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 YeefJe<³eeleerue yesjespeieejerletve Yeejle efvecee&Ce keÀjC³eemeeþer iejpe Deens leer STEAM keÀewMeu³eebJej DeeOeeefjle 

STEAM efMe#eCe osC³ee®eer. 

ÒecegKe Meyo : STEAM efMe#eCe, STEAM keÀewMeu³es 

 

ÒemleeJevee ë  

SkeÀefJemeeJes MelekeÀ ns peeieeflekeÀerkeÀjCe, KeepeieerkeÀjCe, GoejerkeÀjCe DeeefCe ceeefnleer leb$e%eevee®³ee efJemHeÀesìe®es 

Deens. ceeieerue MelekeÀebceO³es efpelekeÀe yeoue Peeuee veener eflelekeÀe yeoue ³ee oMekeÀeble Peeuee Deens. ³ee yeoueebvee pegUJetve 

IesC³eemeeþer Deepe®ee efJeÐeeLeea le³eej keÀjCes iejpes®es Deens. ³eevegmeej efMe#eCe He×leerceO³es veJeerve efMe#eCe ÒeJeene®ee 

DebleYee&Je keÀjC³eemeeþer STEAM efMe#eCe He×leer peieYejele Debieerke=Àle keÀjC³ee®es Òe³elve kesÀues peele Deens DeeefCe ³eeÜejs 

STEAM keÀewMeu³eeb®eer ©peJeCetkeÀ efJeÐeeL³ee¥ceO³es keÀjlee ³esF&ue DeeefCe YeefJe<³eeleerue jespeieeje®³ee mebOeer ÒeeHle nesT 

MekeÀleerue. 

 

mebkeÀuHevee ë 

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

                (keÀesþejer Dee³eesie 1964) 

 YeefJe<³ekeÀeUeleerue mebOeer®ee efJe®eej keÀ©ve Jele&ceevekeÀeUeleerue kesÀuesues efve³eespeve YeefJe<³ekeÀeU efveef½ele®e 

³eMemJeer keÀjles. 

 NCF 2005, NEP 2020 ³eeb®³ee ÖesÀceJeke&Àvegmeej meg×e keÀewMeu³eeOeeefjle efMe#eCeeefMeJee³e YeefJe<³eeleerue 

yesjespeieejer®³ee ÒeMveeJej GÊej efceUCes ogjeHeemle Deens Deved cnCetve®e 2001 Heemetve STEAMkeÀewMeu³eebJej DeeOeeefjle 

STEAM EDUCATION, STEAM efMe#eCe ÒeJeen ³ee®ee efMe#eCeHe×leerle meceeJesMe keÀjC³eele Deeuee Deens.  

U. S. News Article Vegmeej 

STEAM Education is an Interdisciplinary Program that provides platform for Innovation and 

Creativity. 

 

http://www.ijaar.co.in/
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S  -  Science   -  efJe%eeve 

T - Technology  -  leb$e%eeve 

E - Engineering  -  DeefYe³eebef$ekeÀer 

A - Arts   -  keÀuee 

M - Mathematics  -  ieefCele 

 

 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) 

 

³ee STEAM efMe#eCeeÜejs efJeÐeeL³ee¥ceO³es Keeueerue keÀewMeu³e efJekeÀefmele nesle Deensleë 

1. ef®eefkeÀlmekeÀ efJe®eej  (Critical Thinking) 

2. efJeMues<eCeelcekeÀ keÀewMeu³e  (Analytical skills) 

3. mecem³ee efvejekeÀjCe  (Problem Solving) 

4. veJeefveefce&leer   (Innovation) 

5. meen®e³e&   (Collaboration) 

6. ûeenkeÀeefYecegKe   (Customer Oriented) 

7. mebÒes<eCe   (Communication) 

8. DevegkegÀueveMeeruelee  (Adaptability) 

9. meeceeefpekeÀ peyeeyeoejer  (Social Responsibility) 

10. meblegueve   (Balance) 

11. mepe&veMeeruelee  (Creativity) 

12. DeefYekeÀuHe efJe®eej  (Design Thinking) 

13. He=®íe   (Inquiry) 

14. leeefke&ÀkeÀ efJe®eej  (Logical Thinking) 

15. Jew%eeefvekeÀ keÀue  (Scientific Temperament) 

³ee®e keÀewMeu³eebvee STEAM keÀewMeu³e mebyeesOeues peele Deens. 

 
STEAM efMe#eCee®eer iejpe ë 

 STEAM ns SkeÀ leÊJe%eeve Deens. 

