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GENERAL INFORMATION ABSTRACT   

Received date: 27/04/2025 This study explores the integration of STEAM (science, 

technology, engineering, arts, and math) into university curricula 

in Vietnam, examining its impact on student development and 

alignment with global educational advancements. Utilizing mixed 

methods, the research included quantitative surveys of 300 students 

and educators across three prominent universities, analyzed using 

SPSS software for statistical rigor. In addition to these surveys, 

qualitative case study analyses provide contextual depth. The 

findings indicate that STEAM fosters interdisciplinary approaches 

that enhance creativity, critical thinking, and problem-solving 

skills, preparing students for modern careers. Statistical analysis 

via SPSS revealed significant correlations: 72% of surveyed 

students reported improvements in innovative thinking through 

STEAM courses, while 65% of educators expressed enthusiasm 

tempered by challenges such as limited resources and institutional 

resistance. Moreover, 80% of employers recognized the versatility 

of STEAM-trained graduates in a competitive global job market. 

Comparative case studies highlight successful STEAM pilot 

programs that promote collaboration between STEM subjects and 

the arts, yielding measurable academic and professional benefits. 

Despite these promising outcomes, the study identified notable 

barriers, including financial constraints, insufficient faculty 

training, and cultural unfamiliarity with interdisciplinary learning. 

Addressing these challenges requires strategic investments, policy 

reforms, and collaboration among stakeholders for sustainable 

implementation. Ultimately, this study underscores STEAM's role 

as a trans-formative educational model for Vietnamese 

universities, enabling students to excel in an increasingly 

interconnected, innovation-driven world. 
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1. INTRODUCTION 

1.1. Background to the study 

The rapid advancement of globalization and 

technology has profoundly influenced economies, 

industries, and educational systems worldwide. 

As countries adapt to these changes, the demand 

for a highly skilled and versatile workforce has 

surged, particularly in the domains of Science, 

Technology, Engineering, Arts, and 

Mathematics (STEAM). These interdisciplinary 

skills are essential for addressing complex 

challenges, fostering innovation, and 

maintaining competitiveness in a globalized 

environment. 

In this era, the inclusion of the arts in 

traditional STEM education has gained 

prominence, with the belief that creativity and 

problem-solving abilities are equally important 

as technical skills. Internationally, countries such 

as Finland and Singapore have embraced 

STEAM education as a cornerstone of their 

academic frameworks, producing graduates who 

excel in collaborative, innovative, and dynamic 

work environments. The role of education 

systems in equipping students with holistic 

competencies has never been more critical. 

Vietnam, with its ambition to become a 

knowledge-based economy, stands at the 

crossroads of leveraging STEAM to enhance its 

educational system. 

Problem Statement 

Despite the undeniable need for STEAM 

integration, the current structure of Vietnamese 

higher education presents notable limitations. 

Universities often prioritize theoretical learning 

and solo disciplines, resulting in a disconnect 

between academic knowledge and practical 

applications. The absence of interdisciplinary 

learning models restricts students’ ability to 

develop the creative and critical thinking skills 

necessary to tackle real-world challenges. 

Additionally, institutional resistance to 

change, limited access to resources, and 

inadequate training of educators pose significant 

barriers to STEAM adoption. This gap in 

education not only undermines the adaptability 

of Vietnamese graduates but also hinders their 

competitiveness in the rapidly evolving global 

job market. Addressing these issues requires 

rethinking curricula, teaching methodologies, 

and collaboration between different disciplines. 

Objectives 

This study aimed to assess the feasibility, 

benefits, and challenges associated with 

integrating STEAM into university curricula in 

Vietnam. Specifically, it seeks to evaluate the 

readiness of universities, educators, and students 

for STEAM adoption. Analyze the potential 

benefits of interdisciplinary education in 

fostering creativity, critical thinking, and 

employability skills among students. Identify 

barriers and propose actionable 

recommendations for policymakers and 

institutions to implement STEAM effectively. 

Through this research, we hope to contribute 

valuable insights to the discourse on educational 

reform, highlighting the transformative potential 

of STEAM integration in Vietnam's universities. 

