2nd Road-STEAMer Policy Brief
Time for Bold Choices:

A STEAM Future for Digital Education

Education — and digital education in particular — has much to gain from embracing
STEA ' approaches. It should move beyond disciplinary boundaries and strive for
“future-making"”. That's why it's time for bold choices: If business-as-usual is no longer
viable, we should rule out education-as-usual, too. We need education for the future.
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