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Elevating the Arts in STEAM
Use this facilitator guide with the slides “Elevating the Arts in STEAM.” This facilitator guide and set of slides provide descriptions of ways educators can integrate the arts to deepen the STEAM learning of children from birth to age eight. Facilitators can find talking points and guidance for activities, handouts, and group discussions in this guide. The text is also located in the notes portion of the slides. 
Session At-a-Glance
	Slide numbers
	Overview of content
	Approximate time (in minutes)

	1–3
	Introduction and Session Goals
	5

	4–8
	Importance of the Arts in STEAM
· Activity for adults
	15–20

	9–19
	Supporting Children to Use the Arts in STEAM
Video observation
Foundations and standards
Planning integrated STEAM experiences

	55–60 

	20–23
	Reflection and Conclusion
	15–20


The times are approximate and may vary based on session goals, group size, and participants’ previous experience and familiarity with the content.
To Prepare for Your Session
Before your session, carefully review all handouts and prepare the necessary materials. 
Throughout the facilitator guide, we offer options for facilitation approaches. Select the facilitation approach that works best for your session length and format, group size, and participant needs. 
Consider using photos, videos, or stories from the learning settings where educators work within this session. Making the information more personal for participants can create a greater connection to the content and foster feelings of belonging in STEAM. 
The ideas, examples, and experiences in this session are also related to the Documentation and Communication suite. Consider how you might use these two suites in sessions that build on each other. 
Materials Needed
Chart paper, sticky notes, and writing tools
General arts supplies, such as glue, scissors, colored construction paper, tissue paper, markers, crayons, colored pencils, watercolor paints and paintbrushes, or mixed media that might be used for collages or sculptures
Exploring with Clay handout; modeling clay and clay sculpting tools, like rollers, molds, and trimming tools, for each table or group of participants
Arts Integration Gallery Tour handout
Planning for the Arts in STEAM Experiences handout