1.2. Literature Review 

1.2.1. Global STEAM Education Trends 

The rise of STEAM education globally is a 

response to the growing recognition of 

interdisciplinary learning as essential for 

preparing students to meet the challenges of the 

21st century. Historically, STEM (Science, 

Technology, Engineering, Mathematics) 

education focused on building technical 

expertise. However, as the nature of work 
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evolved, educators and policymakers 

acknowledged that creativity, innovation, and 

problem-solving are equally crucial. The 

integration of the arts into STEM, forming 

STEAM has proven to bridge these gaps, 

offering a more holistic educational approach 

(Yakman, 2008). 

However, integrating arts into STEM is not 

without challenges. Some scholars argue that 

STEAM may dilute the rigor of technical 

subjects or complicate curriculum development, 

especially in systems unaccustomed to 

interdisciplinary collaboration (Henriksen et al., 

2015). Moreover, empirical studies on the long-

term impact of STEAM are limited, highlighting 

the need for critical evaluation alongside 

promotion. 

Countries leading STEAM implementation, 

such as Finland, Singapore, and the United States, 

demonstrate how this approach can transform 

education. Finland’s education system is often 

cited as a model of innovation and flexibility. 

Project-based learning in Finnish schools 

integrates arts into STEM subjects, encouraging 

students to approach problems creatively and 

collaboratively (Hakkarainen et al., 2013). For 

example, in a Finnish classroom, students might 

explore environmental science through 

photography and storytelling, blending scientific 

inquiry with artistic expression. This method not 

only deepens their understanding but also fosters 

communication skills and empathy. 

Singapore has similarly embraced STEAM 

to cultivate future-ready students. Known for its 

rigorous education system, Singapore has 

incorporated design thinking and innovation labs 

into its curricula, blending technology with the 

arts to enhance creativity (Tan, 2020). One 

notable initiative is the Design Thinking for 

Education program, in which students address 

real-world challenges through collaborative and 

interdisciplinary approaches. As Tan (2020) 

notes, this integration has positioned 

Singaporean graduates as highly adaptable and 

innovative professionals in the global work force. 

In the United States, STEAM education has 

been championed by organizations such as the 

Rhode Island School of Design (RISD), which 

emphasizes the synergy between analytical and 

creative thinking. According to Quigley and 

Herro (2016), STEAM initiatives in U.S. schools 

have positively impacted student engagement, 

academic performance, and readiness for STEM-

related careers. An example is the incorporation 

of music and coding in computer science classes, 

which enables students to design algorithms that 

compose melodies, effectively merging logic 

with artistry. 

Despite regional differences, a global 

consensus on the value of STEAM in equipping 

students with diverse skill sets. Root-Bernstein et 

al. (2013) further support this notion, arguing that 

many groundbreaking innovations result from 

the convergence of scientific rigor and artistic 

imagination. Historical figures such as Leonardo 

da Vinci, who seamlessly blended art and science, 

exemplified the enduring relevance of this 

interdisciplinary approach. 

1.2.2. The Role of Arts in Complementing 

STEM Disciplines 

The transition from STEM to STEAM 

education has highlighted the critical role of the 

arts in fostering innovation, creativity, and 

emotional intelligence. Traditionally viewed as 

separate domains, arts and STEM are now 

recognized as complementary, with each 

enhancing the other’s potential (Root-Bernstein 

et al., 2013). The arts provide a medium for self-

expression and exploration, enabling students to 

visualize complex concepts and approach 

problems from diverse perspectives. 
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In engineering education, for example, 

integrating visual arts and design has been shown 

to enhance students' spatial reasoning and 

creativity. Bequette (2012) studied engineering 

students who participated in design-based 

projects, such as constructing models of 

sustainable buildings. The results revealed that 

these students demonstrated greater innovation 

and collaboration skills than those in traditional 

STEM programmes. Similarly, in computer 

science, the use of narrative structures and 

storytelling has improved students’ ability to 

explain algorithms and develop user-friendly 

software interfaces (Norris et al., 2005). 

In the natural sciences, arts-based methods 

have been employed to deepen students’ 

understanding of abstract concepts. Henriksen et 

al. (2015) described a physics course in which 

students illustrated the principles of motion and 

energy through digital animation. This approach 

not only enhanced their comprehension but also 

encouraged them to communicate scientific ideas 

effectively to non-specialist audiences. 

