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SUBJECT SCIENCE, TECHNOLOGY, ENGINEERING, ARTS, MATH [STEAM] REPORT

PURPOSE
For information. No recommendation required.
BACKGROUND

The Board is charged with the responsibility of providing, for its students and their parents, an education
system organized and operated in the students’ best interests. It exercises this responsibility through setting of
local educational policy and the wise use of resources.

REPORT SUMMARY

“STEAM” is a commonly understood acronym for Science, Technology, Engineering, Arts, and Math. Within the
Alberta Programs of Study, the province provides for opportunities for students to explore Career and
Technology Foundations, in advance of high school Career and Technology Studies. STEAM Projects enable
students an opportunity to extend their learning through challenges that are aligned to career skills, including:
business skills, communication skills, human services, resources and technology. This STEAM Report provides
an overview of projects and skills in alignment to provincial outcomes.

Administration would be pleased to respond to any questions.
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Scott Johnston, Associate Superintendent, Education and System Services
Resources: Kathy Mann, Division Principal, Indigenous Education and Numeracy

Our Students Possess the confidence, resilience, insight and skills required to thrive in, and positively impact, the world.

Background

This year, Parkland School Division shifted the Education Technology Facilitation focus to Science, Technology,
Engineering, Arts and Mathematics (STEAM). This focus aligns with PSD’s commitment to developing resilience and
the related necessity of confidence in the ability to problem solve. This focus also relates to the tag line “Where the
World Opens Up” as there continues to be an emphasis and marketability of skill sets in this area. The new draft of
the Alberta Curriculum includes Computer Science as an explicit Organizing Idea where “Problem solving and
scientific inquiry are developed through the knowledgeable application of creativity, design and computational
thinking”.

STEAM Projects support the Career and Technology Foundations [CTF] Program of Studies. The CTF program enables
students to explore their interests as they learn about various career possibilities and occupational areas.

Alberta Education Learning Outcomes
CTF is exploring interests, passions and skills while making personal connections to career possibilities.

e | explore my interests and passions while making personal connections to career possibilities.
e | use occupational area skills, knowledge and technologies.
e | follow safety requirements associated with occupational areas and related technologies.

e | demonstrate environmental stewardship associated with occupational areas.
CTF is planning, creating, appraising and communicating in response to challenges.

e |planinresponse to challenges.

e | make decisions in response to challenges.

e | adaptto change and unexpected events.

e |solve problems in response to challenges.

e | create products, performances or services in response to challenges.

e | appraise the skills, knowledge and technologies used to respond to challenges.
e | communicate my learning.

CTF is working independently and with others while exploring careers and technology.

e | determine how my actions affect learning.
e | develop skills that support effective relationships.
e | collaborate to achieve common goals.

The CTF curriculum provides for occupational learning experiences in alignment with the Career and Technology
Studies (CTS) courses available for high school students. CTF is not a prerequisite for CTS high school courses.
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Learning that is foundational to careers and technologies, promotes the development of literacy, numeracy and
other competencies, while exploring a occupational areas in five clusters:

Business,
Communication,
Human Services,
Resources, and
Technology.
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CTF challenges are intended to integrate at
least two occupational areas. The
opportunities, presented as challenges,
enable students to experience the
interconnectedness of skills, knowledge and
technologies within a variety of occupational
areas.

Students engaging in CTF challenges or
tasks, alternate between the processes of
planning, creating, appraising and
communicating in non-linear manner.

STEAM Projects

Project work in the area of STEAM provides many benefits to students. Steam projects often involve guided inquiry
where students learn how to ask thoughtful questions, uncover new ideas, build upon background knowledge and
apply what they have learned. Many STEAM projects involve teamwork and thoughtful dialogue in which students
converse and exchange ideas while problem solving. Students learn how to determine responsibilities, engage in
compromise, listen and encourage others.

Through STEAM projects, students learn how to help each other, and figure out how to use their various strengths
and competencies to create/complete projects. Cross-curricular projects engage different parts of students’ brains
so they see the activity/project through different lenses (focusing on details while also learning to see the bigger
picture). Students must solve in more creative, non-linear ways (not formulaic). They involve hands-on learning
experiences (ie. building and fixing) and there is the encouragement of girls to explore STEAM fields.

STEAM projects show students how varied the arts are, and how they are integral to products that involve
engineering, technology and mathematics. Students are given the opportunity to be innovative or share innovative
ideas for school and their local community. Students connect their projects to skills that will serve them in the
future.

During the week of June 13-24, PSD showcased a virtual STEAM Expo.

Throughout the year, schools have the opportunity to share the great work that is happening in this area.
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STEAM Challenges

Design Support Structures

Build a tower using the triangle shape aka a truss bridge, to hold up
different weights.

Code a dance for their Robot.

This group went one step further and synchronized it to music!
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Students were challenged to design and test catapults.

DIVISION-wide
All year

Students have access to 15
STEAM-based CTF
challenges that were
developed last school year
- challenge, project and
showcase are included.
They continue to be used

throughout this school year

l:‘I'F 7-9: Make a Tiny Home Challenge Rubric
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