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HIIGIAT IXITINIGT HIReT [7819 FXUITEIS] Tvor 376 ot STEAM BIFeIay. STTEee
STEAM [Rr&7oT 3oareh),

575G T : STEAM RV, STEAM Beree

UK -
THTATd I & STFIIBIDHROT, WISTIhRUT, SSRIBRYT ST Afged T fawpier
3Te. ATl SIeped fTaen! 9aeT SiTel T8l Tl 98e1 AT SRIHIT el 3. T &l g
YRG! 3foran femelt TR w_o TRore TR, AR e ggeimed 93 Riefer yargran
3ITHIT HRUAAST STEAM TRIeT0T Tl SFTWRI 3ffighe] Hrudrel 99T dhed S 3712 AT ATGR
STEAM BRI Solau[es fJemeained orar Asa ST Wiaswiier ASFIRT=T et ot 8
KCNIH

qhoqT :
“The destiny of India is being shaped in classroom.”

(PISRY ST 9%6%)
HdwFBRie defen faaR &oa qauMEeRie deldl Ao Hfdwgde i
TIRAT Bl
NCF 2005, NEP 2020 Il TSR GG DRIGAHRG Riemonleam wiascha
RISTRIT FEER IR A0 GRIURT 38 3 BAd 2001 IR STEAMBIRISIAR SR
STEAM EDUCATION, STEAM fR1&107 aTg aram RIeorageiic GH1der SHRudnd 3fTell Sz,
U. S. News Article Vegmeej

STEAM Education is an Interdisciplinary Program that provides platform for Innovation and
Creativity.
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STEAM Education is an interdisciplinary fusion of Science, Technology Engineering,

Arts and Mathematics that aim to strengthen the core skills of students and help them to

recognize their inner potential.

(STEM CONCLAVE 2009, BHOPAL, MADHYAPRADESH)

1 STEAM TRrermgR feneafaed @reiiel $ierey faeRid 21 amed:

q. frfrege R (Critical Thinking)

2. vy Py (Analytical skills)

3. G ISR (Problem Solving)

. Faf=fech (Innovation)

. grEd (Collaboration)

&. B’I?Eb'lﬁl'ﬂ?ﬂ (Customer Oriented)

9. YT (Communication)

L. SIpelTeier (Adaptability)

R. IHIRTeh STeTEERT (Social Responsibility)

90, '\EI@?*FT (Balance)

99 . ForTeierdr (Creativity)

9. 31fYHe faR (Design Thinking)

3. Y=l (Inquiry)

9. difthep faR (Logical Thinking)

9y, IsTfNP Pt (Scientific Temperament)

A BT STEAM B Halelel I 3TR.
STEAM fRI&ome TR+ :

STEAM & Geh Sca=i 3TTe.

o IcRIITTEEN, TERURIER Jheqdi BB Ho FA<I HYUIE BHH STEAM

Rreom= 219 o1,

o IHA ASAIRIE AaSd IR, Agwaq A@ERS PIeed MM HeAAD
TR fABRIT HRUIANIS! STEAM BIeeaienRea STEAM RIe0TIgi= e 3TR.
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e I ISAFGE JEUNT START-Ups, Unicorn Hubs IT AATHE ST HILTeIe SATaLIH A8
< G STEAM DI 3TTed S STEAM Rietomgeiran siaqwia wrera Riefomgs= #r.

e I 2020 TR BRIT MR NG 44% TIb G el g, THS A=
STEAM eI 18101 SefeleiaT ISR T4 Helf IueTed] 3MR. (U. S. News Article)

o WATME STEAM BRIGIML ‘4 AC I SUIHRT A a1 ‘4 AC o fRreqor
QUITATST STEAM RIS SIS 2ol S ATRTshHTe TRIETUIAT Q01 IR SR

‘Four AC’
A C
Accessibility Communication
(SrareraeT) (<goron)
Availability Collaboration
(SUeteera) (=)
Adoptability Creativity
(STIPerema) (FotTeiteran)
Affordability Critical Thinking
(RIS &) (Fiferees fa=mR)

SRR Innovation Index F&UToTE AT fAGeThTd AT dle BId 372 GHﬁI?JTﬂ@?ZIT
W el aroren faenell Wiasa fege e IS STEAM PRTediaR SenRel fRiefer <o
RO 32,

ASER 2022 AT YR Seled] HA&UMIR JAG&l] dhotedl M 18.4% MBHET
TR SFARTINGT i, 7UroTd STEAM RIeomdl TRST SART ABRIGA 8. S STEAM
PIRCATER MR STEAM RITomaT TR et AWARTHARIT HROATE TR 38,

NEP 2020 T&UIS TS 19 Qeifies €IR01 2020 ALY ‘4 AC' SgAeemRar fRiefor g siaqwia
Pl IMe. & Fd STEAM RIeir vargrd ofqyd e, I STEAM RIemm= o RS 31re.

(Education.gov.in/nep)

NEP 2020 & 21 T ICIBKIIS AHAITS! TS 3Mffeh il 250 & TH01
HRAIGHT TR o AT AERAM Sicel ariided Skl TRl AreiduaRiel gerd
gasmrat [T HRuarSt STEAM Rieome 1R 31rR.

STEAM e #eg<a :
9. STEAM Rievme fasM, dasE, Ifi>e), wen ot e fvgi=a aRaiRe
a1 Serigd gfaemend Rieomer it giicd fFmior wee fdeneat=ar snfor
TBUT=AT HATT 2T AT T refAvar=h 3rae fRmior 2.

833



IJAAR Vol. 6 No. 19 ISSN - 2347-7075

2. STEAM Seftd HRaRA AT d/ed SRTeaMes fAenediel STEAM DR gRiool
HRUTT R1eror Agwar a7e.

3. feneaiAe) JEM T STEAM DRIGHEIRT IWIRRAAN 3favia wearg fdemefi
AT FIRA HRIR oA AHRHAD d5eTd oic I YADT FHeT=l SFIaHed
RICE RGN

g. STEAM fRrermge  fdenel TR@R SIF  MUYERIS!  FAEEATS ST
IE NS ART B TNl YA Sofan Adt STEAM Rieme #g<a
SFIATEIRYT 37TR.

y, faemeiney -

) AP e — = fhaThedigR  ddheRitel ATl <,

) el FERRT — TR T fafdy &= Fewey e,

UahITcH GREeDI G HRo.

F) VAR BRIRA et — WA= qda &3 HReR= At STEAM
RIS STEAM PIeTeienRa STEAM fRiefv Aeare orR.

Ay :

STEAM SIRITENRe 18T SISl Bl RSl 37, I eifdrs &R0 2030 J Gl
PRI AT FARIHHIT STHT el MMe. HASTNe STAE TG BRI HRIST
STEAM 10T HEwarl oxel TR

STEAM I dhaws fdemesi=n el &l daread el TR 1 SeaER, dohd,
ARG AR TSRvarTel ANEM o TR,

ey
1) http://www.dyeyajas.com

2) www.steameducationindia.ae.in

3) www.shodhganga.inflibnet.ae.in

4) Defining STEAM skills : review and synthesis of literature
(Glossary of Education Reform 2010)
5) http://www.cry.org (13 July 2024)
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