PO REFE2EE

HH 5B OBHREMAICHENICEZZENEEV. BOOZ X #HEEICKRIEYT 3558
BEERIE : STEAMEE 7OJ 7 0J#8E (7O 10 hR—XFEE)
BExoBEE: SHIRMNAFEOEBRZIERL. FEMNLERZMD ANTHINE I LE>T—> 3

VR T BRENEHICDIFET,

| izsstm czomm)

1. 7LEYT=2aYOFERAICDODVWTESR

TLEYTF—2a Y TOEOARTE. AP—R, BROFIROOBLARELICDOVWTELEVE T,
2. FHEMLBEDERICOVWTESR

BRED SMENLEFDOBRICOVWTOREBENL. T4 XA a>ERBLET,
FFEICENTNORENBICBEL-EREZZZ S EE T,

3. Canva ZfE->THEA X—S %<

Canva ZfEALT. FLEYT—2a>OEEAX—J%ECLS5ERLET,
HEMNBEBEREFNODANTILEYTF—2arEBIONICTE I EHPENT,

| STEAMHE - 70453 /8B L Ol

TLEYT—2avid STEAMEBBER IOV SIVIHBICEVWT. 7OV bRRZGRBEER
FERTY, THAVBEPHRENRREZER—AT, F-—LT—IRII 27— avENdbEDNE
Fo VUIATATRRVEA/R=2a V= REL. EROFEZFHEI,

| =20mn (504

1. a>bO&o>3> (59)

2. FLEYTF—YarDEERICOVTER 59)
3. ZIERMAFOBEICOVTER (59)

4. BEROBNG D)

5. JI—TFeTRERZEDTHERZEZRS (309)
| z=1m05m

HANEE LRSS TEEE 20 Pl MBONRIREZ L& S50 Z/EAL. RENLESHZREALET,



	指導計画（活動内容）
	1. プレゼンテーションの注意点について学ぶ
	2. 効果的な話の構成について学ぶ
	3. Canvaを使って画面イメージを描く

	STEAM教育・プログラミング教育との関連
	授業の流れ (50分)
	参考教材の活用

