadddandeansy “sudantnd Tasld
NEUIUMT AR LaraddaynauldnauamNduAuINTIaInl M3 59 596 Fadunisda
fisznaudy nsu vl fquen/fiuselon]

TuAmsei 21 nsfadadumiai @alunmswauiyssna msud Lot winns
susn9q Fuudusiiumsdadu_s mnasfinsandmionquinmssouiidusensueinni
ﬂ?ﬁdﬁﬁiaﬂmﬂNLLuﬁﬁmwwﬁﬁ 8 (Cognitive Domain) U Blooms’ Taxonomy of Learning:
Cognitive Domain s szfuzesns3euidunmdn o Sl weadunan Swmmnefensha
seauusndaliiiunisda uiiunsidouilasld sesfieldand doyadeifiaassld desnde
dunshanudnlauas ansaideyadeiiesseluldsioldlu anunsaidu fafu sedud
FaldanuAatuilugiu dexdadunsfinuenuezuas “oina ~siiiFouslasaziBoanuosd-
Usznay §9i58n91 Aesnzdd Wilald awnsoda “uguaiuaziionilyidseldoteasenna
AudeaNs Fund1 vszidudn doande wnsn 3w stmituldieeseananiiuguenudn
warUsulElHuandrvandinlduds e 319 936 209 Benjamin Bloom #ilfiuazdnedartuun
817U FuUNseiaLiied A.A. 2001 Loring W. A. & David R. K. (2001) l§U5uszsunisfn
NUUIAATEY Bloom F9Uenaudiussiun1sfn 6 sxiy Lewn AN3ANIT (Remember)
Anudnla (Understand) m5unluld (Apply) 9313159 (Analysis) N13U5eLAuAN (Evaluate)
uazM3 $W 394 (Create) FOUNUNW 1

322



STEAM Ratziiia sifindnm; MIARILINITIUFAIN WITOUAT UMl AN

39 590
(Create)

Yaziiuen
(Evaluate)

/ PIGERE) \
(Analysis)
/ 11Ul (Apply) \
/ ANudnla (Understand) \
/ AN3ANI1 (Remember) \

WHUAW 1 MB]IEAUNTAADEY Bloom USussl a.A. 2001
(Loring W. A. & David R. K., 2001)

FEAUNMIFEUIIN 6 38AU 9z paunIneylunszuiunaivuAsUsioine “eil Ay
Ao matednanmmenisAnzeain i lddegwsauiu uasiinlidnldsouilasn1sinci

a a

n5UsLAuAN Lﬁaﬁﬁ\lﬂ;mi 39 594 avtunTeanwuunanIsNAavsh 9 SunsAndadu

P~ '

“ofi Andelugaiatu wi“viizaldld Ao nsldAnlasTvamatannd Amenvaes

AULTBIR AU uaz Twndensauiuiiy (Ussidiudild) aapauimuanldiulalunis
u avpanlumeiignieviiviniudads wsthlusdessanisifeul vismaviheududu o sdely

umﬁﬂﬁanﬁunﬁt‘%ﬂuiﬁaﬂz

m‘manuuuﬁanssuﬁaﬂt"'aﬁﬁ audpdilete duduusn A WamnsnsTudAiann
nManeAaLs /duinsmsiieud/Aauinimeinu saneesyiiey dusy a9 As WuIAR Y
mMsdananTINAady Fediuefivihme IV auu,afzLﬁn‘lumiL’%ﬂufj[uwé’nmﬁmmﬁﬂi:nauﬁaﬂ
WiAusg Useifan asAad  uniean o waznisldt o aunsal anwdasady wadalu

q

wylunsdananssudads wsudn Ae NanssuAadsd oL 3w

o

N9 SwasuAals F9 19y
Tdin w15 Auvinasia au Wanles ﬂizqnﬁuat 319 ssﬁwamuﬁaﬂz\lﬁmnmiL%'ﬂu§

