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Abstract

In the digital and post epidemic era, computerized mobile applications have become the norm.
Smart education has also emerged. This paper takes the STEAM online course for elementary
school students as the research object, and explores the application of Donald Norman’s affective
three-level design theory in children’s UI design to help students better complete the course and
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make full use of the advantages of the network to stimulate students’ creativity. At the same time,
it also provides some preliminary literature references and insights for the design of children’s
emotional Ul and STEAM education curriculum.
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1. 5|

FEREE (B B BRI mE A R SR8 IRTE,  “ BB+ MEREHR R E LTk, “HEM + HF”
K ORI R SRS, AWHERECAN T T, BOVEEFEENEAE . FHL PR 5
B RS BN ] BOAR IEAE 2 R UK [1] . BEAT 529 H s B, SRS AN i B, O 1§ b
FMERI A, R RIS VT 2 LB R, OV E R RTT . STEAM HH R4 E Lk, A
P ARG AR OL S, AR A S SR R 5, SR I E STEAM #UH W87 1E 71 20 PREE H b5 AN,
RAAWIRG, RZEBHAL, T BITANA SRZ S, HATHRES R EE Y, mAMESN
fBmENHH.

ERIT TR 2 H I N 28 & S BAR S IR R BTE, SR )5 S A IRRRIE IR, SOt T/
PR 45E S S URTE RO R, 1 SR AR ) L B A S e T S 1 I A8 LA, 0T AR FR AR
LG I BN R S e ML R, B S i A BRI B 07 [F) e, R R A 5 XK B S

WA XAET, T “HEM+” AHERT, IR EKEGES), INHE e S A
(A R, AT LRI BB AN R . Bt SR, PAESHT B AT 22 A 0T 8 43 Sk
BEEh, RN FEEE B, REHESER, M ENRRAFARRAEEY, 5T
T AEBIN, AT ORHET “HAEBEN, BT BRT . [RIR T AT
NHE RN RS RO BT 2% . MR &AL, Prh STEAM #H IREE S 4F T g

2. STEAM B EMZDE S5 HRULRIT
2.1. B

STEAM ZUE I TR, H 3 ZE S 2 B2 R E kB =2 E MR /1. AR, &
E %0 IR STEAM B MFL& . ARSI HRA —8E, FEaRERNZE 7L, STEAM #FH
BT ORISR IEIE, STEAM B EREHFETBIE TIOEE, BRAWHEINXR. STEAM
HE RN IR E SRS, 472 FH2# (Science) . 1 A (Technology) . T 2 (Engineering) & % 2%
(Mathematics). T RIXMES WA IR Z FIATAEY &, BN ZAR(ART), &% STEAM #H, STEAM
HEKRZARE STEAM FHHAMZ G, HMERSFANSEE, Q& GIFRI. fokin 810+ 6e LA
KA FIR A 2], XAMESERE AR K. SARART)EEFREZIH, WRHSEAR. ASLER.
BE AR BHREAREFTZRE. BERRMIP AR RE, ot TARRMIAAIRE THNE
K, BRI ARMEE T RCENE SRR R AKRTFEMAA T, BrLl STEAM #E Mg i 4 [3].
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SHti STEAM #HH BSH = KL R B 2Rl R a3 LAWE G . 26T STEAM #
BHEEH =R, EF W 7 E MR Ul S, K STEAM #ERALZ FESHE, BT
PIEER Eh 20 RI AT 2 5 )FE 5 STEAM #HH IRFE.

22. BEMEARYR STEAM HERSEREH

RFT « DERR « RIS FRIEGRIE D AL R AR BRI =R R REEH NN
“ S P ENR B R RS R — MR KA LR [4]. Sk, 2 ERRRRIUIE A F R
BEAT TR RGP, ARIE G EEA R SR RHRAE R 2 T A RHRYE ZE R v i 7L H AR gt AT AR e U
EMEGHILER, AR TR IRAENCIRRE S SRR N SR BB R, A R B 2R |
R, 2 STEAM IRREB G AN HAR[S]. AT, 28 CEERIGE A RHRRE HOEST O 7 22 RHEE
LRFIR, RiRlsE. SR, TREMEAEARBAG - DaRfE IR,

A AT, S STEAM 577 sURITHCSA R IO AR, 383 3 30t H 2 G BT
AHLRRIEG N, Forb, WTAEST B AR B US4 S ST A PR 5 1 X O AT S i o 4
TR PR AR 6] o 0T I 6 Bl b 7R O A A R R — NI TR T 7 A B A R R AT B M S5
WS, ERRNBEARHR AR RGNS, I RFF AR B R M E B X[7],
AR VAR I R