The arts also play a pivotal role in 

developing soft skills, such as empathy, 

communication, and teamwork. These qualities 

are increasingly valued in industries that require 

multidisciplinary collaborations. For instance 

Henriksen et al. (2015) found that students 

engaged in STEAM projects reported improved 

interpersonal skills and a stronger sense of 

community within their teams. This aligns with 

the broader educational goals of preparing 

students not only for employment but for 

meaningful contributions to society. 

Critics of STEAM integration often argue 

that blending arts with STEM may dilute the 

rigor of technical disciplines. However, 

proponents argue that the arts enhance cognitive 

flexibility, allowing students to approach 

technical challenges more creatively. Yakman 

(2008) posits that the arts do not compete with 

STEM disciplines but rather enrich them, 

creating a more balanced and adaptive learning 

experience. As industries increasingly value 

innovation over rote technical skills, the role of 

art in education has become indispensable. 

1.2.3. Current Status of Higher Education in 

Vietnam and Its Compatibility with STEAM 

Principles 

Vietnam’s higher-education system is 

characterized by an emphasis on traditional, 

theory-based teaching methods. While this 

approach has produced technically proficient 

graduates, it has been criticized for its lack of 

focus on practical skills and critical thinking 

(Nguyen, 2019). The adoption of STEAM 

education in Vietnam presents an opportunity to 

address these gaps, but it also faces unique 

challenges. 

A key challenge is the limited resources 

available to universities. According to Do and 

Phan (2020), many Vietnamese institutions lack 

the infrastructure, funding, and technological 

tools necessary for implementing STEAM. For 

example, laboratories and makerspaces that 

facilitate hands-on learning are rare, particularly 

in rural areas. Additionally, integrating the arts 

into STEM curricula requires significant 

investments in faculty training and curriculum 

development. 

Cultural attitudes also shape the adoption of 

STEAM principles. Traditionally, Vietnamese 

education has prioritized academic excellence 

and rote learning, with less emphasis on 

creativity and exploration (Nguyen, 2019). This 

cultural context poses a barrier to 

interdisciplinary approaches, that require 

flexibility and openness to experimentation. 

Despite these challenges, there are 

promising developments. Pilot programs at 
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leading universities, such as Vietnam National 

University (VNU), have demonstrated the 

potential of STEAM education. Tran (2021) 

described a STEAM initiative at VNU where 

students collaborated on a project to design 

sustainable urban spaces, incorporating 

principles from engineering, environmental 

science, and visual arts. The project not only 

improved students’ technical skills but also 

fostered creativity and teamwork. 

Policy reforms by the Ministry of Education 

and Training (MOET) have paved the way for 

STEAM integration. Recent directives have 

emphasized the importance of aligning 

Vietnamese curricula with global standards, 

encouraging universities to adopt 

interdisciplinary approaches (Nguyen, 2023). 

International collaborations, such as partnerships 

with U.S. and European universities, have also 

facilitated the exchange of best practices in 

STEAM education. 

While the compatibility of Vietnamese 

higher education with STEAM principles is still 

evolving, these initiatives indicate a growing 

recognition of their its benefits. Addressing 

systemic barriers, such as resource constraints 

and cultural resistance, is crucial for ensuring the 

sustainable adoption of STEAM in Vietnam.  

This review highlights the global success of 

STEAM education in enhancing creativity, 

critical thinking, and employability. The 

integration of arts into STEM disciplines has 

proven to be a transformative approach, bridging 

technical expertise with emotional intelligence. 

In Vietnam, although challenges such as resource 

limitations and cultural attitudes persist, pilot 

programs and policy reforms signal a positive 

trajectory. By addressing these barriers, 

Vietnamese universities can leverage STEAM to 

prepare students for dynamic and interconnected 

worlds.  

Vietnamese academic culture, shaped by 

Confucian traditions and a high-stakes exam-

oriented mindset, often discourages 

experimentation and interdisciplinary risk taking. 

Educators may be reluctant to diverge from 

established pedagogical norms, while 

institutional budget structures tend to favor 

conventional, discipline-based programmes. 

These cultural and structural factors significantly 

impact the pace and feasibility of STEAM 

adoption. 

