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Public-Private Partnership: 
STEAM for Global Citizenship to Achieve the SDGs 

Global citizens understand their individual perspectives and actions impact the values and

practices of the local and world community. Education for Global Citizenship (EGC) empowers

learners to proactively participate in resolving challenges around them as well as larger society

with compassion for others and respect for human dignity, local cultures, and knowledge

systems. Ultimately, the learners become change makers contributing to peace, justice, and

sustainable development. Information and Communications Technology (ICT) suggests all

students, including those in underserved and developing areas, can have more accessible and

cross-culturally collaborative learning opportunities for innovation.   

The UN Sustainable Development Goal 4 ensures quality education with an emphasis on Global

Citizenship, and Goal 17 promotes global partnerships enhancing the use of ICT and targeting

the science and technology innovation and the cooperation between countries. STEAM stands

for science, technology, engineering, arts, and math. It is an interdisciplinary learning approach

that enables learners to integrate multiple fields of studies for creative, innovative and critical

problem-solving. Quality STEAM education designed to cultivate global citizenship through

international project-based collaboration demonstrates the best educational means to tackle

local and global challenges in achieving the SDGs.  

This event will explore the holistic and intercultural integration of global citizenship into STEAM

education that enables groups of high school students in five countries to work together to

solve their community issues. Identifying core competencies required for global citizens in this

interconnected and interdependent society, the panelists will discuss essential elements of EGC

as a driving force to facilitate innovation for a better life.  The best practice of public and

private partnership model will be demonstrated, and the participating schools will share their

experiences including positive impacts and challenges in implementing the STEAM project to

develop real-world solutions for the SDGs.  
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students, including those in underserved and developing areas, can have more accessible and
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for science, technology, engineering, arts, and math. It is an interdisciplinary learning approach

that enables learners to integrate multiple fields of studies for creative, innovative and critical
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international project-based collaboration demonstrates the best educational means to tackle

local and global challenges in achieving the SDGs.  
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education that enables groups of high school students in five countries to work together to
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experiences including positive impacts and challenges in implementing the STEAM project to

develop real-world solutions for the SDGs.  
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