S NA Y RH N
,C S Rl
L A S I

< 3B - %aé Ubb(
BRELH. XKkz2< %

(t\\il ﬂ?
o A T

FEIDREIL (.
Bo7-b50fE%H<,

[BAEBS 2] 1)
2UHECESD

[E2B2TVWBAEAS 7] ERBRAERDTVCHT, RHTHORORK
REGTHEC ZOEQATHECRARVEREEIR[Y 2T L2 FOHE]
ICBzMAG. AEZIEALS ET2BEI FRET.

AV AT, BRAROEQICH2ZAR T Y ZIVEMTHC T —4%
RE. BIERAAVESNA B4 4B LML) THREERE T, EEL
BECHULTEAEAZORALI SOV Y 7 ABANT. BSDT7ATT7 %
BEHMICHBELTVEET,

EBAFr—oTRARVERICVEAD G, Hla% [E50] TRHLLT.
KEAOH (7O T4 7)) N—HBAH L MRE[FHARMEEZE YD) E TR
[CID2Z&TY, RITHBORICHRELZRBE T 2HHORERD . KK%E)
DIRCBIREFRECBENEBAE T,

FEHEB0 [HRE?2]TES>0LT?]
&V S RAMREER & KEDIC.
ME.-F//09—--T2I=ZFYT -
T -BEORREEAEDEE
STEAM $ ZU'T. /;,

RRICOBHFDNEBTET. @ Create

A Together

- —_ - o | "Learning Through Play" LOdettAAYIICT 2 [HECEBLAZY] CER5>OBBOABRMI» SV ET,
"0)77Z—C- A ij | g g y STEAM CoreLab TR Z DBifl#ERB & T, FLHLBORKRERLET,

3 C Meaningful Joyful - Actively Engaging Q Iterative Q?Socially Interactive
Y BR0H 30 BEUDH B K8 EREY A R TR EE] ST R0 &S g(\ﬁ%a%m

BERAZVES (T
F—F—42%) 28504
CEECH TV HDERY
D2UHTRABZET. HR%E
EFIMELTESBEL [BE
AERNEEA] & [FHLw
RiuUT#a&&HTHME] 2F
2ET,

HROBETAFT7HIRIC >
ELER. [SHBAEDE
3hBHN?] VS BERR
HPFRADRER(CED > B
FMOFEA %8 U, [HE9E
REAAHLZD] & [#LH
LA Z DR VIERICRUA
CEHE] 2F4#%7,

[AENLBEZES> BT
VWaBH] [BIOAEL,SE A
ZHEAVH]ERVERD.
HHROKZERLTFLEE
ghLEIB LT, [BR
HMEREvS1 o F] & [ER
DERVEVICEERVEDTS
4278] 2aF2ET,

[BokEY IC8LARV] TS
FCLhnV] BEs [k
AR77O—-F%EdE ]
EIRA. WERNTA—2%
AELEATRRERY BT
ZeT. [REgEMAE7I7Oo—
Fl & [RRICBEFRHHB
EZh] 2F#ET.

LIexFas—va yoERREEEL LT, F&

BALERALB3[HODRA]
RIBAF EFEOMRETAF
TrRALY. ZAMNCHERE
ROT—2DERREFIVIC
REILHLT. [BHE
fHfEE % 2 Ah 2 Fekik]
& [#ir-MaER ) BT
Helnl 2F2%T,

IMAGE

Co. Ltd.

&0 [RED] & [RBIEH] 2FT STEAM F
ZEMEZBLT. RREESDIFLELEB IR
DELEZBUITVET,

educalion

Reseller

STEAM Core Lab

Learning Program

Creative Learning Company




F—LTHRLGHROBR « B% - £5% - 5HAIC 7T U XLAQGRPERGCHIE, 7—5 OFE

- WU/ V551 REHTT, D, TR A& 1-CSOBRE. BERE TR LUHE
g %‘”} — %@;ﬁéﬁ&&g}ﬂﬁmﬁp\?\ PO R R ar, SLET, %@gl;o&b<67—“7_- 70753
‘,% . RBERLES, MNFEPAHTEBELTRCRRLE \; e VUPAIYFI O —OREERBL. HITHROR