BEXTES S RHZA R, SRR H i B B T R BV S &N, — NI 58 AR AR 7 2 2 AR
FIRMIEEA BESE L. PBL (Project based Learning) & —Ff LA22 A Jy AR (I H 202 I AR, ok
R AT R, B T R A T IS R IR FUIE 3 A BRI R BN s AT B A
ST R FC G S, e AP SRR R Bih. R ERmAIE . RORSTREES), &
IEBRRE R RIRE 73R — Fh B8]

PR R “ 2R 7 XA E AN 2R BT H REE S G, @& kNS s 5 CEO BRI H
Eurh k. FRRMZ 2RI T, NN ES L FIREG L AR AR, KEE LM R,
M BT R 4% 1 1 2 R S AR () 1)

2.3. fRIEHFHITMZ STEAM H B KRR IKIE

HENER— M b S, N2 DR N FEAL, sz DR Ky, IR T 22 2E 5 2 BUmH)
HEAMBEBORIIHE . LEAF STEAM HH BRI TEIRHEIER BN, %240 STEAM RETIFR
ALK FENEE () STEAM U 5L [9]. AT, STEAM FUH VAL AL 5 1 5T 2% Ak 2 ST ARG ¥ 240735 5 s )
LR HEA A ST I P AN T T o SOV ) STEAM BREE BT IS T, [ 738 RIEIR N, ZEE STEAM
VR I AR B 35 B SRR A A FE IR 2R, BRI A 2R A A R 1) R 58 Pl A 55 IR R KA R 31
FLOR IR 2 SRR — DR SR AR, AT (2 BE 202 R DF A5 2 W M2 AR A0 3R SR IR TH[10] IX L
WE=ZREIE: RN ERTEET “IUH R PR TR BRI A TR AR T
BEIE; =BT 7 BRI S e sh A R M A R ALV

PRI, SRR T LUK LA B ok BETE, 1 S 20 A T BRI, W 7 A gt R i il R 1 75
H, Ak B 2 TR I ot e, s 7 BerTiE LN, RN RN BUR E AR
VP, I HOTR AN B A AR BV SR DA S I H R BEARROCR, B0 T LRI H 22 2] 20
PUASETBL, 3R B TR B, MR BLR > B B FESRIMBN B, RS TR R R R,
A DARR  FL R 1) 5 S IR BERIEAT V70 FEARAE BRI B, UM mT DB BORME AR ) B SR RE 4 7 1H
BEAT 2 HEFE PP A5 (151 2).
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Figure 1. Interdisciplinary integration thinking module
B 1 BRI BERRY

Hja)Z

Bz BIZ FEZ
2uiFE v

g PP B0 -
#ZR  EHSHIMUEBRHATRERGTSH
SMEIEE AR RIER?

B2 M (1) %
o

#KR BREAMTATERERAMEFBHE
FIE?

oy %3 (1) 3

#KR 1 BRNALRE? 2. FERAMN
BRETRMAA?

o B4 00 (1) 31

#KR  BROMRRILH?
FREE

A

. E%5 & (1) ¥

@

Epa

<

Q

E24)

&
7

Figure 2. Teacher evaluation page
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2.4, EFNFINBFIIFER STEAM BHENEEERH

BT CEEtERPELT CURUEHCE” FRAN STEAM BRAE, MRIL T “LUAE R0 F “ DLt
OV S, [11006& VAR B 2 T0A RIS . BBARE R R, A 32 3 1A AL DA R 45 4 ke
BB FI[12] - 4E R L 9 T A RE v 22 30 3 P A a2 SCAE g S SEROAE A 3 1 ol A e X
HR[13]. STEAM #(H —J5 22 I E S fit 1A A T RO R A VIS B8 s 55— 7 T B2 > 3 i
BT g i) BT AR AR M S A B RR I B AR 5, TEEARLAR T, TRESER. S B AE
LRI KB UMERRAE T REER A A A7, A TMA SR BB O ROl R REIX T 522
P, MTISRIF 22 TR (et SIRCR AR T, ABFFERY], A 2010 £k, STEAM #H(H
WAL BT ARG, PEEA N BRI T A o KB, AL 1 A2 Dy o (R B 2R [14]

Bk, BB NIRRT O BRI R, kSR A VS B R B B RO ER ) X3
MIMES A EFHRR, Bk KE171( 3).

