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Executive Summary
A science, technology, engineering, arts and math (STEAM) program is one dedicated to the STEAM education and curriculum of select students within the school.  A STEAM program may be a school within a school or a group of teachers and students who are designated as instructors and students within the STEAM program, while other students in the school continue in the existing curriculum.  Students may participate in the STEAM program by whatever selection process the school chooses.   The Georgia Department of Education recognizes and supports the critical contributions made by our Science, Technology, Engineering, Arts, and Mathematics (STEAM) programs and schools throughout the state.  In an effort to bestow recognition upon those exemplary schools and programs, we offer an opportunity for schools to apply for the Georgia Department of Education State STEAM School or Program Certification.  State certification involves an application with appropriate documentation, an exploratory visit by state officials, and a final alignment consultation analyzing the documentation and the results of the visit by Department of Education officials.  

Georgia Department of Education State STEAM Certification

The Georgia Department of Education recognizes and supports the critical contributions made by our Science, Technology, Engineering, Arts and Mathematics (STEAM) programs and schools throughout the state.  In an effort to bestow recognition upon those exemplary schools and programs, we offer an opportunity for schools to apply for the Georgia Department of Education State STEAM School or Program Certification.  State certification involves an application with appropriate documentation, an exploratory visit by state officials, and a final alignment consultation analyzing the documentation and the results of the visit by Department of Education officials.  

To apply, complete the enclosed application and return by e-mail to Meghan McFerrin, mmcferrin@doe.k12.ga.us or Felicia Cullars, fcullars@doe.k12.ga.us. We will contact the school to schedule the exploratory visit. Please direct STEAM specific questions to Meghan McFerrin and/or Felicia Cullars. 

STEAM School Criteria

* Fine Arts throughout all STEAM certification documents is defined as Dance, Music, Theatre and Visual Arts 
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Application for Georgia Department of Education STEAM Program Designation
Timeline for Application

· Step 1: After you have determined you have met the criteria for STEAM Certification as indicated in the STEAM Certification Continuum , initiate contact with the Georgia Department of Education STEAM Program Specialist (Meghan McFerrin, mmcferrin@doe.k12.ga.us) to arrange for a pre-application visit. 
· Step 2: Make adjustments to anything recommended by the STEAM Specialist prior to applying.

· Step 3: Complete the STEAM Certification application.

· Step 4: Site visit to the school from team consisting of representatives from math, science, CTAE (several), technology, the arts, and business.
· Step 5: The visiting team re-convenes and looks at your application to compare it with the evidence observed during the visit.  

· Step 6: If recommended for certification, you will develop an award ceremony where the DOE will present you with a banner from the State School Superintendent or one of his Deputies.
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STEAM Certification Criteria Overview
	Criteria To Meet

	STEAM Vision and Culture
	The vision for STEAM is clearly defined and a STEAM culture has been established within the program and/or school.

	STEAM students
	STEAM students are identified by a school designed selection process that has been vetted with successful longitudinal evidence.

	Non-traditional student participation
	The non-traditional student participation reflects the diversity of the school in terms of gender, minorities, and economically disadvantaged.

	Characteristics of the STEAM Curriculum
	STEAM students are regularly exposed to a unique and explicit curriculum that is different from non-STEAM students and there is evidence of its sustainability. The STEAM curriculum should support one or more of the GaDOE STEM focus areas.

	Teacher content knowledge
	STEAM teachers  are working toward increasing content knowledge in science, math and the arts through multiple means.

	Teacher Professional Learning
	100% of STEAM teachers have on-going STEAM specific (specific to their STEM or fine arts focus) professional learning and there is evidence of its implementation in classroom instruction. Arts integration training is ongoing throughout the school year.

	Teacher Collaboration
	Teachers collaborate at least weekly to plan integrated lessons, share/co-create STEAM activities, and plan learning outcomes. *This includes Fine Arts teachers.

	Math, Science, and Fine Arts Instruction 
	STEAM students are required to take advanced math, science and fine arts courses that are co-requisites of the HS pathways (STEAM courses for elementary and middle school would need to prepare students for the next grade band). All STEAM students are enrolled in AP/IB/Dual Enrollment math, science and/or fine arts courses.

