CONTACT

We would love to hear from you!
Mandi Sonnenberg: STEAM Studio Founder + Educator
mandi.sonnenberg@rockhurst.edu; 816.500.5154
Contact for information about STEAM Studio
Lakeya Paden: STEAM Studio Coordinator
steamstudiokc@gmail.com; 816.701.5333
Contact for information about STEAM Studio, Professional Development, and Donation Inquiries
David Reid: Gould Evans Principal + Education Practice Leader
david.reid@gouldevans.com; 816.701.5335

steam-studio.com
STEAM Studio responds to the need to

update our education system to the 21st century.
Our STEAM-based curriculum overlays art and
design thinking on STEM programs to make them
more approachable and to encourage more
innovative thinking.
We aim to demonstrate evidence of an applied
learning process, to preserve the creative genius
of our youth, and to reduce barriers to access and
interest in the STEM fields.
We’ve chosen to start in our community—working
with neighboring schools and inner city kids. We
partner with more than 20 organizations in the
Kansas City area.

“

“

For more information on our calendar of programs and how we work, please visit:

The American imperative is to dramatically grow
the creativity-intensive proportion of the economy
in order to rebuild economic mobility
into the engines of the system.
—Roger Martin, Academic Director
Rotman’s Martin Prosperity Institute

“

“

Megan Krtek: Gould Evans Communications Specialist
megan.krtek@gouldevans.com; 816.701.5422
Contact for press inquiries

OUTCOMES & EVIDENCE

Our progress as a nation can be no swifter
than our progress in education.
—John F. Kennedy

“

STEAM Studio, located in the loft of
Gould Evans’ architectural studio, frees
students from the constraints of the traditional
classroom, promotes movement and stimulates
creativity, and keeps them engaged. Students
credit the "anti-classroom" environment with
their increased willingness to ask questions
and participate in discussions.

Personalized Learning »

STEAM Studio celebrates the individual
learning styles and interests of each student
affording them freedom in how they choose to
explore and solve their projects.

Active Learning »

STEAM Studio's project-based, collaborative
approach naturally fosters engagement. In
active learning spaces, teachers see fewer
behavioral issues.

School Relationships »

STEAM Studio participants demonstrate
enhanced personal and school relationships.
Our only rule: Respect One Another.

“

Students [in STEAM Studio] don’t
fall into their typical school peer
groups. Some kids work with a
group at STEAM Studio that they
never ever hang out with at school.
—Laine Eichenlaub, STEAM Studio Coach

WHAT STUDENTS ARE SAYING
ABOUT STEAM STUDIO:

76%
86%
94%

Have applied design thinking to
outside challenges…

Say it makes them excited about learning…

Feel it is a safe place to explore
new ideas and take risks…

The difference of the physical
environment is huge…in a real,
working architect’s office! The kids
really get it! It’s like the thrill they
get when they go in the Teacher’s
Lounge—they think it’s super cool
being in an adult realm.
—Laine Eichenlaub, STEAM Studio Coach

DISCOVERY

INTERPRETATION

IDEATION

EXPERIMENTATION

EVOLUTION

STEAM Studio programming has expanded to
include teacher training, a critical component
to the adoption of Design Thinking for schools
that are interested in change.

MARKET DELIVERY

Community Advocacy »
I have a
challenge.
How do I
approach it?

I learned
something.
How do I
interpret it?

I see an
opportunity.
What do
I create?

I have an
idea.
How do I
build it?

I tried
something.
How do I
evolve it?

STEAM Studio is embedded in the local
education culture and passionate about
community advocacy for impactful changes
in education.

I have
something.
How can I
sell it?

Design Thinking »

RESEARCH-BASED EVIDENCE
There is clear evidence that interest-based
interventions (personalization) can promote
robust learning outcomes—such as transfer
and accelerated future learning. (9)
Physical activity in the classroom improves
attendance rates, classroom behavior,
cognitive development, test scores, and
overall academic performance. (6)
The relationships children develop and
maintain in school have been associated
with their academic competence. (1)
Evidence supports that peer acceptance
and general levels of social competence are
linked to performance in math, reading,
and language. (3)

STEAM Studio’s entire teaching process is
centered on the principles of Design Thinking:
how to use creativity to solve problems.

Metacognitive Skills »

The use of the Design Thinking process in
STEAM Studio has demonstrated positive
impacts on students’ awareness and
understanding of their own thought processes,
building their metacognitive skills.

Intrinsic Motivation »

Choice is a big part of the culture at STEAM
Studio. Encouraging students to choose topics
they are passionate about unlocks powerful
learning potential.