ERARE FESM R
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Figure 3. Page reflecting an enabling environment for active learning

3. I ERNFE I BFIFBEHTE"

B, EEERREG BYE TRIEECA R Se B, T3 2R STEAM #UE BRI Lo T A4S IX
=R B HEAE BRI T RETE BT, SEBUE A BB ER RS s RE IR T R AL, AR RS
DTHCNEE . B STEAM A I = RRERHE, 5 T8N 2127 KE B2 (14 4).
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Figure 4. “Student Week” student-side information architecture
4. “FIEET FhmiEEEM°0
3. BRURITERSHERAFEEIT—L “FEA” A HH
P R BB, X B NN H savk B PRI G R e . ki iR A =Tk
T EESH P Z EREREKR, HZ2WE - 3#E R K. Donald Norman it H 2 44 (115 Bk it
SRR ——ARZE. TR REE XX ST TR, s R R T
FERBTE IR A ARRRE BT RVE S A AT AT R WO IR T A I A AR T R
JEVCH S P E A SCHAME . A R AN IZ B A R .
31 AREEENR @R
AREJZ B AR EAREIR B . NBIARER B T8 KM SV R$E, fEA R RHE
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Ir NS  dr R AR (o X T 2EMR UL, A7 A BER AR IE S LAl o IS L REAS T R BN 22 2
B A S AEATE S B 2 R A . X IR AT DUB I LS e 3R B, e SRANTO SRR KA 1
PR SRVISE DB, AR R UL IR e i HES 155 . ATBLAA R T “ AT
MRS 7 FLAS 7> FER A HIBEATBETE, WRBERTR BE AL 004 (9 UL FHI SR F IR BOME N, EARR BV &
FEREA LS B SR B S rh A, IR A B SO BT EOE O T e RIS HIE UL A,
CLifh DR 2 57 T AU E D K 22 BN 32 [15] -

B 7 AAFARESS, JR RIS NIIAREZ IR AR R B3R R, B E. ]
TR 5 FBEAEAD . PR F R DL PO #0552 B3R O G MR S R 3R, K 1 A R
ANASA B BN RN Z2 58 o FH P WF FE IE A 2 TR B8 22 SR BEAT (. AT I R R ST BRI BE 5 e R A e R A
WA, HCRIARRISCA TS 5t AR BL. RO B I BRI R R N 5o R, 7R e e P B v
PRI, BT B ARSI AL UL R AR A A S R ST B B

NIRRT B AR B K LIRS P, FLR SR S B R 9T R A 0], R 3NN TR BORT £ 14t IR
W5 X T H SRR A IREZNEN . DEF B QBB U5 17 B A =AY, 2 RligZ. &
BB Y,

FEARREIRE, HXNAGRERE AT, g MBOVBRINAE . EE R TR AR TF
PIRIoGiERE S . MURA L H KRR, ERES VA REEMEREER. LEEELANTE H A&
Ty, AR, (HEREBEERLES A BARERNAIR, JoEFRE RO R KGR 5E s A
555 . TREERE W S ML EMRIES . AREETEWI KRR EE IR, RGNS
T H B A IS, R ERON TR, ANF AR IS 48 N [16] . PRPE R AN E
FL & a0 A S P AR AR I I ROR . IR B R B L il Sk R A, 8 MR B & & ik
HERIMG, TR G DILPIONER/DN, EEAREIAEEAK, EARIRITFH A, Frila2us
YR GNER S, TiET .

EEAE D LT et Oy Tk LRE T2, RN Wl 5 07 T AT RE i B HA B
AL TR, JF HomiAEss B, $Eam b JLAIER . a7, IR ata g, Blindnat & md X AME
S5 A TR g HLHE R TR B B AL BN SR AL, W B R I S AT 55 . HRSRTH R T,
i EAL - MEF R AR E S, T ERE AN BB B E N E A gL
NINERR, — B DR FERAEMAES, Kb UEAS I E RS SMES . R B AT B H A
W7 A R L ke A ) L A BETE B SO, TS T L3 (14 5)s Wi J= 1T AT DAAE 5¢ AT 55 I IR s i —
GG MR AR RE R T 5 58 i STAE 55 IO PRIERSE A RS2 T ) S T st i

3.2. fTHEEMNA it

32.1 IhREER

FEVHAT MR IHR, DhfetE oot thod m i /e RV E R . XA i =, WL
REER . WA DIRETIE SR NTRGE, A AT AT RE S BB, A, —2kix
TR RO DIRE RN 5 HP R EANRT TR REIRAF AT o B, AR — N HI B8 A RETRIE A B, BiE TR
TOVEMER BRI 6], ATk TAENE . Bk, EFHT7 R, HAREEEITAEN
THRED, B R i BE W6 L D RE 75 5K [17].