 

Figure 1: Foundations of Educational Theories and 

Frameworks 

2. METHODOLOGY 

2.1. Participants 

This study involved 300 participants, 

carefully selected to represent diverse 

perspectives within the context of higher 

education in Vietnam. Among these participants, 

200 were students and 100 were faculty members, 

ensuring that both learner and educator 

viewpoints were well represented. The three 

universities involved in the study were: a public 

university (Hanoi University of Science and 

Technology – Hanoi), a private university (Hoa 

Sen University – Ho Chi Minh City), and an 

international university (FPT University – Ho 

Chi Minh City). At the time of the research, none 

of these institutions had fully implemented 
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STEAM curricula; however, all were in 

exploratory or pilot phases related to 

interdisciplinary education. 

 These institutions included one public 

university, one private university, and one 

international university, capturing a broad 

spectrum of academic structures, resources, and 

cultures. 

The recruitment process adopted a stratified 

random sampling method, which helped ensure 

balanced representation across the faculties and 

departments within these institutions. 

Stratification was based on factors such as 

academic discipline, level of study (for students), 

and teaching experience (for faculty). This 

approach ensured that the data reflected a wide 

range of fields, from science and engineering to 

arts and humanities, aligning with the 

interdisciplinary nature of STEAM education. 

The use of stratified sampling also minimized 

biases and improved the generalizability of the 

findings to other universities in similar contexts. 

generalizability. For students, eligibility 

required current enrollment in one of the selected 

universities, spanning undergraduate and 

graduate levels. Faculty participants, on the other 

hand, were required to be actively teaching or 

conducting research at the respective universities. 

Both groups voluntarily agreed to participate in 

the study, and informed consent was obtained 

prior to data collection. The voluntary nature of 

participation ensured ethical adherence and 

protection of participants' rights, in accordance 

with research guidelines. 

The student participants ranged in age from 

18 to 23, with most being undergraduate students, 

with a nearly equal representation of male and 

female individuals. Their academic backgrounds 

spanned various disciplines, reflecting the 

diversity of programs offered by their 

universities. This variety allowed the study to 

capture different perspectives on STEAM 

integration from students specializing in science, 

technology, engineering, arts, and mathematics. 

The faculty participants, aged between 30 and 55 

years, included professors, lecturers, and 

teaching assistants with varying levels of 

experience. Their roles in curriculum 

development and implementation provided 

valuable insights into the feasibility and 

challenges of adopting STEAM education. 

The choice of three distinct universities 

further enriched the study's scope. Public 

universities represent the traditional higher-

education model in Vietnam, characterized by a 

focus on theoretical knowledge and standardized 

curricula. The private university, on the other 

hand, offered insights into more flexible and 

innovative teaching practices, often influenced 

by market-driven demand. Finally, the 

international university contributed a global 

perspective, incorporating teaching 

methodologies and curricular designs aligned 

with international standards. This institutional 

diversity provides a comprehensive backdrop for 

analyzing STEAM implementation within 

Vietnam's higher education system. 

In summary, the careful selection of 300 

participants ensured that this study captured a 

holistic and nuanced understanding of the 

opportunities and challenges associated with 

integrating STEAM into Vietnamese university 

curricula. By incorporating perspectives from 

both students and faculty across diverse 

academic settings, this study aimed to provide 

actionable insights for educators, policymakers, 

and institutions striving to enhance 

interdisciplinary learning and innovation. 

2.2. Data Collection 

The data collection process incorporated 

mixed methods to provide a comprehensive 

understanding of the integration of STEAM into 
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university curricula. Three approaches were 

employed: Surveys: Structured questionnaires 

were developed to assess participants' attitudes, 

readiness, and perceived benefits of STEAM 

integration. The survey items included Likert 

scale questions ranging from “Strongly Disagree” 

(1) to “Strongly Agree” (5). The surveys also 

collected demographic data, such as age, gender, 

educational level, and field of study or teaching. 

Interviews: Semi-structured interviews were 

conducted with 20 faculty members and 20 

students to gather qualitative insights into their 

experiences and challenges of interdisciplinary 

learning. The interview questions were designed 

to explore perceptions of STEAM education and 

its applicability in the Vietnamese context. 

Curriculum Review: Existing curricula from the 

three universities were analyzed to identify 

interdisciplinary elements and opportunities for 

integrating STEAM principles. The syllabus, 

course descriptions, and teaching methodologies 

were examined. 