wuarnsAafiaziisdanleeluns sufaviiazin usasiduwuidante q Tuns
gl %uLﬁn”lﬁl,ﬁﬂmﬁL%‘ﬂu?'fa'mmia"fﬂﬁanﬁumiﬁﬂuiﬁaﬂxﬁy’ﬁwt 3u|,|,az'i:ﬂ:ﬂ'n°§uagﬁ’ums
wiughlu 13y pudisenslififinifianisiseuiainnszuounmanedals Tasfanssudays
"Wm5uLAn L'fluAaﬁagsauﬁ'sag’[uﬁﬁmm:ﬁﬁ’u ﬁoﬁumsﬁ%é’mﬁanssumiﬁ'ﬂui LﬁﬂIﬁUi‘SQ
iUy oA § aumiﬁwé’nu,a:LLmﬁm’[umﬁmmiL%ﬂuiﬁaﬂz FendnuulrAnn1s oufavs

9

323



3,07 Inbiiu

il dy A uwulAAnguiRaURnmi LESUnsWaLNEINn oTuRaUzInAf (Getty Institute)
Uszwma n3gewdn Fslugas aa. 1800-1900 ldlinuiindznismesudsU@nuninsive
WAenfundnnsdanisiseuns suuazmMIBBuiMuAads wan1s3desie 9 lAauAATEY
AaUfnun (Discipline Based Arts Education: DBAE) #iiun13dnnisiSeuns BULAZNISEU]
PINVANNINOBYANT 4 wnu Ao 1) wnuAaUrUfiR (Art Production) 2) wnuusziRa a3
Aall (Art History) 3) unudau3ansal (Art Criticism) waz 4) unu un3uA1 A3 (Aesthetics)
(@UUWT Tau 2 W 93aly, 2558) FouurAnsanan? ‘LéﬁﬁwuwuﬁoﬂwﬁuLLaﬂﬁﬁmﬁau
a1 asnvAsUsTdanudusunidssuioatunnndu Tdund WaudRad auns waznisw o
wigda) snysanmsiulaslddin ART i “S* flu “Arts Education” lasfidan1sieus
'vﬁaaanLLuuﬁanisuﬁaﬂﬂuLngimﬁnmi (Integrated) wazguitiun1IanUULAINTINARLY
9 3udse umsaina WndeAn a3 Msfe mswitluv madunuieaies $usetiuanala
Tunmseerniieug wisn 39 T3A0uAaYs 9 “w7lazeen1s aufavs Ae n13 §9
Uiz umsalmsfuine undee uas o %NI‘I%IZ\I:L%EM TnsaaenaaauAfeaniuraIu
Tiote 519 s3dnauRaULmNANEANTBIRULDY”

mamhﬂLﬁam'(umﬁaanLmuﬁans‘mmsﬁﬂuiﬁaﬂz

mMseanuuUianssunsGuifalzivaudnemasuiilom ﬂi:ﬁLﬁmﬁm‘luﬁmmﬁﬁﬂu

De
e

1) 9 andlaensan/uiim 9 2) anudaudie/anuuandty 3) Anade e
AMUUANAWN AT U1 WazNIUNATEY 4) S2UUiIAINgT 5) MWUWIARDNNIINN YNT
6) ATALATY waTIAILGTIN 7) Aavsiiasdu 8) wa 9) Jamn “wwindan/n13snslan 10) Has
Lﬁmﬁ’uqﬂﬂa didunuustng 11) anadudau/yainnwassusazyans 12) Asdzlu
53R 13) ANNNUETINTR 14) Yszmnpuluyszmabu q Tulan 15) dsz un1sed "uyeas
16)  DIUALazIaT 17) Tmusssud ldsuanuiden 18) ~eii ldsuarnudssluzaian
19) ”m'v’uﬁmwmw,mﬁug”aﬁu 20) I‘iﬁL%ﬂuLLﬂt‘gN“ﬁu 21) “anwalin q 22) aRtlsuvseviAuaR
Tuwdesin 9 uay 293) mwau%ummﬁmﬁumm@ﬁuﬁ mwmv‘fﬁaﬂmyimmi;ﬁanﬁuﬁaﬂ:
Helen, D. H. (2010)

nautnsdaianssnnsieuifaly wnsadenleslunisyanisiiouilungs
weiifdeetuasdanuiiomeiunysea a5 “seua a3 uazinendn a3 Aauzezidiu
fudenlen 39 ssdanenwdiduunsssuan sUsssaiineaifuniadudeld maauda
W 9 siddumasnu Feezifugadadiurnsms $reuaziann “slnivieuianssu than wuide
maldRavs (Arts) Tunsdamadeuineinenan a3 W wuiAn STEAM Education

