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You Are a STEAM Teacher

oes your art curriculum include geo-

metric concepts, two- and three-di-

mensional design, learning through

discovery and invention, architecture
or construction, nature, and technology? If so,
you may not realize it, but you are a STEAM
teacher. Art teachers were using STEAM long
before it was ever a term or recognized for its
strength.

Initially promoted by the Rhode Island
School of Design, STEAM education is a
response to STEM, an educational approach
with a focus on the meaningful integration of
science, technology, engineering, and math-

ematics. STEAM adds art to the acronym,
underscoring the importance of innovation
and creativity.

Through a quality STEAM approach to
learning, students participate in engaging
experiences to develop twenty-first century
skills such as creativity and imagination, crit-
ical thinking, problem solving, and collabora-
tion. Design thinking, a process that facilitates
the design of objects, information, environ-
ments, and experiences, is also a natural com-
ponent of STEAM.

The significance of STEAM is evidenced
in a National Art Education Association



position paper on STEAM education, which
supports the belief that “STEAM helps make
learning concepts relevant and enticing to
young children by highlighting how artists
use STEM knowledge to enhance their art or
solve problems. It also provides context for the
importance of STEM knowledge in careers in
the arts (e.g., musician, painter, sculptor, and
dancer).”

Many art teachers are already working from
a STEAM perspective but may not realize it.
For example, if you are teaching about the nat-
ural world, the built environment, geometric
concepts, types of symmetry, color theory,
or using technology to create or share art,
you may have a STEAM project. In a STEAM
artroom, every project starts with art and
connects one or more additional disciplines as
they naturally apply. For instance, the concept
of symmetry is readily found in art, math, and
science. Mary Coy’s lesson, “Buzzing Bugs &
Creepy Crawlies,” on page 120, is an example
of the integration of these three disciplines.
Over the course of the year in a STEAM pro-
gram, students should work with all of the
STEAM disciplines.

Whether you are a STEAM veteran or new-
bie, it will be a great benefit to your art pro-
gram if you share what you and your students
are doing with STEAM. Reflect on your own
curriculum to consider how it may already
work with STEAM, and don’t be shy about
sharing your efforts. This could take the form
of actual or online art exhibitions, murals,
videos, blog posts, websites, articles, newslet-
ters, or public presentations or performances
to educate your administrators, other teachers,
parents, and your community.

In this collection, aimed at elementary and
middle-school students, SchoolArts offers
a number of robust approaches to include
STEAM in your curriculum. The articles were
developed by art educators just like you and
published in SchoolArts magazine. In each
one, the addition of the arts to STEM is made
more powerful because of the naturally inter-
disciplinary and engaging nature of the arts.
STEAM also exemplifies the absolute neces-
sity of art in an effective school program. For
these reasons, we believe art teachers may be
the best teachers of STEAM.

e

A STEAM Approach...
e isengaging to students.

® encourages creativity and
innovation.

e values disciplines equally.
e seamlessly connects disciplines.

e presents open-ended problems
that result in individual solutions.

e relates to students’ lives.

e isimplemented through a wide
variety of approaches.

e provides meaningful opportunities
to collaborate with others.

e can lead to careers in the arts.

e just naturally makes sense.

Resources

¢ Next Generation Science Standards
nextgenscience.org

¢ International Society for Technology
in Education (ISTE) Standards
iste.org/standards/for-students

e Next Generation Engineering
Design Standards
nextgenscience.org/search-
standards?keys=Engineering

e Common Core State Standards
for Mathematics
corestandards.org/Math
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