Slide 1: Elevating the Arts in STEAM 
[image: ]
Talking Points
Hello, and welcome everyone! Today, we will explore how integrating the arts deepens children’s early STEAM learning.
Facilitator Notes
Adjust the talking points to reflect the session length and participant needs. If necessary, add introductory and “housekeeping” information.
Slide 2: Acknowledgments
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Talking Points
[bookmark: _Hlk206406445]The Count Play Explore Professional Learning Resources were made possible by Count Play Explore, an early math, science, and computer science initiative led by the Fresno County Superintendent of Schools, Early Care and Education Department. This initiative is generously funded by the California Department of Education and the California State Board of Education. 
These resources, developed by WestEd in collaboration with FCSS and AIMS Center for Math and Science Education, are intended to be used as a guide for implementing evidence-based strategies, promoting active learning, and encouraging developmentally appropriate practices in early education settings. They are not intended for commercial redistribution, unauthorized modification, or use outside the scope of professional education.
Slide 3: Session Goals
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Talking Points
· In this session, we will 
· explore the importance of the arts in STEAM, 
· identify ways to use the arts to deepen children’s learning in STEAM, and 
· consider how arts integration can support belonging in STEAM.
Facilitator Notes
· Adjust slide content and talking points to reflect what you plan to address in your professional learning session.
Slide 4: Exploring with Clay
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Materials: Exploring with Clay handout; modeling clay and clay sculpting tools, like rollers, molds, and trimming tools, for each table or group of participants
Time: 10 minutes
Talking Points
We will start by engaging with art to explore and represent ideas in science.
Specifically, you will use modeling clay to create a sculpture of an insect. 
[Review the handout with participants.]
After you finish creating your sculpture of an insect, with a partner:
Describe the insect you created.
Share what it was like to work with clay to create your insect.
[Provide time for participants to build their sculpture and discuss with a partner. Then, invite a few volunteers to share with the larger group.]
Facilitator Notes
As participants discuss their observations, they might share some of the following ideas:
Regarding their insect, participants might comment on: 
the details they highlighted in their sculpture, like the spots on a ladybug or symmetrical patterns on the wings of a butterfly
the body parts of the insect, like creating three body segments for an ant (head, thorax, abdomen) or long legs for a grasshopper
the function of the details they decided to include in their sculpture, like the camouflaging qualities of walking sticks or praying mantises
Regarding their experiences working with the clay, participants might comment on:
how rolling the clay made the clay smoother
how joining pieces required pressing, twisting, or blending them together 
how tools helped create specific details that were harder to make with their fingers
You might choose to offer other materials and forms of artistic expression for participants to represent their chosen insect, like recycled materials to create a collage; watercolors to paint; or colored pencils, crayons, or pastels to draw. Each of these art forms and materials provides an opportunity for participants to reflect on the details of their insects and explore the characteristics and nature of the materials. 
You can also discuss with participants that this activity can be modified to be done with children in their learning setting. The activity can be supported by reading books related to insects, introducing visuals and vocabulary related to the characteristics of insects, and using art forms and materials that children are familiar with.      
Slide 5: STEAM Learning Experiences
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Talking Points
In this activity, you used your knowledge of the insect to create its body parts.
In this process, you also explored the nature of clay and how it changes by manipulating it in different ways.
This activity is an example of a STEAM learning experience.
STEAM stands for science, technology, engineering, arts, and math.
STEAM is an integrated approach to exploring and making sense of the world around us. 
In STEAM learning experiences, children use sciences (including life, physical, and earth and space sciences), technology (including computer sciences), engineering, arts (including visual arts, music, dance, theatre, and media arts), and math to investigate, construct meaning, and communicate their ideas about objects and phenomena.     
By “phenomena,” we mean observable events, such as a seed sprouting, paint being mixed to form a new color, or a ball rolling down a ramp. 
Although STEAM is an integrated approach, it doesn’t mean that all the disciplines are used at the same time. What it does mean is that two or more disciplines are being integrated in an intentional and meaningful way to support children’s learning.
In creating your insect:
You used an art form (sculpting) to represent an idea in life science (for example, the body parts and characteristics of an insect).
You might have represented patterns on your insect that are related to math and computational thinking. 
You also explored physical science concepts related to the characteristics of the material (in this case, clay) by manipulating it using tools, which are a form of technology. 
Slide 6: Arts Integration
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Talking Points
Sometimes, when we hear the term STEAM, the focus can be on the science, technology, engineering, and math (or STEM). However, arts integration is essential in fostering children’s engagement and learning in STEAM. 
As we covered in the previous slide, the arts include:
visual arts, such as drawing, painting, sculpture, and ceramics
music
dance
theatre
media arts, which include photography, filmmaking, sound design, animation, and graphic design 
The arts also include storytelling, textile and fiber arts like weaving, and literary arts like poetry. 
The arts in STEAM are not an add-on but a way to engage children in meaningful, rich learning. 
The arts allow children to investigate and communicate their ideas and various ways of knowing. 
The arts encourage children to express themselves through their creations rather than simply copying a single model or example.