	Business/Industry/Community/Arts Partnership
	Multiple business, community, and post-secondary partnerships are on-going and are involved by directly connecting to in-class instruction, project/problem-based learning performances, and exposing students to STEAM careers.

	STEAM and Fine Arts Competitions and Exhibitions


	All STEAM students participate in fine arts and STEM competitions on-site/online, fine arts and STEM arts exhibits or performances, and/or in state and national STEAM forums.

* Elementary level fine arts competitions are not encouraged or recommended. ES level fine arts STEAM students should concentrate on exhibition and performance in the art form. 

	Project/Problem-Based Learning
	Short and long-term projects/problems are implemented throughout the school year incorporating student-generated ideas that are standards-based, multidisciplinary and real-world.

	Math, Science, Technology, Arts, and Engineering Integration 
	The curriculum is multidisciplinary and lessons that are integrated are the norm. Fine Arts integration should occur throughout all STEM subject areas.

	STEAM Lab(s)Resources
	STEAM labs should occur in all classrooms. Fine Arts courses should happen in arts specific classrooms.

	Student Rigor & Relevance and Instructional Quality
	Learning occurs at the adaptation level on a regular basis. Classroom instruction is predominantly student centered and students have the competence to think in complex ways and also apply the knowledge and skills they have acquired.  

	Student Internships and/or Capstone Project (High School only)
	Every HS student in the STEAM program must complete an internship with a business or fine arts partner or a capstone project before they graduate.

	Technology Integration
	Technology use is ubiquitous throughout STEAM classrooms and students are producers and not just consumers of digital content.

	Investigative Research
	STEAM students conduct investigative research to make claims, collect evidence, analyze data, and argue from evidence. Students are able to communicate results via written, oral, and digital presentations.

	Accountability
	Schools determine the evidence that STEAM students are increasing in academic growth.  
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Application for Georgia Department of Education STEAM School/Program Designation
Check one:  Program Certification____  

School Certification____
	School Name
	

	Address
	

	City
	

	School District
	

	School Contact:

	Phone:
	E-mail:

	Number of Students in Your School:
	
	Number of Students In STEAM:

	
	
	

	STEAM Vision and Culture

What is the STEAM vision for your school/program?

What is your evidence that a STEAM culture has been created?

	

	STEAM students

How are students selected for your STEAM program or school?

Attach a copy of your STEAM application for the STEAM program/school if one is used.

	

	Non-traditional student participation in STEAM (minorities, females, and economically disadvantaged)
What are the demographics of your STEAM population i.e. # females, # minorities, # economically disadvantaged?

	

	Characteristics of the STEAM Curriculum
Provide a written description of the unique characteristics of your STEAM curriculum.

Describe the school’s STEAM focus area(s)- (Dance, music, theatre, visual arts, or media arts), (advanced academics, agriculture, architecture, biotechnology, computer programming, cybersecurity, energy, engineering, food science and nutrition, forensic science, health care science, and/or information technology).

	

	Teacher Content Knowledge

Attach documentation of increasing math and science content knowledge of all your STEAM teachers.

Attach documentation of your plan for sustaining content knowledge and induction of new STEAM teachers. 

	

	Teacher Professional Learning
Provide documentation of STEAM specific professional learning for all STEAM teachers that incorporates the following:

· Project/problem/place-based learning

· Effective arts integration

· Integrated instruction

· Investigative research-based practices

· Collaborative planning practices

· Improve STEM-focused content knowledge (advanced academics, agriculture, architecture, biotechnology, computer programming, cybersecurity, energy, engineering, food science and nutrition, forensic science, health care science, and/or information technology).
Provide documentation of visits to other STEAM Certified Schools (what school staff visited and where did they go).

	

	Teacher Collaboration

Provide documentation of weekly STEAM collaborative planning time (minutes, generated artifacts, agendas, etc).

	

	STEAM Pathways (High School Only)

Number of students completing a STEAM pathway (this should be a fine arts and an academic pathway):

Number of students working on a specific STEAM pathway (this should be a fine arts and an academic pathway):

(These two numbers should equal the number of students in the STEAM program

	

	Math & Science Instruction
High School: 

Documentation of the number of students enrolled and passing AP/IB/Dual Enrollment math and science classes.

