©
2017 2019

YAMAZAKI, Sadato

A Study on Technology and Computing Curriculum Standards to Develop Pupils®
Computational Thinking

3,600,000

STEAM
STEAM

2020

STEM
STEM

STEAM

STEM
STEM
STEAM

2017

STEAM STEAM

This research is proposed technology and information technology curriculum
standards that consistently computational thinking capabilities in elementary, lower secondary, and
upper secondary schools, as well as learning goals and learning achievement levels at each
educational stage. It is summarized the latest trends in Japan, the United States, and England
regarding computing/programming curriculum, goals, contents, and learning assessments in elementary
school. It is also reported that STEM education, STEAM education, and the relationship between
computing education and programming education are discussed. It is proposed the rise of the STEM
education movement and its factors, the genealogy of STEAM education in the world, and

Japanese-style STEAM education.
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