o Maker’'s Red Box

STEAM education
in international
schools

Realities, opportunities and challenges

Hands-on activities

3D design and printing 58%
2D design and laser cutting 39%
32

What STEAM
education tools
and activities do
you use in class?
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What tools and

Coding with STEM Kkits 3D design Robotics Other
c o._ o I microcontrollers and printing
activities would — E— — — E—

schools like to try?

35% 26% 23% 16% 13%

No, but we
use one nearby
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Do you have your
owh makerspace
or STEAM lab?

No
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Only
3D printers
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What equipment
do you have in
your STEAM lab?

Lack of trained
teachers

Lack of
equipment

Lack of knowledge
about equipment

What are the

biggest barriers to
STEAM education
success?
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Developing complex problem-solving
and critical thinking skills

Unleashing children’s creativity

Engaging every student in the

Which education
outcomes do you
want to achieve?

classroom

Developing social and
collaboration skills

GCiving students a strong
motivation to learn
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