2.3. Analysis 

The collected data were analyzed using both 

quantitative and qualitative methods, leveraging 

SPSS for statistical analysis: Quantitative 

Analysis (SPSS): The survey data were entered 

into SPSS (version 27) for descriptive and 

inferential statistical analysis. Descriptive 

Statistics: Frequency distributions, means, and 

standard deviations were calculated to 

summarize participants' responses. Inferential 

Statistics: A t-test was employed to compare the 

attitudes towards STEAM integration between 

students and faculty members. A Chi-square test 

was used to evaluate associations between 

demographic variables (e.g., age, field of study) 

and perceptions of STEAM. A correlation 

analysis was conducted to examine the 

relationship between readiness levels and 

perceived benefits of STEAM education. 

Qualitative Analysis: Interview transcripts were 

coded thematically using N-Vivo software. 

Emergent themes included perceptions of 

creativity, challenges in implementation, and 

interdisciplinary opportunities. The curriculum 

review findings were organized into categories, 

highlighting areas of alignment and gaps in 

existing programs. 

By employing a mixed-methods approach 

and analyzing quantitative data with SPSS, this 

study ensured a robust examination of the 

feasibility, benefits, and challenges of integrating 

STEAM into Vietnamese university curricula. 

The integration of statistical and thematic 

analyses provides depth and breadth to the 

findings, offering actionable insights for 

educators and policymakers. 

3. FINDINGS AND DISCUSSION 

3.1. Findings and results 

The collected data were analyzed using 

SPSS (Statistical Package for the Social 

Sciences), which provided robust statistical 

interpretations for both descriptive and 

inferential analyses. The results aimed to 

evaluate the attitudes, readiness, and perceptions 

of students, faculty, and employers regarding 

STEAM integration, while also identifying 

correlations and group differences. 

3.1.1. Quantitative Analysis of Survey Data 

The survey responses were processed to 

reveal trends and distributions across various 

variables. Students’ Attitudes: Out of the 200 

students surveyed, 72% agreed that STEAM 

integration would improve their critical thinking 

skills, indicating a positive reception of 

interdisciplinary education. The mean response 

for this item was 4.32 (SD = 0.84) on a 5-point 

Likert scale, indicating a strong alignment 

toward agreement. Faculty Members’ Interest: 

Among the 100 faculty members surveyed, 65% 

expressed interest in adopting STEAM principles 
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but identified resource limitations as a major 

obstacle. The mean score for interest level was 

3.78 (SD = 0.92), reflecting moderate enthusiasm 

tempered by logistical concerns. Employers’ 

Perspectives: From employer feedback, 80% 

strongly supported interdisciplinary learning, 

particularly citing its relevance to employability 

in fields like technology and design. The mean 

rating for perceived importance was 4.75 (SD = 

0.67), emphasizing high consensus on the 

benefits of STEAM. 

Inferential analysis was used to identify 

significant relationships and differences between 

groups. Correlation Analysis: A Pearson 

correlation revealed a moderate positive 

relationship (r = 0.45, p < 0.01) between students’ 

readiness for STEAM courses and their 

perceived benefits. This suggests that students 

who believe in STEAM’s advantages are more 

likely to feel prepared for its adoption. T-Test: A 

t-test comparing students’ and faculty members’ 

perceptions of STEAM showed a significant 

difference (t = 3.87, p = 0.002), with students 

rating its benefits higher than faculty members. 

This indicates a discrepancy between learner 

enthusiasm and educator hesitations. Chi-Square 

Test: The association between demographic 

factors (age, academic background) and attitudes 

toward STEAM was assessed using a Chi-square 

test. The results showed no significant 

association (χ² = 5.42, p = 0.15), indicating that 

attitudes were consistent across diverse 

demographic groups. 

3.1.2. Qualitative insights from interviews and 

curriculum reviews 

Qualitative data, analyzed using thematic 

coding, revealed recurring themes that aligned 

with the quantitative findings. Creativity and 

Engagement: Students and faculty highlighted 

STEAM as a tool to enhance creativity and 

engagement in learning. One student noted, 

“STEAM activities are not just about science or 

math—they push us to think outside the box and 

collaborate”. Challenges of Implementation: 

Faculty members repeatedly mentioned resource 

limitations, including funding shortages and lack 

of technological tools, as barriers to STEAM 

adoption. Interdisciplinary Opportunities: Both 

groups emphasized the potential of STEAM to 

foster collaboration across departments, breaking 

down silos that traditionally isolate academic 

disciplines. 

