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Courséntroduction

STEAM as a framework for meaningful, interdisciplinary learning
Design Thinking as a learner-centred problem-solving process
Relevance for adult education, social work, psychology, and training

Participants will be able to:
Design interdisciplinary STEAM learning activities
Apply design thinking stages in adult education
Facilitate creative problem-solving processes
Transfer STEAM approaches to their own professional contexts
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STEAM =
Science,
Technology,
Engineering,
Arts,
Mathematics

Reflectioquestion
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Focus on real-world
problems, not isolated
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EACEA can be held responsible for them.

VhySTEAMAdulEducatich

STEAM for adults:
experiential learning
relevance to life and

work challenges
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g hinkingh AdulLearnin§ontexts

Examples:

Designing a community project

Solving an educational or social
problem

Creating inclusive learning
environments

Mini-task (pairs):
|dentify a real challenge from your
professional practice

Which Design Thinking stage do you |
usually skip?
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Interdisciplina

STEAM connects:

scientific thinking digital tools

creativity social impact
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Feedbadklteration

Peer feedback using “I like / | wonder / What if*
Focus on:

clarity of the problem

learner engagement

interdisciplinarity
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Share ﬁutureLab
ExplorationAbilityEnhancement
Courses

Group Activity

Task at AEC:

Explore FutureLab exhibitions

|dentify:
interdisciplinary elements
innovative learning approaches
use of technology and creativity

Group output: 3 insights on how S can be applied in adult education
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Interactiv®esigiPrototyping AEC

Hands-on Group Task
Participate in interactive AEC design activities
Create a rough prototype (conceptual or physical)

Reflection prompts:
How does prototyping support learning?
What emotions were involved in the process?

y and do not necessarily reflect
Ay-Neither the European Union nor

Co-funded by

the European Union



Project 2025-1-BGO1-KA121-ADU-000307560, Erasmus +

*

:***** Co-funded by
i the European Union



nin@reparinfprOutdods TEAM
Prototyping

Adapting STEAM to outdoor
environments
Safety, logistics, facilitation
Using nature as:

NEICHE]

inspiration

learning space

Planning task:
Define roles and materials for outdo
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rototypingp Nature

Outdoor Collaborative Activity

Group task:

Build or visualise a STEAM solution using natural
elements

Apply design thinking stages in practice

Documentation:
Photos / sketches / short notes
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Transfer

Final Group Activity

Presentation of STEAM ideas and prototypes
Peer feedback
Discussion on transfer to:

- training

- therapy

- community education

- social work

Wrap-up question: How will | us AI\/I & Design Thinking in my work?
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