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Activity
Implementation

World Health
Organization

Since late 2019, the COVID-19 pandemic has
created the largest disruption of education
systems in history, affecting learners in more than
190 countries around the world.
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Covid-19 Policy
Statement
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Many countries launch the policy to
close the school, university, and
other learning spaces such as a

library, and a museum for preventing
the COVID-19 pandemic.
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Activity
It becomes a challenge for us to try for finding Implementation

appropriate ways to implement hand-on STEAM
activity with online learning during this era.

&
@)
@)
S
7))
7))
=
© e 2
U (Context) o %
o 5
®)) douly (% )
- (C}onﬁiﬂtiﬂgn) (‘6) é
J— — My [ S LU
c S AQ Y S
0 @ ¢y 5
(qv] QA (@)
- = Q O
(D) (o) N\ S
— 2 > o
- &
o - <O
- W (‘\\(\Q
cC 0O \\,e'b‘
0
m =

Maitree Inprasitha, 2021



Blended
learning
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Activity
Content of STEAM activity used in this project.
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Activity implementation

on-demand classroom (1 Week)

We sent all needed Then we assigned a task to the non- After they finished creating the

materials to non-degree degree participants to _create th_eir own walking monster, tr_\ey Wogld be

participants. Walking monster following the video we asked to record video clips to
provided. present their monster.




Zoom
virtual classroom
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After participants finished creating their Walking monster in the On-
demand classroom for 1 week, all of the participants attended the
Virtual live classroom. They were separated into 5 groups. Then the
teacher asked them to think about the monster's walking appearance.
The results were the following:

Groupl/type Monster’s walking appearance
Able to walk Not able to walk
1 The monster walks just only one step. The monster fell forward.
Online Walking's sound of a monster is very The monster fell backward.
STFNEE, The monster slid down the slope.
2 No mentioned The monster walked imperfectly.
Online The monster slipped to the left or right side.
The monster fell forward.
The monster slid down the slope.
The monster did not walk because it could not sink backward.
3 The monster walked like a leaf worm. The monster fell from the first step.
Online The step of walking was short. The monster slid down the slope.
The monster could walk just only one step. The monster did not walk.
4 The monster would walk perfectly but all parts | The monster slid down the slope.
Online of the structure need to be in balance. The monster slipped to the left or right side.
5 The monster walked step-by-step fluently. The monster could walk. But it fell down the slope after the
On-site The monster walked unstably. B R EE

The monster slip-walked to the left and right
side.

The monster slid down the slope.

The monster did not walk. (Boat front and rear leg were
touching the ground)

The front leg floated up, but it did not sink back down to the
ground.
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face-to-face classroom




After finishing the class, the participants were asked to do a self-evaluation. It including

three multiple choices questions and two open-ended questions.

Question 1: “Does the monster walk forward well?”
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Nunber of participants
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Question 2: “Designing the monster
by considering the center of mass?”
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Nunber of participants

Question 3: “Sincerely participate in the class?” Question 4: “What was the problem in
the class?”

25 e
9% 1) The problem in creating the monster.
2) Not able to relate science concepts to
20 the monster.

3) Not able to understand the force that
affects the monster to its walking.

4) Got a problem with the internet
connection
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Question 5: “Like and do not like?”

7% Like:

1) Creating activity

2) Learning from doing
3) Sharing in class

w 2 3 4 4) Improving the monster

Rating scale . / 5) Hand-on through online learning
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