The curriculum review identified the 

absence of project-based learning and arts 

integration in current programs. While STEM 

subjects are well established, courses lack the 

flexibility and innovation needed to incorporate 

creativity-driven approaches. For example, 

engineering syllabi focus heavily on technical 

skills but seldom include design thinking 

exercises. 

Compaative Analysis of Case Studies 

The integration of STEAM (Science, 

Technology, Engineering, Arts, and 

Mathematics) into Vietnamese university 

curricula has shown promising results, as 

evidenced by pilot programs conducted across 

three universities. Each case study illustrates 

practical strategies for implementation, 

highlights successes, and identifies challenges 

that must be addressed to ensure sustainability 

and scalability. 

Case 1: Public University 

In the first case, a public university 

implemented a STEAM-based project focused 

on designing sustainable urban spaces. Students 

worked collaboratively, combining their 

knowledge of diverse disciplines to create 

innovative solutions for urban planning. The 

project fosteres creativity and teamwork, 
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emphasizing hands-on learning and 

interdisciplinary problem-solving. By engaging 

with real-world challenges, students can develop 

critical thinking skills and apply theoretical 

knowledge in a practical context. 

However, this initiative faces significant 

obstacles. Limited funding emerged as a major 

constraint, restricting access to advanced tools, 

materials, and resources necessary for effective 

implementation. Additionally, resistance from 

traditional academic departments posed a barrier, 

as some faculty members and administrators 

were hesitant to deviate from conventional, solo 

teaching methods. Despite these challenges, the 

program's success in enhancing students' 

problem-solving skills underscores the potential 

of STEAM as a transformative educational 

model. To build on these achievements, 

universities must prioritize securing additional 

funding and fostering a culture of collaboration 

among departments. 

Case 2: Priate University 

The second case focuses on a private 

university that adopted a more flexible approach 

to STEAM integration by incorporating its 

principles into existing courses. For example, 

students were tasked with developing 

applications using digital storytelling techniques. 

This approach allowed them to blend technical 

expertise with artistic creativity, producing 

innovative digital solutions and enhancing their 

communication skills. 

Although this method proved effective in 

engaging students and promoting 

interdisciplinary learning, scalability emerged as 

a significant challenge. Resource constraints, 

including limited access to technology and 

financial support, hinder the expansion of 

STEAM initiatives to a broader range of courses 

and programs. To address this issue, universities 

must invest in infrastructure and seek external 

partnerships with industry and government 

organizations to support their STEAM initiatives. 

This can ensure that the benefits of STEAM 

education are accessible to a larger cohort of 

students. 

Case 3: International University 

The third case examines an international 

university that established an innovation lab to 

spearhead STEAM education. This lab provides 

students with opportunities to participate in 

interdisciplinary projects, such as creating 

interactive exhibits that visualize complex 

scientific concepts. By combining technological 

tools with artistic expression, the program 

demonstrated how STEAM can transform 

traditional educational approaches into dynamic, 

engaging experiences that promote deep learning. 

The success of this program is largely 

attributed to the university's substantial resources 

and commitment to faculty training. Educators 

receive specialized training to effectively deliver 

interdisciplinary courses and facilitate 

collaborative projects. However, these 

advantages also highlight disparities between 

well-funded institutions and those with limited 

resources. The reliance on extensive funding and 

faculty training raises questions about the 

feasibility of replicating such programs in 

resource-constrained environments. To bridge 

this gap, universities must advocate policies that 

allocate funding for STEAM initiatives and 

create networks for sharing best practices among 

institutions. 

Challenges of STEAM Integration  

Despite the promising results of these case 

studies, the integration of STEAM into 

Vietnamese university curricula faces several 

systemic challenges that must be addressed to 

ensure successful adoption. Resource 

Constraints: Limited funding and infrastructure 
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represent significant barriers to STEAM 

implementation, particularly in public 

universities. Access to state-of-the-art 

laboratories, technological tools, and materials is 

essential for delivering effective STEAM 

programs, yet many institutions lack the financial 

means to procure these resources. Moreover, 

budgetary constraints often limit the availability 

of scholarships and incentives for students to 

participate in STEAM-related activities. Faculty 

Development: One of the critical components of 

successful STEAM integration is the 

preparedness of educators to deliver 

interdisciplinary courses. Many faculty members 

are accustomed to traditional, discipline-specific 

teaching methods and may lack the training or 

experience required to adopt STEAM 

approaches. Professional development programs 

are essential to equip educators with the skills 

and knowledge needed to design and implement 

STEAM curricula effectively. Institutional 

Resistance:  Academic silos and cultural attitudes 

favoring theoretical knowledge over practical 

applications pose significant barriers to STEAM 

adoption. Resistance from faculty members, 

administrators, and policymakers can hinder 

efforts to implement interdisciplinary learning. 