Creative Confidence »

Studies by NASA have indicated that creative
behavior declines sharply as a result of more
schooling into adulthood. STEAM Studio helps
students worry less about right/wrong answers,
reclaim creativity, and develop confidence in
their problem-solving skills.

Percentage of
creative geniuses

—Jane Sullivan, Principal
St. Agnes Catholic School

12%
2%
10

15

Age

Source: NASA's creativity test

Metacognitive Skills are highly impactful
in the learning process:
8x more than teaching assistants or mentoring
4x more than summer school or extended days
2.5x more than reduced class size
2x more than phonics or digital learning
1.6x more than collaborative learning (2)

Intrinsic Motivation significantly and
positively predicts GPA. This positive
relationship exists both in class and on
standardized tests. (4)

Adult

October 2016 marked the STEAM Studio
sponsored screening of "Most Likely To
Succeed"—a documentary about High Tech
High and inspiration for innovative change in
education. Attendees were eager to seek out
additional resources to share back to their
home schools and businesses.

“

This film brought the idea home
regarding the imperative to affect
our school's current education
approach. I'd love to share it with
my school's leadership team as
they make long-range decisions
amidst a renovation planning
effort at our school!
— Film Screening Attendee
Most Likely To Succeed

—Aubony Chalfant, Program Facilitator
HALO Foundation

30%

5

There is evidence that Design Thinking
skills are not merely extras, but can in fact
aide students in core subject areas as well
as building cognitive and social skills. (5)

STEAM Studio helps our kids shift
from survival mode to planning
mode. The activities they're exposed
to have opened their eyes to
something new they could make a
career out of.

98%

We have a 7th grade student—
very smart, but he was flunking.
At STEAM Studio this student is
excelling! He was a leader for the
first time, helping his fellow students
figure out what he already had.

RESEARCH-BASED EVIDENCE

We are grateful to all our partners that have made STEAM Studio a success in its first two years!
And we would like to thank those who graciously offered to share their personal and professional
insights for this publication.
To make a financial contribution to STEAM Studio please visit: steam-studio.com

Empowering Teachers »

The six phases of the Design Thinking process:

Source: Design Thinking for Educators, 2nd Edition, updated by STEAM Studio

“

Environment »

3

ACKNOWLEDGMENTS

How is STEAM Studio influencing
the way education is
being delivered?

“

TEACHERS ARE IN AGREEMENT
ABOUT STEAM STUDIO:

100%
100%
100%

Say it has positively impacted
students' metacognitive skills…

Say it is positively impacting students'
success and academic performance…

“

—Kaevan Tavakolinia, Enrichment Coach
St. Paul’s Episcopal Day School

Raytown Schools
Rockhurst High School
Rockhurst University
St. Agnes Catholic School
St. Elizabeth's School
St. Michael's School
St. Paul's School
St. Teresa's Academy
The Plaza Academy
Visitation Catholic School

Board of Advisors »

Mandi Sonnenberg, Matt Gunter, Hank Stratemeier, Greg Sullivan, Ethan Whitehill, Eric Dirks,
Mike Sinatra, Erica Downing, and David Reid

STEAM Studio has taught me how
to make the learning student-driven
vs. teacher-driven which can be an
unnerving experience at first. It has
inspired me to take more risks.
—Shannon Reel, 5th Grade Teacher

REFERENCES

RESEARCH-BASED EVIDENCE
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Teacher empowerment affects
pedagogical quality and student
academic performance. (8)

2.
3.

65% of today's grade school students
will end up in jobs that haven't been
invented yet. (7)

The students’ work at STEAM
Studio isn’t complete when the bell
rings—they can work on projects
all semester. This builds ownership
and persistence, while allowing time
to experiment, fail, and start over.
These factors really motivate them
to take on challenging projects that
they’re passionate about.

School Partners »

Academie Del Ninos Charter School
Boy Scouts of America
Cristo Rey Kansas City High School
Crossroads Academy
Gordon Parks Charter School
Grandview Schools
HALO Foundation
Holy Cross Catholic School
Lee's Summit Schools
Nativity Parish School
Our Lady of Hope

Say they now use Design Thinking
in their classroom…

4.
5.

I've seen a lot of students who
didn't think they liked math, but
when applied to architecture, when
given relevance, they suddenly
developed a passion for math!
I see this across age levels.

“

2

How is STEAM Studio having
a lasting impact on
students’ success?

“

1

How do the space and teaching methods
in STEAM Studio support increased
academic performance?

—Laine Eichenlaub, STEAM Studio Coach
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