324



STEAM Ratziiia sifindnm; MIARILINITIUFAIN WITOUAT UMl AN

wuIAn STEAM Education

LWUIAR STEAM Waiunan  sifindns (STEM Education) tHuuuin1ennsdnnis
AnefiajouiunisdanisiBounts suludnningdn a3 (Science) malulad (Technology) AfnTsn
(Engineer) uazAmAd1 A5 (Mathematic) lag 1uinendAn asuvivlszina nigodnn
(the National Science Foundation: NSF) Lﬂuﬁ%lﬁ'u‘[ﬁﬁ’lﬁ'\‘md’l’s Foh™ 1ddinanaandag
suunddoulaeiluudniuazdanisBouns sunenemu 1352370 GeseannanmIzes s
(STEM Education) duazih 15zvie 1l 4 '1°1|'1’3°11’1mg3m'm'm1‘;lu unils Tun1sda
Souns aulaemsidmalulad wiaw aw unaluladluune 2w lae o Suldiiaauda

50 ssfuarmiBnailumsufitignm uazhlydszgndse “siiieuisalyls Foriello, P. (2010)
nM3vamIfne sifindnen (STEM Education) sjuitiunisdaniaiieuilaaldifysuinislu
SLAUnAN AT N30T Faflom 19rlundazdeslisnuiugoed 0 ufivintu a1eeziy
Sedladamiliuazysunsdndu q ldwdesiu anuuide STEM LifigEnsuainunsossn
wuIARRINE LéiuA Georgette Yakman 1indziniszmawwsnn Iiinswaunuuinsdans
fnsnan STEM fu STEAM Tauidfinsadnes “A” Whan Tesfidadnes “A” nanefis Arts vide
Aaven a3 Lildawemedudatnssnuwindu Seswiedesmeenisnssunssy Ipgitalle!
30381 “Sanuaznyeddny oy Georgette Yakman l@s1uunnan STEAM Vievoid

Science fa  UseifA1 A3 593NDNR 192 LWUIAA LATNITLIUNINNIMENAT 63 : T33nen
Fuadl 1l 556N A0 “wazeimd waluladdinw wazdinsuwnd

Technology #Aa  s33nanAzasmnalulad waluladiu “san nseanuuy Yselemannmalulad
Tulan sawflamalulad : msinwas nste 5 M3™e 13 deya nswdn
M5uNg INHNLAT RN NMTHRALALNNTIU 9

Engineer g  nsldmawanannis uszn1s 59 536 uuﬁugmﬁwmm ATURAUAAT T
Toelfinaluladlunis 59 596 : msduuazeamed msineas  andlnenssy
wil Tusn Aandames Wi “awinden ze9man A MNTINUATIZVY
79 WI9InINa “uwsd daedusnasiwiSauazam N3

Arts Ao M3 19113 $enndila wuide AUAR wazuuUTsiweld eie
W nedn Jagdunaraunn WauAald auns nisedeulnidienis/
wnAald Ml Ay NNEITIUNTIN 5 nafnen UseTRen e Usmon
M3Lee 3L “IANINE INIINET e

Mathematic A8 fMia1 UaznSURTR (Auiny) : fivadauaed  1321ALN s lnaufiAn1T e 13
uazmsdiassidayauaranmiiecidu uaznsandunisuityninisd
WIANRLATNANFUNGL])

325



3,07 Inbiiu

Yakman, G. (2008) §9l@1L uBNIALWUIAA STEAM w3p Ui STEAM Fauti
SLAUTUDBILLDTN LLazgﬂLmumﬂ% Tgisail Ap

dun 1 azduilorm 15zfilanizianzas (Content Specific) Aanndizazidunisdnm
MegnavisaudnisziawiznunnImnanusuzesiia

