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Abstract

Objective: In order to enrich the ways for children to learn scientific knowledge online through STEAM,
the content framework of STEAM online science education products is designed and constructed to
guide product design. Method: The learning mode and educational content of the STEAM online educa-
tion platform are summarized through the competitive product analysis method, and the learning de-
mands of children aged 4~12 for scientific knowledge are collected and analyzed by means of user in-
terviews and questionnaires. Results: Output a content frame that conforms to STEAM online science
education products for children aged 4~12. Conclusion: This framework can provide a reference for
the design and research of STEAM online science education products for children aged 4~12.
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Table 1. Survey and analysis of user needs of online science education platform
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Table 2. Analysis of products in science education
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Figure 1. PC-side content path of STEAM education platform
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Figure 2. The mobile terminal content path of the STEAM education platform
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Figure 3. STEAM online science education content design architecture
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Figure 4. Food hemisphere learning interface

4. BMHHKFEIFE

c) BEREH P i B 5 it

FEPA A EL BT b T A A TR AR S5 VR 742 1) 4 ) L 287 240 2% ST (R 1] DA B SR T B8 Bl 7 i 14
REE L, RS S SR, BERES ) LE T IR Vb ATRE /7, TRt fo 77 i o 21K
R R ST AL et BRI SE R B S A AR R 317 R GR AR dh B AR BRe e
SR P i 1) JE RS ORI BE T, I HAETE R 51 3 L ORRR PSRRI 5,

S~ KPBH PN =} VRN . R
. Sun — Cloud ' Rain ¢ Wind

Y
—aln o ofn ofn o N [l N

BHEMEEKNERES, FEEENEE. KR, ko, ILEEPEEPRTEAFTHLMR,. BE.
MK RABNEEER.

° P ® o o L J
g ~
N\ -

B 4HE. $ZE. BT R FRETAGRENSE, BURYEKIETRLANERER 515
ILEBRRE B —MEYEE KIRETRRENES.
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