Arts integration recognizes that the richest learning happens when children explore, problem-solve, and revise their ideas along the way.
The focus is both on
what children can discover and learn in the process of engaging in the arts, and
what they can express and communicate through the art products they create.
The arts are an active part of the learning experience. 
Facilitator Notes
It is important to underscore for participants that arts integration is different from doing crafts that might be related to STEAM concepts (for instance, coloring a leaf when learning about fall). Although children might be practicing related skills and using the same tools (for instance, using crayons of different colors to reflect the changing leaves), integrating the arts entails exploration, self-expression, creativity, problem-solving, and iteration that might not be involved when doing a craft. 
Slide 7: Why the Arts Matter in STEAM
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Talking Points
Why are the arts important in STEAM? 
The arts are a way for children to engage their curiosity and develop the skills to explore the world around them using their imagination and creativity (Areljung, 2023; Hadzigeorgiou et al., 2012; Hughes et al., 2022; Huser, 2020; Ng et al., 2022; Wahyuningsih et al., 2020). 
The arts provide opportunities for children to investigate STEAM concepts and phenomena. For instance:
Infants might feel the texture of materials as their caregivers name their characteristics, such as wet, rough, or sticky or notice sounds of different instruments during music class. 
Preschoolers might explore the changes in mixing watercolors when creating a painting, or explore what happens when they put different materials in front of a light source when creating shadow stories. 
Second graders might experiment with levers and pulleys as they create a set for a classroom play or explore the properties of earth materials when building a model with clay as you did in creating your clay insects.  
The arts also engage children in using different modalities to express their knowledge, document their observations, and communicate their ideas. For example:
Educators might support toddlers to act out the metamorphosis of a butterfly using movements, wiggling like a caterpillar, curling up like a chrysalis, and flying like a butterfly. 
Preschoolers might learn to observe intentionally while sketching a flower. 
Elementary children might write a poem to communicate what they learned about the impact of humans on natural resources. 
Slide 8: The Arts Promote Belonging in STEAM
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Talking Points
Not only do the arts provide opportunities for children to engage with STEAM concepts and phenomena and express their STEAM ideas, but they also help develop children’s identity and sense of belonging in STEAM.
Children and their families bring rich assets from their cultures and languages that can be leveraged in STEAM learning. As educators, we can learn from families and community members about art forms that can make STEAM learning meaningful for children. 
Using songs, stories, dances, textiles, and other art forms from children’s cultural contexts helps them engage with STEAM in ways that feel relevant to their lives and honor their cultural funds of knowledge. For instance:
Family textiles or basket weaving can inspire investigations about repeating patterns, symmetry, or the properties of materials. 
Traditional dances can connect children to their home and community cultures while providing them with opportunities to explore timing and rhythm or express their ideas, like representing changes in the seasons or weather.
The arts also create multiple entry points for children with a variety of abilities and modes of expression to engage and communicate what they know. The arts allow children to communicate through drawing, modeling, movement, actions, role-play, or storytelling. For example:
Children might explore the movement of a pendulum through role playing, dance, or painting.  
Children might communicate the life cycle of a frog through drawing, 3D models, or animation. 
Slide 9: Observe: Arts Supporting STEAM Learning
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Materials: Arts Supporting STEAM Learning, Arts Supporting STEAM Learning – Audio Descriptive Version video
Time: 8 minutes (including discussion on the next slide)
Talking Points
Now that we have covered the importance of the arts in STEAM, let’s observe how children in different learning settings engage with the arts to deepen their STEAM learning. 
As you observe, consider the following question:
How do the arts support children to explore or communicate STEAM concepts or ideas in these examples? 
Use scratch paper to record your ideas as you watch.
Slide 10: Discuss: Arts Supporting STEAM Learning
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Time: 8 minutes (including video observation on the previous slide)
Talking Points
Share in your groups:
How do the arts support children to explore or communicate STEAM concepts or ideas in these examples? 
[Provide time for participants to discuss in groups. Then, invite a few volunteers to share with the larger group.]
Facilitator Notes
Here are some ideas to support participants’ discussion of what they observed in the video:
Exploring Math and Science Through Arts (18–36 months): While creating a collage, children notice and explore the properties of glue—it is “sticky.” They also have an opportunity to count and notice the shapes of objects they are using to create their collage.
Exploring Fruits Through Painting (3–5 years): Children closely observe different fruits, notice their characteristics, and represent their observations through watercolor painting. Painting supports their communication with each other about their observations of fruits. 
Drawing Observations of Vegetables (3–5 years): Children document vegetables in the garden using digital photography. Then they represent their observations of different fruits and vegetables through drawing. Their drawings support their communication of their observations about the fruits and vegetables. 
Animal Representations in Computer Science (Second–Third Grade): Children create models or sculptures of animals using different materials to represent the animals’ unique characteristics. These models are integrated into a coding learning experience. 
Slide 11: Arts Foundations and Standards 
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Talking Points
As we observed and discussed in the video, the arts are rich with opportunities for children to engage with STEAM. 