Fun 2 \Hunguasdnnuinuienae a3 (Discipline Specific) \unsAnETUNUT M
2091 a5lunsiaza asazifunmadneiuiugiueesen asvane “mIuTNTuTsENANE

fun 3 WumaFsuiuuy v 12731 (Multidisciplinary) 1Hun1sdan1sdnsiyaniu
FnenA1 A3luEeN19lFuUIAA STEM i $uwasulpaiusnfaldl asaanatesaaunse

WUl SNUUIAANAN NITNcTANaNTINIABNITHIUNISIINUATILS 89/ Y5alU5i8a Fanae
Yakman 161 uadwwmslussfusumanetudnssdusuissndnulunisujon

Uil 4 YIUINT (Integrative) tHumaidanlear asiouuiIRnzes STEM uar Arts
indheiulasrunsasiievidunsnundefuiiseeildsuseuming Wunsysannisiilom

N3vuards oufili Arts funumbievdeulundn STEM G 2wnsn o Suldnusaifiunim
TudvavAsanzes iifley Fomany miudinUszondneaufivlseadne

FUN 5 NFANBILLUDIATINARDATIN Lﬂuﬁuﬁu"\‘lLﬁuumﬁﬂm‘sﬁﬂuimaaﬂunnLWﬂ
NN
9

1 ﬂN’ﬁﬂL%ﬂuitLUUﬂdﬁi’mlﬁﬁ’mﬁ’)La\‘i (Life-long Holistic) ANLLAUNTN 2

1: n9i3euinaaatiin (Life-long)

[
ANATIN
2: Y33 (Integrative)

3: ¥ 127371 (Multidisciplinary)

4: ngwizawIzny (Discipline Specific)

5. 15ZABUAWITN

AFAINTIN

a

(Content Specific)

mis v
aadnla wwadn
siruaR wazuuszindl
il weinnedn,
Uiy |\
MsTUAYBIMA NTNHAS

unagd (3madia
alnnidiims e 13
Fupdl 10dl s3diine milaunsay
%0 “waseamea manwas nare $1
weluladdanm Mo 1vaya Wih
uazgamaunng UREIRNU MIHAR

uazATieaiu
il Tomn i pesfioine$ uaemITiiums
“Swnden 1nm “ud uftigmmsdimgna
UAEMITY 3 E‘H MNTINUASTELYT ﬂ‘

3 uazvang gL
1nsdnang fuadei-

WAUATIW 2 NIDULUIAA STEAM (Yakman, 2008)
326



STEAM Ratziiia sifindnm; MIARILINITIUFAIN WITOUAT UMl AN

nsdansiseuianuuida STEAM Tulseisauialanlaslidnisldagrounsnans
Taniannzagwdsludszing nigawsin uaztsend 15150550 MA Feuse vaw uSalu
N133ANIANHIMUININNITIANITISBUSUUY STEAM Tuptned ﬁ‘iﬁ;ﬁﬁﬂﬂﬁﬁ'ﬂ@%ﬂﬂﬁ
aluyiunuar mwwiadenzesifeu Hunis 9 Sumsda A NNTATINAINTIANY
’1N’]iﬂﬁﬂﬁ?ﬂiiuﬂ’]il,%ﬂui\lﬁ‘l/iaﬂﬂ‘l/iﬂ’]&l"jﬁ a{o”'miﬁ"immsLLa:ﬁﬂmm{[ﬁ%immmjﬁﬂﬂu
anuduinmasgin Mseuianoeads madum “vAwseuian amuiedenuas “vindsn
Tutszina 1515usgInma « fudne” (STEAM Education) fniualuInIgn1sdanIsdne
1 Lifipeuaisoudn 13530187 asuasRatsanld sussiuwindu wirmnualfiiu
Tmguse A0 wWinlFRavzun u FUMSTUEANN W90 Anadadu wazaw ulalu
Anean aszevinSouldundelu 59 %ﬁaLLiaﬁumaTaLLa:LLsagﬂﬂﬁﬂ’nL%ﬁuﬁamn%m:
nevandnlusuineian aaundu (Baek, 2011; Yakman, G. & Lee, H., 2012)