Changing these mindsets requires a concerted 

effort to demonstrate the value of STEAM 

education through evidence-based outcomes and 

success stories. 

Benefits of STEAM Education 

Integrating STEAM principles into 

Vietnamese university curricula offers numerous 

benefits, transforming education and preparing 

students for the demands of a rapidly evolving 

global job market. Creativity and Innovation: By 

incorporating the arts into STEM disciplines, 

STEAM fosters a creative approach to learning 

that encourages students to think outside the box. 

This emphasis on creativity equips students with 

the ability to generate innovative solutions to 

complex problems, a skill highly valued in 

industries ranging from technology to design. 

Critical Thinking and Problem-Solving: 

STEAM’s interdisciplinary nature encourages 

analytical thinking, enabling students to draw 

connections between seemingly disparate fields. 

This approach not only enhances their ability to 

address multifaceted challenges but also 

cultivates adaptability and resilience in the face 

of uncertainties. Employability STEAM-trained 

graduates possess a versatile skill set that 

includes technical expertise, creative thinking, 

and collaborative abilities. These attributes make 

them highly competitive in dynamic professional 

environments, where employers increasingly 

seek individuals who can navigate complexities 

and drive innovation. Collaborative Learning:  

STEAM promotes teamwork and 

communication by requiring students to 

collaborate across disciplines. This experience 

prepares them for roles that demand 

multidisciplinary collaboration, fostering a 

culture of mutual respect and understanding 

among peers from diverse backgrounds. 

The comparative analysis of case studies and 

the identification of challenges and benefits 

demonstrate that STEAM integration has the 

potential to revolutionize education in 

Vietnamese universities. However, realizing this 

potential requires coordinated efforts from 

policymakers, educators, and institutions. 

Policy-Level Recommendations: Governments 

and policymakers must prioritize STEAM 

education by increasing funding and providing 

financial incentives for universities to adopt its 

principles. This includes allocating resources for 

infrastructure development, faculty training, and 

student-support programs. Additionally, national 

education policies should emphasize the 

importance of interdisciplinary learning and 

promote STEAM as a critical component of 

higher-education. Institution-Level 
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Recommendations: Universities should invest in 

the development of interdisciplinary courses that 

bridge STEM and the arts, fostering 

collaboration among departments. Establishing 

innovation labs, like the one at the international 

university, can provide a model for other 

institutions to follow. Furthermore, partnerships 

with industry and government organizations can 

help secure funding and create opportunities for 

students to apply their knowledge in real-world 

settings. Classroom-Level Recommendations: 

Educators should incorporate project-based 

learning and technology integration into their 

teaching practices to engage students actively. 

Professional development programs and 

workshops can help faculty members transition 

to STEAM-based approaches, ensuring that they 

are well-equipped to guide students through 

interdisciplinary projects. By addressing these 

challenges and implementing the 

recommendations outlined above, Vietnam’s 

universities can position themselves as leaders in 

STEAM education, equipping students with the 

skills and knowledge needed to thrive in an 

interconnected, innovation-driven world. 

Ultimately, the integration of STEAM into 

university curricula represents a critical step 

toward achieving comprehensive education and 

empowering future generations to shape a better 

future. 