The California arts foundations and standards describe how children engage and create with various art forms. The foundations and standards include:
California Preschool/Transitional Kindergarten Learning Foundations in Visual and Performing Arts (PTKLF)
California Arts Standards for Public Schools, Prekindergarten Through Grade Twelve (Arts Standards)
These resources include how children become familiar with and respond to different art forms and, with time and educator support, begin to appreciate and express their own creativity through the arts. 
The California Infant–Toddler Learning and Development Foundations (ITLDF) do not explicitly include arts foundations, but they do illustrate how learning at this age is integrated. As infants and toddlers engage with their environment and are exposed to the arts, they use their developing physical, cognitive, and emotional skills to make sense of these experiences.
Slide 12: Exploring and Creating Music
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Talking Points
When we review the foundations and standards on children’s developing understanding and skills in the arts, we can also notice opportunities to use the arts to explore and communicate in STEAM. 
For example, let’s look at children’s development in music. The table on the slide is a summary of music arts foundations and standards: 
As infants and toddlers, children attend to sounds, including music, in their environment and react by moving their bodies, imitating the sounds, or creating their own sounds with objects, toys, and age-appropriate instruments (ITLDF Perceptual and Motor Development 1.1, Cognitive Development 3.1).
In preschool and transitional kindergarten, children recognize sounds and music in their environment; respond to the beat, pitch (high, low), dynamics (loud, soft), and tempo (fast, slow) of music; and create their own melodies, chants, or songs with support from adults (PTKLF Visual and Performing Arts, Strand 2.0: Music).
By early elementary, children have a more advanced understanding of the expressive qualities of music; can create or perform their own melodies, rhythms, and harmonies; and can describe how different music elements are used for different purposes (Arts Standards for Music PK-8, Anchor Standards 1, 4, 8). 
What science, technology, engineering, or math concepts might children learn about or how might they communicate as they explore and create music?
[Invite a few volunteers to share with the larger group.]
As some of you shared, exploring and creating music might involve:
recognizing changes in sounds and sound waves, which is a physical science concept
recognizing and creating patterns, which is a math concept that is also involved in computational thinking 
creating music is also about expressing emotions and ideas, which can be used to express ideas in STEAM 
Facilitator Notes
If time allows, consider printing out relevant foundations and standards cited above for participants to read and discuss.
Slide 13: Exploring and Creating Visual Arts
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Talking Points
Let’s explore the foundations and standards in another art form, visual arts.
The table on the slide is a summary of visual arts foundations and standards:
As infants and toddlers, children explore and interact with objects, materials, and their environment and use their hands to manipulate objects and tools to accomplish tasks. This can include paint and paintbrushes, glue, clay, crayons, and markers. While initially, they might not be able to create their own artwork, children begin to understand that objects can represent other objects. This symbolic thinking is used once children begin to make their own two- and three-dimensional creations (ITLDF Perceptual and Motor Development 1.1, 2.2, Approaches to Learning 1.1, Cognitive Development 3.2).
In preschool and TK, children engage with, respond to, and create two- and three-dimensional art, such as drawings, sculptures, collages, and paintings. They communicate about specific elements that appear in the art they create (PTKLF Visual and Performing Arts, Strand 1.0:  Visual Arts). 
In elementary, they experiment with visual art forms, structures, materials, concepts, media, and art-making approaches. They reflect on, revise, and refine their artwork over time (Arts Standards for Visual Arts, Anchor Standards 2, 3).
Discuss with a partner what science, technology, engineering, or math concepts might children learn about or how they might communicate as they explore and create visual arts.
[Provide time for participants to discuss in pairs. Then, invite a few volunteers to share with the larger group.]
Facilitator Notes
There are many ideas participants might share about what children might learn or how they might communicate through visual arts. Here are some ideas to support the discussion:
Toddlers might use crayon markings to represent their observations of growing vegetables or fruits in the garden. 
Preschoolers might explore weight, balance, measurement, and engineering when creating a sculpture with recycled materials. 
Elementary children might explore the effect of rubbing different drawing tools, like pencils, pastels, or charcoal, on paper placed over different textured materials, like leaves, wood grain, or coins, an art technique called frottage.  
If time allows, consider printing out relevant foundations and standards cited above for participants to read and discuss.
Slide 14: Storytelling in STEAM
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Talking Points
Storytelling is another example of how the arts foundations and standards support arts integration in STEAM.
The table on the slide is a summary of arts foundations and standards related to storytelling. 
Infants and toddlers engage and make meaning from stories told or read by their caregivers (ITLDF Language Development 3.1, 3.2).
Preschoolers and transitional kindergarteners create and dramatize familiar or original stories with adult support (PTKLF Visual and Performing Arts, Drama 3.8, 3.9).
In early elementary, children identify stories that are different from one another, identify similarities and differences in stories from multiple cultures, and explore how stories are adapted from literature in guided drama experiences (Arts Standards for Theatre, Anchor Standards 1, 6, 11).
Share with a partner how children in your setting might use storytelling to explore or communicate their understanding of science, technology, engineering, or math concepts.
[Provide time for participants to discuss in pairs. Then, invite a few volunteers to share with the larger group.]
As we discussed earlier, storytelling is also a way of connecting children’s STEAM learning with their cultural ways of knowing. It can be helpful to connect with families to learn about stories that can support children’s STEAM learning. 