Middle School: 

Documentation of the number of students enrolled and passing high school physical science, high school mathematics and high school CTAE courses (if offered).
Elementary School: 
Documentation of the number of students enrolled and passing accelerated math and science.
Description of how the school differentiates to provide rigorous math instruction to all STEM students.

	
	

	Business, Community, Post-Secondary Partnerships, and The Arts Partnerships

Describe the involvement of partnerships based upon the STEM Georgia Partnership Involvement Levels at all three levels.

Support Level

Interactive Level

Advocate Level:



	
	

	STEAM Competitions
Documentation that shows how many students have participated in each STEAM competition or exhibit (this should equal the number of students in the STEAM school/program).  Elementary schools may count clubs as a competition.


	

	Project/Problem-Based Learning 
Provide a summary of grade level specific, interdisciplinary, STEAM-focused, problem/project-based learning, or performance opportunities that have occurred throughout the school year (curriculum map, timeline, calendar, etc).

	

	STEAM Integration

Documentation of the school or classroom schedule indicating time spent on interdisciplinary learning. The arts standards must be taught at the same level as science and math.

	

	STEAM Labs/Resources/Performance areas

Describe the STEAM lab(s), including who uses the lab, how often, and for what purposes?

	

	Rigor and Relevance and Instructional Quality

Submission of at least two examples of student work that has occurred at the adaptation level of the Rigor and Relevance Framework.


	

	Student Internships and/ or Capstone Project (High School only)

Submission of at least two examples of student work as a result of an internship and two examples of a capstone project. 

	

	Technology Integration

Submission of at least two student-produced products through the use of technology.
Provide evidence of ubiquitous use of technology throughout classrooms.



	
	

	Investigative Research

Submission of at least two student investigative research topics and their findings.

Documentation of the number of students participating in a science and/or engineering fair and their results (middle and high school only).
	

	
	

	Accountability

Provide evidence the STEAM program is increasing student academic growth over a three year period through a standardized measure selected by the school.


Appendix
Definitions:

Non-Traditional Careers

The term Nontraditional Careers refers to jobs that have been traditionally filled by one gender.  The US Department of Labor defines Nontraditional Occupations as occupations for which individuals from one gender comprise less than 25% of the individuals employed in each such occupation.  Women, Latinos, and African-Americans in engineering fields and males in nursing are examples of students in non-traditional careers.
High School STEM Pathways:

· Advanced Academics

· Agriculture
· Architecture
· Biotechnology

· Computer Programming

· Cybersecurity

· Energy

· Engineering

· Food science & nutrition

· Forensic Science

· Health Care Science

· Information Technology
STEAM Pathways:
· Dance

· Theatre

· Music

· Visual Arts

· Media Arts

Rigor and Relevance Framework:
The Rigor/Relevance Framework is a tool developed by staff of the International Center for Leadership in Education to examine curriculum, instruction, and assessment. The Rigor/Relevance Framework is based on two dimensions of higher standards and student achievement. First, there is the Knowledge Taxonomy, a continuum based on the six levels of Bloom's Taxonomy, which describes the increasingly complex ways in which we think. The low end involves acquiring knowledge and being able to recall or locate that knowledge. The high end labels the more complex ways in which individuals use knowledge, such as taking several pieces of knowledge and combining them in both logical and creative ways. The second continuum, known as the Application Model, is one of action. Its five levels describe putting knowledge to use. While the low end is knowledge acquired for its own sake, the high end signifies use of that knowledge to solve complex real-world problems and to create unique projects, designs, and other works for use in real-world situations. 
	Quadrant C: Assimilation

Students extend and refine their acquired knowledge to be able to use that knowledge automatically and routinely to analyze and solve problems and create solutions.
	Quadrant D: Adaptation

Students have the competence to think in complex ways and to apply their knowledge and skills.  Even when confronted with perplexing unknowns, students are able to use extensive knowledge and skill to create solutions and take action that further develops their knowledge and skills.

	Quadrant A: Acquisition

Students gather and store bits of knowledge and information.  Students are primarily expected to remember or understand this information.


	Quadrant B: Application

Students use acquired knowledge to solve problems, design solutions, and complete work.  The highest level of application is to apply knowledge to new and unpredictable situations.
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