fladuiluguzes STEAM Ao n1seanuuy ¥ 338 uazmi $wanudula Tawiidn
U3z unsal o %un'rﬁt%ﬂuiﬁfmmul,maguuﬁugwumwﬁ NSNS BITHTATIMAINMANY
2a9IenA1 pSuazinalulad (Baek et al, 2011) yailfudsuszna 1s150usgInmARDANN
finudmeine dn asiazn1s 379 938 (Korea Foundation for the Advancement of Science
and Creativity (KOFAC)) Ll uauwamwma  findnwn (STEAM Education) Tuszendild
Tapfiffade d man) Tunsduuida STEAM lulddafanssunisifeus ldun uium
(context) NNIBBALUL (Creative Design) wazn1s 3andula (Emotional Touch) (KOFAC,
2012) AOLLWUNIW 3

M5 U8 aunsal

(Presentation Situation)

mMseanuuy 319 53R

(Creative Design)

M3 $wanadula

(Emotional Touch)

Fwanudhlademawa
anuaudulunsudladiogm

mMafumuImeus iy

Srusnszfulunsuiiym
fiviime vianawanlu e
i Wl Fwuseysla
uaz $9ann"ndud vie
pilalunmausladigmld “15e

Havivimena

UWNUATW 3 NTBUWUINNNNTIY STEAM (KOFAC, 2012)




3,07 Inbiiu

@
@ o o

N3eeNUUUAINTINNTIIBUAMUUY STEAM &l 3 TuUnan (Baek et al., 2011) il

duusn nsi ue awdlamvsundenloesiudinede wie aunsalniduiiom

v

Taquns

' v a v

wfgadesiufifeu visiiaduuulan Welidideyadossiu miun1sAndusiu

Ay a ' v A o a

iy laniedeensy Navwiudssaunu aunsaifgideussimiudamnieinmv’

uiladlan viadasmsmdedunulrilude e 556

4 6

$uil 89 NMIvenULY 19 ssRauAtlaa awunnsal wia ST Fulafin
AnBE1ND T Tmﬂﬁazmql'wma WylidssuszWauANNAa 319 594 wASasjaltiuinee
M3 e 13 m‘;L%ﬂu;'i‘huﬁ’uu,anLﬂ&‘ﬂumwﬁmLﬁummﬁ’uuatﬁu NITLIUNIDDNUDL N 99A
wIonmuuInen i laflgm L%uaﬂnQL%ﬂuﬁ’m“u‘la‘iumwmﬂua%o AUAT LATANABDINTT

¥
Ay a

Fuduly owneaiiu q 49 swmailiiSeuasdeaianiaioud lifenues

U
U ,m’iw 13 %ﬂ\‘lﬂmui“né’ﬂia Furuiiuduasns “sAduny laswiulanafise ~9n
Foaud Wunssiioriiiniudsr unsallunisfuniain arunsalilfidews Tududieasls
@L%‘ﬂulﬁﬁmuﬂnﬁi%’ui N6 maanu,azmmﬁuamﬁu‘iaﬁﬁu Fems Fanadiarensiieud

DX | =

AU Ldasiinyiase fvazte o SulvidiSeuiany ulaludnean asdnnienils

kY]

ma1 STEAM Wldmssenuuvianssuniadeudlunannatsdszinaazzesndietng
msld STEAM fUszma 15n3uss “sanflonmd Wunsihnmsdanisdeuiuun 4o
37U (Problem-Based) 1% lauiSududonnin usdsziduldiinSeuiunazyianudnla
iy en wenszduliinGoy “Aa” eanudnlailam waz “Ae” mIBnsuidym
s $19maf uswliAanisesndum sutly 'ns 59 s3duumstunisudlaiiogm
Topfinsysanns e 1szaseungy  Lin (STEM) uaz Aail (Arts) fifums $ousegels

a wva

fon1sdasiioufiR Tasaunszuunismedined as

fnssumsiGoul 519 s3dmuuuIAn STEAM

uwImwmIssnuuuianssunafeuifsts 59 s3dmauuifa STEAM lagldilym
\fug1u (Problem Based) fviain "1dqydl “aiasnziilé 4 Uszifiu foil Ao

