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Abstract: This study explores the impact of integrating the Creative Problem Solving (CPS) model into STEAM
education on creativity. Creativity is a key skill for future challenges and was included in the OECD's 2022 assessments.
STEAM focuses on innovation and interdisciplinary integration, while CPS, known for its structured and practical
approach, has been proven to enhance creative thinking and problem-solving. The study involved 180 eighth-grade
students, with 150 in an experimental group receiving an 8-week CPS-integrated STEAM course and 30 in a control
group using traditional STEAM methods. Creativity was measured using the Williams Creativity Assessment (CAP) and
the Creative Product Semantic Scale (CPSS), analyzing differences and correlations between creativity scores and
outputs.
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1. ARHX

EEMRREBIAGRET, A CHAAHRFEARNKIBCRS, LEL @212
BEZXHFAHMBRTEZHRA, ATEZHOHATH, KFESEEHEAE (OECD) # 2022
FAF [ A EE | BAMANPISA B8R, SEAALRHFTRHRATIELN, TRREF
4 BN RO R F R FEAS B 4ZZ —(0OECD, 2022).

STEAM # 7 [ 3% 98 £ #7 SH 35 AR B Ak 77 % &, BRI A 813E /) 2 4 #3812 (Yakman, 2008).
Bl BF, K& E#F (BEducation for Sustainable Development, ESD) # /& 74 % i 35 48 35 W) VE 1L
Bl AR R ARM A, & — P iRFALE S AKH T R4 A% B AZ(UNESCO. Division for
Inclusion & Sustainable Development, 2017),

£liE MM Aaf#E R (Creative Problem Solving, CPS) #% X 4F 2 L&A M LT REZ Al & H
X, THREFRAS LA T TUHEMAM KA /) (Puccio et al., 2010), %42 Xk A B F A4
MARTI T IRERB MR TR, TRAZCTELSEBSEE RS, = STEAM KXHEZAS A
Lo ¥UK¥ CPS A X#k N\ STEAM RAZ, R LA XRAZEAE ), TIZ AHAIFHF AK
BB RRBETHFEAA,

AHF G EARF CPS X454 STEAM A HEAAE N2 HE, UM AHF AlFHEK
B RS RFRATRSF
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2. A5 B BYSER A

AFRZ B EAZ T —BAEE MM R (CPS) B X#AN STEAM RAZZ#HF 7 &,
FRALHF AR E N ZHE, FRABEMAQIE: 1.2 THF AT ITHZ CPS 3N\ STEAM
RAETE; 2FAZBIRAERK, £ TREMAIE AR (F=pk) | ¥, THRE®]. [H
AP . [&@k] ., THAR]., THER] R T2 | ~ABEIMNANEFr£ZER
LEBRFKE, DR TRAEHRBAZ ZE; 3HOMBENEAIEREF T/, EAZE
mEEERASZIAAMMME, ASBKARETRTEZELRIZIVE,

3. AR T &

AHFRAR AR R 7k, VAR AL 7 BB (% —#rk) (Creativity Assessment Packet,
CAP) AATH|, EATA|E M MAME R (CPS) # X gk A\ STEAM RALH&, UMM AL /) B8R

(% —pk) (CAP) $24]& E 5 &=k (CPSS) AAR T H, VAT A S M MAEME (CPS)

XA\ STEAM RAZHGF AR L ZHE, FTRAH LA 180 B P NFHE AL, L F 304z

B, KRS HF &k STEAM RAZ; 7 5h 150 425 £ &K 54, 46 CPS &\ STEAM

FAL. TR AMAE, R L CAP AAT/AAl, VA CPSS A8 &3t LA,

FRILE A 1. BEMAIE 7 BB (% =8k) (Creativity Assessment Packet, CAP) 2. £| &
& 235 % 2 % (Creative Product Semantic Scale, CPSS) 3. £]:& M M A2 f## % (CPS) & A\ STEAM
RAL,

BT AE 7 A5 (% Zhk) HIE Creativity Assessment Packet (Williams, 1980) % %, it
BT B-FSARE G4 2024 FAET R A 1994 SFARFIE A K, ZAREEHS TN
30 F. RRBITOIHEAR I, A0 7 ERAFTHRGEH M, §AEMHFHEALSSET
SRR ELIN

A& & S35 &= & (Creative Product Semantic Scale, CPSS) # Besemer ¥ O'Quin 74
1989 F#th, RET MBS A EGFEER, FAARREERF AL E S o) 5B HAAR
(O'Quin & Besemer, 1989). #4%% White and Smith (2001)153T, AF HA4F L AE A4 2 % 135,
I M AREE R BT 69 IR 2, AR & RAE R A R AAE . White $T Smith A R4 A 15 #1534,
BFofs, REATHAIET,

BliE M AL R (CPS) @k A\ STEAM RALMRVACPS Z [ M |, [ ZAAK | R £
WS | Z KA T, FREBRERRMAEEE, UEMBMAE, FEAE. A5 EE
‘K5, 44 STEAM # 5 #5483k, M A2 G (Problem-Based Learning, PBL) %ZRAZ3& 312 A,
AREA TR E MR | AT, EFEHOT A5, FEB—HR, £ \EH CPS A
STEAM #42, AT MiBRAZ%A [ MK | PR, AIRMEZREX, BEIRE KSHEA,
oA, BEEHEMERTE (e BT, 2R 271, BT  F=, WA &
ARk | B, AR RE R, A TRAIER, TRERFE; FAENBAT £
Wi ] B, FIRASTAREE X, BEERAEMETE, L2 atEe ik,
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