 DeeblejefJeÐeeMeeKeer³e, yengefJeOeeMeeKeer³e mebkeÀuHeveebvee SkeÀef$ele keÀ©ve mecevJe³e meeOeC³ee®es keÀece STEAM 

efMe#eCeeves®e nesle Deens. 

 mecem³ee mees[efJeC³eemeeþer DeeJeM³ekeÀ DemeCeejer, cenÊJeHetCe& J³eeJeneefjkeÀ keÀewMeu³e DeeefCe keÀueelcekeÀ 

DeefYeJ³ekeÌleer efJekeÀefmele keÀjC³eemeeþer STEAM keÀewMeu³eebOeeefjle STEAM efMe#eCeHe×leer®eer DeeJeM³ekeÀlee Deens. 
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 veJeerve Go³eesvcegKe GÐeesie START-Ups, Unicorn Hubs ³ee meJee¥ceO³es p³ee keÀewMeu³eeb®eer DeeJeM³ekeÀlee Deens 

leer meJe& STEAM keÀewMeu³e Deensle l³eecegUs STEAM efMe#eCeHe×leer®ee DebleYee&Je Meeues³e efMe#eCeeletve®e keÀjeJee. 

 meve 2020 veblej keÀewMeu³e DeeOeeefjle veeskeÀN³eebceO³es 44% ìkeÌkesÀ Jee{ Peeueer Deens. l³eecegUs YeefJe<³eele 

STEAM keÀewMeu³eeb®es efMe#eCe Iesleuesu³eebvee jespeieeje®eer veJeerve mebOeer GHeueyOe Deens. (U. S. News Article) 

 YeefJe<³eeceO³es STEAM keÀewMeu³eebceOeerue ‘4 AC’ Del³eble GHe³egkeÌle Demeu³eecegUs ³ee ‘4 AC’ ®es efMe#eCe 

osC³eemeeþer STEAM efMe#eCee®eer pees[ Meeues³e DeY³eeme¬eÀceeleerue efMe#eCeeuee osCes iejpes®es Deens. 

 

‘Four AC’ 

A C 

Accessibility 

(ÒeJesMe³eesi³elee) 

Communication 

(mebÒes<eCe) 

Availability 

(GHeueyOelee) 

Collaboration 

(meen®e³e&) 

Adoptability 

(DevegkegÀueve#ecelee) 

Creativity 

(mepe&veMeeruelee) 

Affordability 

(HejJe[C³ee®eer #ecelee) 

Critical Thinking 

(ef®eefkeÀlmekeÀ efJe®eej) 

          

peeieeflekeÀ Innovation Index cnCepes®e veeefJev³elee efveoxMeebkeÀele meelel³eeves Jee{ nesle Deens DeeefCe ³eecegUs ³ee 

mHeOexle DeeHeuee Deepe®ee efJeÐeeLeea YeefJe<³eele efìketÀve jneJee ³eemeeþer STEAM keÀewMeu³eebJej DeeOeeefjle efMe#eCe osCes 

iejpes®es Deens. 

ASER 2022 ®³ee Yeejleele Peeuesu³ee meJex#eCeevegmeej meJex#eCe kesÀuesu³ee MeeUebHewkeÀer 18.4% MeeUebceO³es 

mebieCekeÀ Òe³eesieMeeUe nesleer. cnCepes®e STEAM efMe#eCee®eer iejpe GJe&efjle MeeUemebkegÀueebvee Deens. l³eecegUs STEAM 

keÀewMeu³eebJej DeeOeeefjle STEAM efMe#eCee®ee ÒeejbYe Meeues³e DeY³eeme¬eÀceeletve keÀjC³ee®eer iejpe Deens. 

NEP 2020 cnCepes jeä^er³e Mew#eefCekeÀ OeesjCe 2020 ceO³es ‘4 AC’ yengefJeÐeeMeeKeer³e efMe#eCe ³eeb®ee DebleYee&Je 

kesÀuee Deens. ns meJe& STEAM efMe#eCe ÒeJeenele DebleYe&tle Deens. ³eecegUs STEAM efMe#eCee®eer Deepe iejpe Deens.  

               (Education.gov.in/nep)  

NEP 2020 ns 21 J³ee MelekeÀeleerue veeskeÀN³eebmeeþer meceeefpekeÀ DeeefLe&keÀ Heeée&Yetefceleerue 250 oMeue#e le©Ce 

Yeejleer³eebvee le³eej keÀ©ve leb$e%eevee®³ee mene³³eeves peefìue JeemleefJekeÀ peieleeleerue mecem³ee mees[efJeC³eemeeþer ke gÀMeue 

³egJekeÀeb®eer efveefce&leer keÀjC³eemeeþer STEAM efMe#eCee®eer iejpe Deens. 