1) M3YswIN1s (Integration) Feazfunsidenlss ends: wlwdeswennuy/
o n3ruIums snionai 289 STEAM

2) anuvaInnany (Variety) M3vananssunmsdeuiiciuns $wuse umsal uae
Beflaamannuaneril§ieuldidoud wasldfinaays: umsaluazanudi tansehly s

3) A24AN (Deep) mimﬁn’[uaoﬁmmﬁﬂﬁmmﬁhLflu ez u‘[%aaﬁ”‘iﬁ'ﬂuauﬂu

@ .
a

wugui dlunsdesen 39 s3@salUls

328



STEAM Ratziiia sifindnm; MIARILINITIUFAIN WITOUAT UMl AN

4) anufluwain (Dynamic) #avAilvlivmnuildsuutasrey MuwwIndensaus
Tidtesifudasuiansaunalulad  mwassgia way “sauiislunassinalssing 4 sfion
LildTumssenuuuianssnniafoui $29 334 Ao wdnuazuwiAangujfaUdne DBAE
(Discipline Based in Art Education) Usznau@is 4 unu sl lunisesnuuuianisu
wazwevtenns audad: Tasdlisuduseaiuamemeiaudal aund wgaall wedesw
ludern asnns wyseen a5 uss “sAnA1 asndae

fepdenseanuuuianIInnaieul $19 338 1weineaen afidusnundnysaunns
AavzTuiSasvasdatsufiauaz@atiansal dediann aaadaeduuuInionisdafianssy
MS3Buz LUy STEAM 389 “AAUATIFY 157 Tmﬂﬁf‘sLmﬂzﬁuazm:qnﬁmmnwamﬁﬂ
fanssunaiieus 15enend as Tusziudulszandnendi 6 Tsedou Baumingdodaling
(Uandouazdszandnel) seavdszandnm ﬁoﬁanﬁumsL%‘ﬂuit%'uﬁuﬁanﬁumm%'ﬂui
39 ﬁﬁﬁnn'ﬂmwﬂuL%aamaoﬂawuiﬂ'mLﬂ”ﬂaLLa:nfmmﬁi’wmé’nwmzLLazﬁaL%ﬂummm@si'm q
fidaudgazansien weanudnlaluiiay W‘sl,l,azﬁm’iﬁmnﬁﬁu TABFTILUNATNLLING
STEAM léiemnsna 1

A58 1 91uun STEAM Tun1sdafanssufaty 319 936 1509 “AIDUASIFR 157

Science W/ 19 (19Y)

Technology M3 UYL 13 wnaiiedssiumalulad (NFLVIUNT)
Engineer NN99BNLUY (NFTUIUNT)

Arts AuAadl/ e ( 192)

Mathematic gﬂi'w JUNI9 ( 13%) MIINE (NTEUIUNTT)

Whmnneasfanssumsiiou 9 39AMuuUIAN STEAM 389 “ATUATIRY 157
Ao T Seudianaiarudinlaluan wid wﬁﬂ*ﬁ'mmm@/ ﬁsﬁﬁjt’%‘ﬂuléﬁ AT L FNANAR
319 ﬁﬁ‘h@ﬂﬁﬂﬂmmuﬁamq/ 197 %9 33Tendnuaiuay pAARBINUAM NURDDI5IA
vio 1l 9 1 defufanssan ¥ sifAadrazldlgidunmafeuiiamsmeiaudaduas
nMenean asusiewindu waslisndugeadu 1sevdaiieomiu 9 7 WInNIeNLLY
fanssn uadesanionszuaumsmsBeuiniadfjifnansand dWyaauuida STEAM lapd
TsziBuatunauiansInd @‘Léﬁmnnwﬁﬂﬂ‘[ﬁﬁﬁuﬁmL%ﬂuiuu%mﬂ,m

