
E A R LY

C H I L D H O O D  E D U C AT I O N

T E C H N O L O G Y  L E A R N I N GS C I E N C E  L E A R N I N G  

➔ Knowledgeable,
scholastic individuals

➔ Academic scholarship and
research

➔ Creatively
inventive individuals with

collaborative and teamwork
competence
➔ Design-based professions

➔ Skilled 
trades people and artisans

➔ Trades

The question
H OW  I S  I T  D O N E ?  

leads to invention

The question 
W H Y  I S  I T  S O ?
leads to research

More ‘stable’ world with lower rate
of technological change

Transition world –
knowledge flow increasing

High rates of technological
change and ‘mass customisation’
of technology

K N OW L E D G E

D I S C OV E RY

➔ Building knowledge
and discovery competence in

individuals
➔ Emphasis on creativity in the
intellectual realm

I N N OVAT I O N

➔ Building creativity at
the interface of intellectual and

physical realms
➔ Emphasis on application
of knowledge 

➔ More emphasis on teams
and leadership

A P P L I C AT I O N

➔ Building skill in physical
world

➔ Emphasis on following and
supervising established practice
with increasing skill

U P  TO  1 9 T H  C E N T U RY

2 0 T H  C E N T U RY

2 1 S T  C E N T U RYIN
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