 
STEAM efMe#eCee®es cenÊJe ë 

1. STEAM efMe#eCeecegUs efJe%eeve, leb$e%eeve, DeefYe³eebef$ekeÀer, keÀuee DeeefCe ieefCele efJe<e³eeb®³ee HeejbHeeefjkeÀ  

meercee Deesueeb[tve yengefJeÐeeMeeKeer³e efMe#eCee®ee SkeÀeeqlcekeÀ ¢efäkeÀesve efvecee&Ce keÀ©ve efJeÐeeL³ee¥®³ee DeeefCe  

le©Ceeb®³ee ceveele MeesOe DeeefCe mecem³ee mees[efJeC³ee®eer DeeJe[ efvecee&Ce nesles. 
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2. STEAM mebyebefOele keÀefjDej®eer ceeieCeer Jee{le Demeu³eecegUs efJeÐeeL³ee¥vee STEAM keÀewMeu³eeves megmeppe  

keÀjC³ee®es efMe#eCe cenÊJee®es Deens. 

3. efJeÐeeL³ee¥ceO³es ueneve Je³eele®e STEAM keÀewMeu³eebOeeefjle DeY³eeme¬eÀceele DebleYee&Je kesÀu³eeme efJeÐeeLeea  

YeefJe<³eele ³eMemJeer keÀefjDej keÀ©ve mekeÀejelcekeÀ yeouee®es Spebì ³ee YetefcekesÀletve meceepee®³ee ÒeieleerceO³es  

³eesieoeve osT MekeÀleerue. 

4. STEAM efMe#eCeecegUs efJeÐeeLeea mecem³esJej Ghee³e MeesOeC³eemeeþer meceeuees®eveelcekeÀ DeeefCe  

mepe&veMeerueHeCes efJe®eej keÀjC³eeme Òeeslmeenerle nesle Deensle. HeefjefmLeleer®es efJeMues<eCe efJe®eejcebLeve, SkeÀe  

meeceev³e O³es³eemeeþer Òesefjle nesTve men³eesiee®eer YetefcekeÀe yepeeJeCes ³eemeeþer STEAM efMe#eCee®es cenÊJe  

Devev³emeeOeejCe Deens. 

5. efJeÐeeL³ee¥ceO³es - 

De) meb%eeveelcekeÀ efJekeÀeme – cnCepes®e ef¬eÀ³eekeÀueeHeebÜejs leke&ÀMekeÌleeruee ®eeuevee osCes,  

 mepe&veMeerue Ghee³e keÀjCes, leeefke&ÀkeÀ leke&À, mecem³ee mees[JeCes. 

ye) Mew#eefCekeÀ keÀeceefiejer – DeeblejefJeÐeeMeeKeer³e ©Heeletve efJeefJeOe #es$eeb®ee menmebyebOe pees[Ces, 

SkeÀeeqlcekeÀ ¢efäkeÀesve Je=ef×biele keÀjCes. 

keÀ) YeefJe<³eeleerue keÀefjDej®³ee mebOeer – YeefJe<³eele meJe&®e #es$eele keÀefjDej®³ee mebOeer STEAM  

keÀewMeu³eebJej DeeOeeefjle Deensle. Goe. jesyeesefìkeÌme, pewJeleb$e%eeve, ke=Àef$ece yegef×ceÊee Fl³eeoer. 

³eemeeþer STEAM keÀewMeu³eebOeeefjle STEAM efMe#eCe cenÊJee®es Deens. 

 

efve<keÀ<e& ë 

 STEAM keÀewMeu³eeOeeefjle efMe#eCe Deepe keÀeUe®eer iejpe Deens. jeä^er³e Mew#eefCekeÀ OeesjCe 2020 ves meg×e 

keÀewMeu³eeb®ee meceeJesMe DeY³eeme¬eÀceele DebleYe&tle kesÀuee Deens. YeefJe<³eeleerue Go³eesvcegKe veJeveJeerve keÀefjDej®³ee mebOeermeeþer 

STEAM efMe#eCe cenÊJee®es þjle Deens. 

 STEAM efMe#eCe kesÀJeU efJeÐeeL³ee¥®ee Mew#eefCekeÀ #ecelee Jee{Jele veener lej l³eebvee peyeeyeoej, meef¬eÀ³e, 

mJe³ebefme× veeieefjkeÀ Ie[efJeC³eemeeþer ³eesieoeve osle Deens. 

 

meboYe& ë 

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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