329



3,07 Inbiiu

AITN 2 TUADUNINTINAINNTOULUIAA STEAM
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(Presentation Situation)
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- i 13ehe o anwiuesiin 15hiiAntu uazeslisihednue
awls fqu wfedels (Hums Fwusesumalalunaiou
AN A5 ABEea I TIANIUNTELIUNITNTEDAULLNY
Aautlnsfugiuenainmoiadivio 19)

330



STEAM Aatlsifia sifindnm; AIARILINITIUFAIN WITONAT UMl AN

wamuﬁ\lﬁa:Lﬂumwmmé’nwm:mww:mmmq/ 19RUNTBUDBNLUL 319 F9ANN
Foardl 19 INeA asulnunanuaznIsuIunInITeanuuuneAaty Iaduniane
snfiflidnsuzianzmua $19 FIAAILNUNIN 4-5

SOCeRTLRORDCASAL
-@a@@gﬁaec@ﬂf 8L

Sl e W | IO gl

ggsanaaguﬂsa&a@aﬁc:

"\F‘\g“‘ J"'Ip‘\

--“—l'

LLHUNW 4 ﬁ]']‘i']\'iﬁ"lﬁlﬁi')ﬂi’mNa\‘i’]uﬂ'ﬁﬂﬂﬂLL‘]J‘U 9 3iﬁﬁ’]ﬁ!/ 13791NLSU

MSUSTAWURAY 319 SARAULANLUIAR STEAM

NAIIU 39 5IAARULAINLUIAA STEAM wadufin aveanainanudnlalu 1se
ANNIAYsUINMsnedoei AnuAn uasinseiasu aupan MALIUNTZUIUMNT (Process)

waa

WATWAIU (Outcome) Ba9FI3EU ANMTEBuTuazUjiRtanssumdoul 3w s3dnmuuIAe
STEAM dstiumstssifiuna “siidasdieie Adesiolud
1) mmimwm"ﬂ”ﬂa o n'riﬂizl,ﬁuﬂ'sm;‘fmml,ﬁ{[a o 19 Bunsuszidiv
flsigndugaslduvung sursauvuiafievatnodiad o1aazldsaniunis “ane 013 “unwal
mnmsmauﬁwmuﬁ'vg FUAIIINHAIUVEDMIDS U BHANUA 319 596Tu
2) N3TUIUMS MUsTEUNTE UMY 98 wnsaiusassesldanndivualvivin

NATWULY DBVBLUIAR TumpuMs 31990u Tawmiiny uaznsuidymfinuluEesie o

9
A a

fiinTuszninenms S99

3) WinmenAadziin aveenun mMIdssifiusineeiin maanmﬁuﬂ’n%ﬂﬂng‘[uﬁa
Haou Tudeszasnsldmadiaitnms Sonasuldagemans Nuf e wavudiany e
winguss 9d inadaisng %’1\1wamuﬁ‘lﬁﬁmum’[uu,ﬁiazﬁanﬁunm,%‘ﬂui) AN £B1A
Buu¥or 1W150"e 19ldgamIng o

4) massfiuanndn wngudresiduaufa 39 53A79TL adeanNLAUTR
Tugnau S9i3e9109a 8RR 319 33 arglulszifiuit binonidsuwuulasdu el

nmslfmailaidfiulanse ¥ qlmi uaznsuidgmiuns $ ssdfivsnglunasuy uas
N3 BAMNVINIBATNAN LA