R L, WREBIMBEERZRAESHIERIN, (HSLhR EARIAEF AR . ATES K HERRAERE
ZEPIFEHIR, FEIFRNEZ T HIENTR, Ra MR FRP#EFRER, UHHEZLIIRE.

PBL (Project based Learning) & —7ff LA 22 A=y AR (0 H 205 3T i A 2, i ok )2 T 22 1 ) AL
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Figure 5. Color aspects enhance instinctive focus
5. BRAEEAREE TN

H1 1918 4 William Hurd Cobbler #& H 1) “ it #0537 AR R [18], BB T 5 A 56 T Il et 5 1R 7t
TN FHA B SCIVINGT, PN 7 SO AT B A IR T RO IR TG 8l SER— R V1% iRl )
v, Y. FEMAAIE. BURACISEES), AR B AT AN GE T3 1 — Fh B [19]. BE T2 2]
AT, BHRE kK T STEAM AR, BoA 78 S A5 R 10 sk S [20].

322 HEER

DfeZ Ja o AL TR BAR B R . WORIRANERAE— = dh, IRBUERIAS T8 . SRz B, EF
o AR, AATPREAS R Z T A S, IF L b A T G B 2t BN [FIRE RE AR R 2 1 LA Blb R
RS M IEFR SR [21]. SOt SRR O R G R A G I, A A D B R
Bk AR I8 fokVaTE, R dhRIEHERG, A RELE T P ARG B

R AR — S B LA AR A SRR T S Bt 7  S R BRA R BE 2, DU B S HL IR AR IS AT, B
WHIBT IR B2 BN B Z 00 77 B . X TN SRR, R R AL, B
e, BT LEER AR

323. GHER

Fy IR A — A i G B A I A v o L RIZOE AR A7 ) e, AR i oA At
BB L AT RS N L BT s AMEAN SRS, SRR Bt

FEATNJZ I, ACKZTT IR U N 5 2R, e NS I A s M. iz 2%
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AAAE R BIRIR, R R A B DRI 012 — RINESIHEAR, TSI 2R
iy PRFF EZAI K USRS (5 BN THEAE ATy, AN E 5L, e A i Rl o (=) 4 7
ERNBE ST SRS, AFREASREL, JF H A S RIS B A 2 e E0]. BRI NSRS
TCARARE, NRIFECEITA KR, AR, ICERSE N, 55 RN FEY. B, £
JUREF ) S BE v, BATH AT RERLE N A 2 iR, 22 R ETAL T 5 KA Mok Ui 78 35 2
A ENEAE AR, I icon BIIIILL, KRS ERR. . KU, GRIUESRE, MR
IR Z, IEANEVRERZ . LI Ry, iC120 K EHCAZ ARSI . R CAZHE FAT VAR I 8] Py /]
PAtRIEACAE — e YE R — B A A L 2 s, HidErR8E —BE BB 6. FAEA
JEUEE, BRATT I E N A B | 3 T B A AT B R B PR R AR P A B TS 2 8], 5 P PR B
Pl MRIEAEHCICHAE o U, BAdizn NEE RS2 LA B X idiZ. BEILIZELHB, LHE
SHEHMINCAZ, HEBBRAET . 0 St b S S A DRSS 8 55 XL T 20 XU 2 2 X
BORKE, R ARV IR SO B o 1A & SO A2 2 7 B sk, il 2 M2 Ti%, B0 P
WRSCRIRRACHZ o STt o mT B R 3 B 2 AR B AR AR — D3R AE, RIS, AR
G SR DRI T W2 1 R, AT SE A TR I i S22