Facilitator Notes
There are many ideas participants might share about how children can use storytelling in STEAM. Here are some ideas to support the discussion:
A caregiver might narrate and sing a simple rainy‑day story with infants to describe the weather they are observing. 
Preschoolers create stories with adult support to describe the growth of animals and the similarities and differences in the characteristics of adult animals and their offspring. 
Second graders write a story about a map they have created describing the land and bodies of water on their map.
If time allows, consider printing out relevant foundations and standards cited above for participants to read and discuss.
Slide 15: Arts Integration Gallery Tour
[image: ]	Comment by Lynneth Solis: Update screenshot after updating the corresponding slide in the PPT.
Materials: Arts Integration Gallery Tour handout, chart paper, sticky notes, writing tools
Time: 15–20 minutes (including discussion in the following slide)
Talking Points
As the examples we just explored illustrate, diving deeper into the arts foundations and standards can help inform how to integrate the arts in STEAM. 
Now we will engage in an activity that helps you brainstorm what opportunities different art forms provide for meaningful STEAM learning experiences.
As we have discussed, there are different ways to integrate the arts. The arts can: 
provide opportunities for children to explore and investigate STEAM concepts and phenomena, or 
support children to express their knowledge, document, and communicate their ideas about STEAM concepts and phenomena using different modalities. 
[Review the handout with participants. Provide time for participants to complete the activity.] 
Facilitator Notes
Refer to the Arts Integration Gallery Tour handout for setup instructions.
Invite participants to move through the activity in small groups or pairs. Depending on how much time is available, provide time markers letting groups know it is time to move to the next station. 
Groups will discuss and brainstorm ideas of how the arts support STEAM learning and then write those ideas down on sticky notes. 
This activity can also be done individually, in which case you might have participants reflect on their own how the art form can be used to explore or communicate STEAM concepts before writing down their ideas on sticky notes.
If participants teach a wide range of age groups (for instance, infants/toddlers, preschoolers, and early elementary), provide support for age-specific groupings. You might also consider setting up the chart paper with a column for ideas specific to different age groups. 
Move around the room reading participants’ responses and noting any themes or examples you might want to share during the discussion on the next slide. 
Slide 16: Discuss: Arts Integration Gallery Tour
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Time: 15–20 minutes (including activity on the previous slide)
Talking Points
Thank you for adding all your creative ideas for how to use the arts in STEAM.
Now take the time to go around the room and read other people’s ideas. 
Reflect on the following questions:
What ways of using the arts in STEAM stand out to you?
What is one idea you might try in your learning setting?  
[Provide time for participants to go around the room and read the sticky notes. Then, invite a few volunteers to share with the larger group.]
Facilitator Notes
If available, you can provide star or dot stickers for participants to indicate ideas for integrating the arts that they connect or resonate with. 
Draw from your observations during the gallery tour to help facilitate participants’ share-out in the larger group. Here are some ideas you can add to the whole group discussion: 
Visual Arts: Investigate changes made with materials, such as mixing paints or adding water to clay. Use various materials to create collages that represent food webs or animal habitats. 
Music: Investigate changes in the sound, patterns, or technology involved in making and recording music. Make musical representations of observations children make of the weather or seasons.
Dance: Investigate concepts related to motion and balance. Create dance performances to express the movement of water or wind. 
Theatre: Investigate engineering and technology skills related to constructing props or scenery. Represent the life cycle or phases of the moon. 
Media Arts: Investigate the technology and design involved in creating films or animations. Create short films or animations explaining STEAM concepts or phenomena they learn about.
Slide 17: Integrated STEAM Experiences
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This slide contains animation. See instructions in the Talking Points.
Talking Points
With the ideas you brainstormed in mind, let’s discuss a process for planning integrated STEAM experiences. This is by no means a process you need to follow strictly but rather a starting point for planning learning experiences that elevate the arts as part of meaningful STEAM learning. 
[Click to reveal text.] First, identify a STEAM concept or phenomenon that children can investigate. This can be informed by relevant foundations and standards, children’s interests, and everyday experiences that are meaningful for children. 
[Click.] Then, consider how children will investigate this concept. What learning activities might they engage in to make this concept or phenomenon real to them? 
[Click.] As you consider what learning activities might bring the learning to life, decide what art forms might enhance children’s learning of this concept. Might the arts
provide an opportunity to explore the concept or phenomenon directly (for instance, exploring different sounds in music)? Or, 
provide a medium for documenting or communicating their learning (for instance, creating a song that expresses the growth of plants)? 
Sometimes you might start with thinking about an art form or material and then consider what STEAM concepts and phenomena children might explore with it. In either case, your planning is rooted in providing children with active, first-hand, meaningful experiences to deepen their learning.
[Click.] Identify what materials or supports children might need to engage in this investigation, including the tools and materials needed for the art form:
Are children familiar with this art form or might they need a demonstration?
Can you work with families and community members to find examples of the art that are culturally meaningful and related to the topic?
What adaptations are needed for children of all abilities to engage with the activities and materials? 