331



3,07 Inbidu

aniuz it G

WHUAIN 5 DL INNAIIUNITEBNLUY 309 55AW981589 “ATAUASALASIAD 157

§1J

fanssumsizoui S 5ARAULAINLUIAA STEAM 19U 1usatnenilein gl

@ °

WAUNAYDIN1TUY STEAM uﬂ‘ﬁé’ﬂﬁanﬁunmﬁﬂuimuLmeoﬂmmLﬁugm (Problem-Based)
A3puldaefioufifas Tunsudlefigni 9 Sumsiened “weed Yssiduen uas
39 99A Tmﬂﬁﬂfnug‘fﬂmwﬁﬂaﬁu"'\11’7{Lﬁ'mﬁaomun'm%'ﬂuimuu,u'sﬁﬂ STEM iiafum
Anay wuannmsw ladlur viewnasu 319 ssdndunsruiunseanuuy %ol,flumil,%ﬂui
fiysanns sy wingran af walulad denssu adam a5 TasldRadzdu“anans
Tuns 310 ﬁﬁmnmmﬁmmLﬂumaw%ﬂugﬂLmumuﬁaﬂ: zﬁauﬁo“'aﬁ@%‘ﬂuﬁmmz
$ s3fpenudugUsTInLarDIRaL Ansouniladamléase F %W\ammgﬁﬂlff[ﬁﬁ’u@,‘%ﬂu
Tiudena AIBIANNIN N INEAT asiuEinade %watmgﬁa uazusstumalalunng
pENITEUINAT A3TDI LT mmr’f'mahowamumifmﬁm“'aﬁtﬁﬂ%uﬁ’uﬁ'mjl,%'ﬂu A AN
mmm’iﬁﬁﬂuﬁamqLLazLﬁaﬂmﬁ’uﬁﬁm%owmnﬁummmﬁmﬂwamaaﬂmtﬂugﬂu,m_mu
aamwumqﬁﬁmmmma% (Character) DUZIUAING LAY 11190 D Wiﬁuﬁﬁulﬁdﬂﬂ LAY

unfiumsdeuiined as

332



STEAM Ratziiia sifindnm; MIARILINITIUFAIN WITOUAT UMl AN

51801591999

aulng
PUUWT T 288 w9y, (2558). MSiBU3AIIMS siBuANNARNIUY yaTufinnw wiL
1 adaUdnm. 97 19A7A7 A3, 43(3), 119-131.
0 ﬁy’aw%zy. (2537). ARUANH. NTINWNIUAT: lowdou 1a5
ase A Wamyle. (2557). v 794, uasUgn: lsefisiamAnedb@alins.
913 Wudndl. (2546). FaTnen $w TIANIASEUNT Bu. nyewWNIUAT: Talva LaaguAT.

MEBINH

Baek, Y., Park, H., Kim, Y., Noh, S., Park, J-Y., Lee & J. Han, H. (2011). STEAM education in
Korea. Journal of Learner-Centered Curriculum and Instruction, 11(4), 149-171.

De Bono, Edward. (1982). Lateral thinking: A Text book of creativity. Harondswort: Penquin
Book.

Fiorello, P. (2010). Understanding the basics of STEM education. Retrieved July 28, 2016.
from http://drpfconsults.com/understaning-the-basics-of stem-education

Guilford, J. P. (1950). Creativity. American Psychologist. 5; 445-454.

Helen D. H. (2010). The Art teacher’s Book of lists. San Francisco: Jossey-Bass.

Hyoungbum Kim Chungbuk, Dong-Hyun Chae Jeonju. (2016). The Development and
application of STEAM program based on traditional Korean culture. Eurasia
Journal of Mathematics, Science & Technology Education, 12(7), 1925-1936.

Korea Foundation for the Advancement of Science and Creativity (KOFAC). (2012). Policy
directions of STEAM education: Introductory training of KOFAC STEAM. Seoul,
Korea: Foundation for the Advancement of Science and Creativity.

Loring W. A. & David R. K. (2001). A taxonomy for learning, teaching, and assessing :
a revision of bloom’s taxonomy of educational objectives. New York: Longman.

Torrence, E. P. (1962). Guiding Creative Talent. Englewood Cliffs, N.J.: Prentice-Hall.

Yakman G. (2008). Stem Education : an overview of creative of integrative education.
Retrieved June 02, 2016. from http://steamedu.com/

Yakman, G., & Lee, H. (2012). Exploring the exemplary STEAM education in the U.S. as
a practical educational framework for Korea. Journal of the Korean Association for
Science Education, 32(6), 1072-1087.

333



3,07 Inbiiu

=

gy
819138 3.3 _ns WB&u madzmdn asussdd ou ancfnman s aninendedauing

eRe

WwansET I wINIUn3 1@l 6 auuTTNIIAU SuanszUguEeds snsias

JINIAUATLFHN 73000 E-mail: wisudpo@gmail.com, pongern__w@su.ac.th

334