Discussions based on descriptive statistics 

table 

Table 1: Descriptive Statistics of Survey Correlation 

Analysis 

Group Mean 
Standard 

Deviation 

% Agreement 

(Strongly 

Agree/Agree) 

Students 

(Critical 

Thinking) 

4.32 0.84 72% 

Faculty 

(Interest) 
3.78 0.92 65% 

Employers 

(STEAM 

Relevance) 

4.75 0.67 80% 

Table 2: Correlation Between Students' Readiness 

and Perceived Benefits of STEAM Independent T-

Test 

Variables 
Correlation 

Coefficient (r) 

Significance 

(p) 

Readiness ↔ 

Benefits 
0.45 < 0.01 

Table 3: Comparison of Perceptions of STEAM 

Benefits Between Students and Faculty Members 

Group Mean 
Standard 

Deviation 

t-

Value 

Signific

ance (p) 

Students 4.32 0.84 3.87 0.002 

Faculty 3.78 0.92   

Table 4: Association Between Demographic Factors 

and Attitudes Toward STEAM Integration 

Chi-Square Test 

Demographic 

Factor 

χ² (Chi-

Square) 

Degrees of 

Freedom 

(df) 

Significance 

(p) 

Age ↔ 

Attitude 
5.42 3 0.15 

CONCLUSION 

To effectively implement STEAM education 

in Vietnam, several core issues must be 

addressed. First, there is an urgent need for 

policy-level clarity and national guidelines to 

standardize interdisciplinary education 

frameworks across universities. Second, 

investment in faculty development programs is 

crucial to enhance educators' capacity in 
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delivering STEAM-based curricula. Third, 

institutional incentives should be established to 

encourage collaboration between departments, 

bridging the gap between STEM and the arts. 

Finally, increasing public awareness and shifting 

cultural perceptions toward inter disciplinary 

learning will be key to fostering long-term 

acceptance and engagement. Without addressing 

these foundational aspects, STEAM integration 

risks being fragmented and unsustainable. 
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THÔNG TIN CHUNG TÓM TẮT 

Ngày nhận bài: 27/04/2025 Nghiên cứu này khám phá việc tích hợp STEAM (Khoa học, 

Công nghệ, Kỹ thuật, Nghệ thuật và Toán học) vào chương trình 

giảng dạy tại các trường đại học ở Việt Nam, đồng thời đánh giá 

tác động của nó đối với sự phát triển của sinh viên và sự phù hợp 

với những tiến bộ giáo dục toàn cầu. Sử dụng phương pháp hỗn 

hợp, nghiên cứu bao gồm các khảo sát định lượng với 300 sinh 

viên và giảng viên từ ba trường đại học tiêu biểu, phân tích bằng 

phần mềm SPSS để đảm bảo độ chính xác thống kê. Bên cạnh 

đó, các phân tích trường hợp định tính cung cấp chiều sâu ngữ 

cảnh. Các phát hiện cho thấy STEAM thúc đẩy các phương pháp 

liên ngành nhằm nâng cao tính sáng tạo, tư duy phản biện và kỹ 

năng giải quyết vấn đề, giúp sinh viên chuẩn bị tốt hơn cho sự 

nghiệp hiện đại. Phân tích thống kê bằng SPSS chỉ ra các mối 

tương quan đáng kể: 72% sinh viên được khảo sát báo cáo sự cải 

thiện trong tư duy đổi mới thông qua các khóa học STEAM, trong 

khi 65% giảng viên thể hiện sự nhiệt tình kèm theo những thách 

thức như hạn chế về nguồn lực và sự phản đối từ các tổ chức. 

Hơn nữa, 80% nhà tuyển dụng công nhận tính linh hoạt của các 

sinh viên tốt nghiệp được đào tạo theo STEAM trong thị trường 

việc làm toàn cầu cạnh tranh. Các nghiên cứu trường hợp so sánh 

nhấn mạnh các chương trình thử nghiệm STEAM thành công, 

thúc đẩy sự hợp tác giữa các môn học STEM truyền thống và 

nghệ thuật, mang lại những lợi ích học thuật và nghề nghiệp có 

thể đo lường được. Mặc dù kết quả đầy hứa hẹn, nghiên cứu nhấn 

mạnh các rào cản đáng kể bao gồm hạn chế tài chính, đào tạo 

giảng viên không đủ, và sự thiếu quen thuộc về văn hóa với học 

tập liên ngành. Giải quyết những thách thức này đòi hỏi các 

khoản đầu tư chiến lược, cải cách chính sách và sự hợp tác giữa 

các bên liên quan để đảm bảo việc triển khai bền vững. Cuối 

cùng, bài báo này nhấn mạnh vai trò của STEAM như một mô 

hình giáo dục mang tính đột phá tại các trường đại học Việt Nam, 

giúp sinh viên vượt trội trong một thế giới ngày càng kết nối và 

định hướng bởi sự đổi mới. 
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