[Click.] Next, consider how you might engage families and community partners:
Connect with families and community members to find materials and art forms that are meaningful for children.
Find community partners who can provide demonstrations, co-teach lessons, loan tools, or host field experiences.
[Click.] Finally, plan how to support children to communicate and share their learning:
Build routines or ask questions that prompt children to communicate their process, choices, and discoveries. Offer multiple ways of communicating about their STEAM learning.
Provide spaces and opportunities for children to share and showcase their artwork and STEAM learning through process evidence (like photos, sketches, and prototypes) and final artifacts.
It is important that responses to children’s artwork are not evaluative but rather inquisitive about their process, choices, and what their creations communicate about their learning. 
Slide 18: Planning an Integrated STEAM Experience
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Materials: Planning for the Arts in STEAM Experiences handout
Time: 20 minutes (including the planning on the next slide)
Talking Points
Now let’s bring it all together and spend some time planning how you might integrate the arts into a STEAM experience. 
You will use the Planning for the Arts in STEAM Experiences handout to brainstorm how you might integrate the arts to enhance the learning of the STEAM concept or phenomenon. 
This handout describes the process we covered earlier for designing integrated STEAM experiences. Take a few moments to review the handout. 
[Provide time for participants to review the handout.]
What parts of the planning process stand out most to you? Or what step of the process might you want to pay special attention to? 
[Invite a few volunteers to share with the larger group.]
[bookmark: _Hlk143581021]Slide 19: Plan an Integrated STEAM Experience
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Materials: Planning for the Arts in STEAM Experiences handout
Time: 20 minutes (including the handout review in the previous slide)
Talking Points
For today’s planning, consider how you might integrate the arts in an investigation of one of these:
force and motion (how things move),
the needs and growth of plants, or
changes in weather.
For instance, if you decide to focus on the growth of plants:
You might want children to investigate a seed sprouting.
The investigation might involve children making regular observations using drawing and then creating collages that document and communicate the plant sprouting using different materials.
The handout invites you to consider many more aspects of planning the STEAM experience.
[Provide time for participants to work individually.]
As you finish jotting down your ideas, turn to a partner and share. 
[Provide time for participants to discuss with a partner.]
Slide 20: Apply to Your Setting
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Talking Points
When you return to your learning setting, try your ideas with the children in your setting and continue to use the planning handout.
As children engage with STEAM explorations, consider how you might integrate the arts to help deepen their learning. 
As you integrate the arts in STEAM learning experiences, notice how children participated, what supports helped, and what you might adjust to increase access and belonging next time. 
Facilitator Notes
Provide ongoing support for participants after this session by offering opportunities to learn how others are integrating the arts into their settings. You might create a shared Google document or create a Padlet as a digital space to share images and stories. 
Facilitate a community of practice where participants can share examples of how they have integrated the arts into STEAM learning. 
Slide 21: Relevant CPE Resources
[image: ]
Talking Points
Here are some additional resources you can use to elevate the arts in STEAM. 
You might review Count Play Explore’s Book Guides and Activities that support STEAM learning before, during, and after reading. For example:
The Book Guide for Hannah’s Collections by Marthe Jocelyn helps support children while reading this story about a child sorting objects and learning about their attributes. The related Collection Collage activity invites children to create a collage using different objects with different attributes. 
The Book Guide for Tap the Magic Tree by Christie Matheson encourages children to notice how the tree changes over time. The related Tree Sculptures activity invites children to create a sculpture of a tree reflecting its characteristics during different seasons using different materials. 
The Book Guides and related Activities illustrate how the arts can deepen and extend children’s learning of STEAM topics in books. 
Facilitator Notes
You might show participants how to access the Count Play Explore website and navigate to the featured materials: https://countplayexplore.org/ 
Below are links to the Book Guides and Activities: 
Hannah’s Collections by Marthe Jocelyn: Book Guide and Activity in English (ages 2-6)
Tap the Magic Tree by Christie Matheson: Book Guide in English and Spanish and Activity in English and Spanish (ages 2-5)
Slide 22: Artistic Reflection
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Materials: Arts supplies, such as glue, scissors, colored construction paper, tissue paper, markers, crayons, colored pencils, watercolor paints and paintbrushes, modeling clay, and mixed media that might be used for collages or sculptures
Time: 15 minutes
Talking Points
As we wrap up, you will have an opportunity to engage in artmaking as you reflect on what we covered in today’s session. 
Choose an art form such as watercolor, coloring, collaging, or sculpture [adjust depending on the materials provided]. 
Create a simple representation that summarizes one key takeaway from the session—specifically something you feel inspired to implement in your own learning setting related to integrating arts into STEAM.
Focus on expressing this idea creatively rather than producing a polished artwork.
[Provide time for participants to work individually.]
You can take this creation and display it in your learning setting as a reminder of how the arts can be used to explore and express ideas in ways that are personally meaningful. 
Slide 23: Thank you!
[image: ]
Talking Point
Thank you all for your time and attention today. 
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tempo of music; and create | different music elements
their own melodies, chants, | are used for different
or songs purposes.
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Exploring and Creating Visual Arts

