EXPERIENGCE NORKSHO

THE  EXPERIENCE-CENTERED
MATH/ART MOVEMENT

www.experienceworkshop.org

KIKS

Kids for STEAM

Co-funded by the
Erasmus+ Programme
of the European Union




EXPERIENCE-CENTERED

Q.
-
H.
N ¢
x
(=4
Q
=
TR
[
4
E.
2
w
-
>
il =

www.experienceworkshop.hu

MATH/ART MOVEMENT

THE




CHEM = AR

II 24

www.4dframe.com ,

The 4Dframe educational modelling kit is based upon the analysis of building techniques utilized in the
construction of Korea's traditional, wooden buildings, in which no any nails have been used.
% 4Dframe has been proved to be a very appropriate tool for developing various skills in the

transdisciplinary framework of STEAM learning.

Traditional Korean Wooden Palace Principle of Architecture

4D Frame Connector
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The traditional Nordic
christmas decoration:
the himmeli
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Tub CONNECTING
ube BRIDGE
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Design Sound
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Design Ourselves
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Work In pairs or in small groups! Work a
team of engineers!

You need to solve a given problem within a

given amount of time, based on a given
amount of resources:

Set goals
Make plans
DO tests

Record the thinking / design process
Do more with less
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http://www.facebook.com/experienceworkshop.math.art