€8 T R e R B E RN DRENEE T e T maEE, EREROHEAEELRRTECL
e 5. ZULTF—ATREBE BT BELBIHER T, TS5 5Ky 4 LS B KEN G HE

HEBNET, BENEHERANEEHET,

FREI36EZaTHE - REPICH T, 25 (£720]) 2B LT, BREMLGHRRZELX T, AIHITIILEGO® Education Science
ERA L CTHRKEDER - TR2HUF 21 SLAICRYBEAGEND, HENLCRZOEEDCEELRATIEENEEH. &
HATIILEGO® Education Computer Science & AIZfER L CTEMLEENEEZER T2 0 ANERBEO T L—LEB LR -
T0USI079ERBREEN, EEEHICHIABEEZEVEIESELRTOC I PAUFaSAICHKELET,

1 1
2 2
3 3
wE 4 4
&2 5 RiEL 5
K& 6 HHER 6
7 7
8 8
BIHEA 9 AIEA 9
Science 10 Science 10
1 1
12 12
13 s 13
£ 14 HPED
15 - 15
16 16
17 17
18 18
L =
N=¥eT oy, 21
JoTzs b
2 22
23 23
- &4
7 24 24
25 25
Jovzy b
®E o NPT
% HA 27 % HA 27
CS&Al w2 CS&Al s |28
29 29
30 30
31 , 31
Cx— Favzs b
A T=3 g 7
33 _ 33
Als5—%
7oz b 34 7 34
35 . 35
ro S AP J b
ooz b % o 36

BB G WFIEEE] 2, BEREORy FOBELKUDIFZILT, B

Meaningful o _ 7
50— MRl &ZBA . [RMEL D RFLZRTIEEN] 28T,
Joyful BATCLOBATEEEMEICL > THEEORy MYEREY ICEE LICBEOFIG

AEBU, [EMCHIEEZEN G TMIRE] 2EET B,

Actively [EABZREDOHRAEHLENREN | ZREFED, LN—RELOD v I OHEAIL
Engaging T[CFELEETIICEMNT LT, BEMG MR« WEANDREE] (RET 5,
EXLEVEEGLRENGT -5 LIBZ, EHAHHOEREAREBLRYIET

BEEXHEZRWT OIS L% EAH, HREIE

It ti
B L TIRE DAy b A SR, BEYE CANE i MREMLT Ny TOER] & HUBNKES] FEHET.
BEIEHNSHMATHET, 70553 V08 Socially F—ATORME - HMEEBL, SHEELLICC WEHEHH - TUBDEBZET,
HEEESUET, Interactive  [{RHLICES < $EEN | [EHAETOU x4 FERTTIRAN] EHAHET,

HHvCHEMOAabER-

I M A G E © IMAGE Co., Ltd. All rights reserved. . —
LEGO, the LEGO logo, and the educotlonw o= -2

- Email: info@image-n.co.jp
Eokilttid: Minifigure are trademarks of the TEL:03-6417-1905
LEGO Group. Used with permission. Reseller

g Company  ©2026 The LEGO Group. https://www.image-n.co.jp/




	1pager_Frontier.pdf
	使用教材
	45622　LEGO® Education Science 11+
	45522　LEGO® Education Computer Science & AI 11+
	アルゴリズムの応用や複雑な制御、データの利活用といったCSの概念を、協働探究で深く学び落とします。実社会につながるテーマ・プログラミングやAIリテラシーの探究を通じ、試行錯誤や検証を推進。先端技術の仕組みを自ら発見することで、ブラックボックス化させない本質的な論理的思考力と問題解決力を育みます。


	年間カリキュラム
	年間36回を前期・後期に分け、2年間（全72回）を通して、総合的な成長を促します。前期ではLEGO® Education Scienceを使用して世界水準の理科・工学カリキュラムに取り組みながら、抽象的な現象の真理や構造を解明する思考力を育み、後期ではLEGO® Education Computer Science & AIを使用して複雑な動作を実現するロジカルな思考のフレームを自ら設計・プログラミングする経験を重ね、仲間とともに新たな価値を作り出す高度なプロジェクトカリキュラムに挑戦します。
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