Learning and
Development
Foundations

Infants and Toddlers Early Elementary

Children explore and Children engage with,
interact with objects respond to, and create two- | Children experiment with
materials, and their and three-dimensional art, various visual art forms,
environment and use their | including drawings, structures, materials,
hands to manipulate sculptures, collages, and concepts, media, and art-
objects and tools to paintings. They communicate | making approaches. They
accomplish tasks. They use | about specific elements that | reflect on, revise, and refine
objects to representother | appear inart (suchas color, | their artwork over time,
objects. line, texture, or perspective)
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Storytelling in STEAM
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Children identify stories that
are different from one

s Children create and another, identify similarities
Children engage and make | . atize familiar or and differences in stories
meaning from stories told & 3 2 * 2

original stories withadult | from multiple cultures, and
or read by their caregivers,

support. explore how stories are

adapted from literature in
guided drama experiences,
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Arts Integration Gallery Tour

« Discuss in your group:

1) How might this art form provide
opportunities for children to explore or learn
about STEAM concepts or phenomena?

2) How might this art form be used for
children to document or communicate their
STEAM observations and understandings in
multiple ways?

+ Use sticky notes to write ideas for how
to use the art form in STEAM learning
in your setting.
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Discuss: Arts Integration Gallery Tour

What ways of using the
arts in STEAM stand out
to you?

What is one idea you
might try in your learning
setting?
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Integrated STEAM Experiences

Identify a concept or phenomenon
« Consider how children will investigate
 Decide on an art form

« Identify what materials and supports
children will need

« Consider how to engage families and
community partners

+ Plan how to support children to
communicate and share their learning
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Planning an
Integrated
STEAM

Experience
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Plan an Integrated STEAM Experience
=

Use the handout to plan
an investigation of one of
these:

« force and motion (how {#
things move)

* the needs and growth
of plants

« changes in weather
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Relevant CPE Resources

Book Guides and Activities
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Artistic Reflection

Create an artistic representation
that summarizes one key
takeaway.
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Thank you!
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Laying the F
for STEAM

Elevating
the Arts in
STEAM
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count-play-explore
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