324 BRER

X2 SRR = i DK AR (1 S SRR R 3 7 R 38 b, KRR AR A A 45 S
(A S RT 2 R AR B AT T B AT . R, SRR 11 St T R AT I A A SI A B A R U JRE 1) A= 4 R A
NEE, AR ARR 2L THTEE RS, ©ARHERME BRI 52 B, RhF
(977 b RE % 78 43 R FH O Ah B3 M o T 401 BITLE (1 R 0Lt S 008 Tl 4. e BT 4 1 JE AR R 2
KA T I EE AR RIE I o BRI EE R A L, B AT DR IG B R AR 70, R S AR U 3 i
HESR PR, A2 A 2% A S TR A SR, B AR AR L IR 7 4R L I 2 3 S T B B 0 2R
VG, AR 2 A i e LR Rk TG, S RI3F T il R, REREIHTCA
PER S B S AT il 1 T 5 B AR R IR M e, JE I S S R AN WA N 5 SRR K Tl BB RS BT R
AR B S AL AL . JT e A R AT A

o 1 2 2 ) 2 R A 8 R R R SO B ST AR A PRI 1 3 s 2 2, 4 NI SR I 2 1)k
iR ARSI A AR I N T SR RS TR S S 1 O PRI R SR BRI, o N TR R
IXHRAEAEIN RIS . BRI E R SR B AN, (HRFRATAT LU o] BE i3 fe B S (1A 6).

3.3. REEAMNFmILIT

ISR B R AT, 5AE RS SO R SO A LK i 0 T SORSE FH 25 b [ 35 K
FE. WGER R SRR A, 1M RARENIRE TREZEE. RAMUBOEIE, EIRERE
PIER B NG, R Z2VRR . BOE MR . RIS SPIAIR ST i, AT REHT R
K2, AR K& RESNRA B R EARE .

BB B VHEAEERIE 1 AR S S — VR B E VL. BELe Bt Jo R AT RERS — & HI P 7= AR
WREEIE TS 55— B2 F P T e AR i ROR . T BRI B AR AR B ks e e L, AR T R
(IAS )R R T AR 2R, AR BETH A5 & F AR P SIS . S AiRAT B MR E it 1B
RN TG RIBIET R HISER BT RENS WO L 1 IR R IR, EAETEEOME LT BLSRAMT ORI
Ao

0 2 R A T ] B P o ) L R L oA, R AR AT/ sz 2 BRI A BEAR BN R, 5 L0 16 7
F ALY icon BIbR K OURZAE, T EEE I AN RO B Ay B i 2 RIS G R AE R SR A AR BT R
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Figure 6. Embodiment of behavioral level feeling elements
6. ITHEBZERMAI®

S SRR LRI TET7 ) A B BAERAR R FE WA B AR LRI RE ), BRI 1 = 2
Brece AJLBrBG JLEBYEIT G2 Mk, e YRR e MA RS E L BB L, B
WEBMENN, SHE NI A B . IF B LB X TR SR AR e, Bk, e LS
BEUE AT R E G RIS [5G 77k, RAEZE S IS T oRAEE 2y, BRAR PR ISR RIS TR it -
U113 5% SR 5 25— I TR i YRIX AN % 5 RIGUR A A o el aed AR IR b Sl R 15 1 D9 2% 1 B s
fEle, TSN 225 P AR i, ARHTRG, BRIPOHK “Ma R, T 7 LE A EIA R B,
FEILF AR R

4. Fib5RR

AHFFIEIE X STEAM #0E PG 515 B R It G G RH], TN E A2 Bog SRR3R it 1
WML AT . B R L IEIEFCA A £ 80 AL LSRN Ul Sl i, AR T
A e e 1 A e T M R SR AR B SR SIS RIS /g, T B STEAM #OH B RO . W TLss
RRW], AT RENE A ROR S L AERER YT, IREAITNS 5, JHE NS IR A R .
8L PR DT T, ASBE RS L R 2 ki WE T 77 R TR R, AT NIRRT FUIT IR ORI, TR EJRE
R FUIT 9 R Y. AT TR L EE AR R Ay T SE A A T2 SRR, JF A e STEAM
WAL L SRS ST, ERFERCR AT . R thm] U LE S LB 2 STEAM 2UH IR
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THERSHEME L.

R STEAM SUS KT M AR B — B e B M IR R, HIVE R a0 2 2om H B R 7 1
Aa[22]. FRERK, BEEHESORKIANHED MEE PSR, SR BT /£ STEAM # &
F LA A S e R RS Tl o AR RO FU AT LULR R B 2 50 T 1 B BT HE AN RIS i BOR AL 55t R Y
R, ARt g N TR RE . REAU IS BN SAKBE— AR T2 2 K. Bbhh, B8 2 BRI 7T 77 ik
LA STEAM R R A 2 A1F 10 A AL TR, BUEN AR 20 AA I Z oK. @A
Wr T FEAN SR, BAT B NI A E A GIE B E .

£ E&WA

VL3 B 9T AR RIS S B vl H (K'Y CX22_1040).
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