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1. A lesson that integrates science standards on motion with dance concepts of rhythm and pattern
best demonstrates the following principle:

A. Hands-on learning

B. Intentional connections across disciplines
C. Inquiry-based instruction

D. Equitable assessment

2. Which of the following is not consistent with effective STEAM instruction?

A. Using the arts as superficial decoration for STEM projects
B. Pairing content standards that reinforce shared skills

C. Designing lessons around meaningful inquiry

D. Embedding collaboration and creativity into activities

3. What is one major benefit of hands-on, experiential learningin STEAM?

A. It limits creativity to structured experiments

B. It discourages teamwork to promote independent thinking
C. It enhances conceptual understanding and retention

D. It replaces critical thinking with memorization

4. Integrating biographies of diverse scientists, artists, and engineersinto lessons best supports
which inclusive STEAM strategy?

A. Expanding Access and Opportunity

B. Highlighting Diverse Role Models

C. Building Partnerships with Communities and Businesses
D. Leveraging Technology to Bridge Gaps

5. Which of the following best summarizes the principle Emphasis on 21st Century Skills: The
4Cs?

A. Students focus mainly on accuracy, memorization, and procedural learning.

B. Teachers organize instruction around efficiency, pacing, and test performance.

C. Lessons emphasize creativity, collaboration, critical thinking, and clear communication.
D. Students complete assignments independently with limited peer interaction..



6. A school district reviews data on student participation in STEAM programs by race, gender,
and income level. This reflects which inclusive strategy?

A. Building Partnerships with Communities and Businesses
B. Expanding Access and Opportunity

C. Committing to Continuous Reflection and Improvement
D. Supporting Teachers Through Professional Learning

7. Working with local organizationsto create sustainability projects or maker eventsreflects which
inclusive STEAM strategy?

A. Expanding Access and Opportunity

B. Listening to Students and Families

C. Building Partnerships with Communities and Businesses
D. Leveraging Technology to Bridge Gaps

8. STEAM education helps students make connections between:

A. Technology and standardized testing
B. Engineering and rote memorization
C. Math and isolated skill drills

D. Creativity and scientific inquiry

9. Encouraging students to choose how they demonstrate their learning—through design,
storytelling, or coding—best represents:

A. Providing Opportunities for Student Voice and Choice
B. Expanding Access and Opportunity

C. Highlighting Diverse Role Models

D. Committing to Continuous Reflection and Improvement

10. Which of the following best summarizes the principle Making Meaning and Real-World
Relevance?

A. Students focus only on hypothetical examples that might happen in their community.
B. Lessons emphasize memorization of definitions over application.

C. Students connect learning to real-world problems, careers, and community issues.
D. Teachers limit discussion to textbook concepts.

11. A school without a science lab wants students to safely test chemical reactions online. Which
type of tool would meet this need?

A. Makerspace cart
B. Digital laboratory platform



C. Low-tech classroom bin
D. Art portfolio platform

12. Why is collaboration an important benefit of STEAM?

A. It focuses only on individual competition

B. It reduces student communication

C. It teaches students to rely only on themselves

D. It encourages shared ideas that lead to stronger solutions

13. A teacher setsup a small rolling cart with glue guns, cardboard, and wooden dowels that can
be shared among classrooms. Thisis an example of a:

A. Virtual collaboration network
B. Mobile maker cart

C. Digital assessment tool

D. Coding and robotics app

14. Encouraging multiple ways for studentsto show understanding—through prototypes,
performances, or visuals—r eflects:

A. Hands-on learning

B. Real-world relevance

C. Equitable and authentic assessment
D. Intentional connections

15. Students use an online platform to showcase their STEAM projects and receive peer feedback.
Which tool is being used?

A. Classroom maker cart

B. Low-cost supply bin

C. Paper-based reflection journal
D. Digital project-sharing platform

16. One of the major goals of STEAM education isto prepare studentsto:

A. Succeed in a world that values creativity and adaptability
B. Compete in standardized testing environments

C. Focus primarily on scientific accuracy over imagination
D. Learn art and science as completely separate subjects

17. Which of the following best summarizes the principle Inquiry-Based L earning and the Design
Process?



A. Students investigate problems, test ideas, and refine solutions through questioning and
exploration.

B. Teachers provide direct answers to all student questions and then students write a report
about the topic.

C. Students follow step-by-step instructions to complete projects efficiently.

D. Lessons focus primarily on rote memorization of scientific facts.

18. How does STEAM education prepare students for the future workforce?

A. By teaching only traditional academic subjects

B. By fostering creativity, collaboration, and technological fluency
C. By reducing focus on communication and teamwork

D. By emphasizing repetition and memorization

19. Providing free Wi-Fi hotspots and technology lending programsis one example of:

A. Leveraging Technology to Bridge Gaps

B. Expanding Access and Opportunity

C. Supporting Teachers Through Professional Learning
D. Redefining How STEAM is Taught

20. Which statement best describes how STEAM supports diversity and inclusion?

A. It provides identical activities for all students

B. It promotes respect for different ideas, backgrounds, and abilities
C. It limits projects to traditional science fields

D. It focuses only on students with strong math and science skills
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