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STEAM PaWhZa\V: AVVeVViQg Whe IPSacW Rf EQYiUROXWiRQ'V CaUeeU QXeVW RQ RegiRQaO
IQQRYaWiRQ EcRV\VWePV

Career QXesW is an earl\ Zorkforce deYelopmenW program designed Wo assisW sWXdenWs from 4Wh Wo
12Wh grade in e[ploring and bXilding a career in STEAM (Science, Technolog\, Engineering,
ArWs, and MaWhemaWics) and sXsWainabiliW\ fields. OXr program aims Wo help sWXdenWs idenWif\ a
clear career paWh, ZheWher iW is acqXiring Whe necessar\ skills Wo enWer Whe Zorkforce direcWl\ afWer
gradXaWion or choosing a major for fXrWher sWXd\ aW higher edXcaWion insWiWXWions. ThroXgh a
blend of hands-on learning, menWorship, and Wailored edXcaWional paWhZa\s, Career QXesW
empoZers \oXng learners Wo make informed decisions aboXW Wheir fXWXre careers in rapidl\
eYolYing indXsWries.

PURgUaP LiWeUaWXUe ReYieZ

Career QXesW is a collaboraWiYe program based on
edXcaWion, commXniW\ impacW, sWXdenW oXWreach,
and Zorkforce deYelopmenW. This program
creaWes an immersiYe e[perience for sWXdenWs in
grades 4-12 Wo e[plore local bXsinesses WhroXgh
edXcaWional WoXrs, learn from STEAM
professionals aboXW Wheir joXrne\, e[amine Whe
bXsiness¶s mission in acWion, and engage in
edXcaWional hands-on acWiYiWies.

The Value of Science Field Trips

The sWXd\ b\ BehrendW and Franklin (2014)
Xnderscores Whe edXcaWional YalXe of science field
Wrips, highlighWing Wheir role in fosWering sWXdenW
inWeresW, XndersWanding, and engagemenW in
science. While Whe docXmenW proYides
comprehensiYe insighWs inWo Whe pedagogical
benefiWs of sXch e[perienWial learning
opporWXniWies, iW does noW specificall\ enXmeraWe

sWaWisWical findings regarding Whe oXWcomes of Whese edXcaWional inWerYenWions. InsWead, Whe focXs
is on qXaliWaWiYe assessmenWs of Wheir impacW on science liWerac\ and sWXdenW moWiYaWion,
emphasi]ing Whe imporWance of inWegraWing field Wrips ZiWh cXrricXlar objecWiYes and Whe need for
effecWiYe Weacher preparaWion Wo ma[imi]e learning benefiWs (BehrendW & Franklin, 2014).
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Design-Based Learning

E[amining Wheir sWXd\, Keane and Keane (2021) delYe inWo Whe efficac\ of a Wransdisciplinar\
approach WhaW melds Science, Technolog\, Engineering, ArW, and MaWh (STEAM) WhroXgh Whe
lens of design-based learning. This approach is posiWed Wo noW onl\ bridge Whe gap beWZeen
WradiWional STEM disciplines and arW bXW also Wo significanWl\ enrich Whe edXcaWional landscape b\
fosWering an enYironmenW Zhere creaWiYiW\, innoYaWion, and digiWal flXenc\ WhriYe. The sWXd\
shoZcases hoZ inWegraWing arWisWic and design principles ZiWhin STEM cXrricXla can bolsWer
sWXdenWs' engagemenW, XndersWanding, and moWiYaWion, eqXipping Whem ZiWh Whe criWical Whinking
and problem-solYing skills essenWial for naYigaWing Whe comple[iWies of Whe modern Zorld.
ThroXgh design-based learning, sWXdenWs are encoXraged Wo appl\ Wheir knoZledge in addressing
real-Zorld issXes, Whereb\ enhancing Wheir preparedness for Whe challenges and opporWXniWies of
an increasingl\ inWerconnecWed global socieW\ (Keane & Keane, 2021).

Building Career Awareness

Career aZareness in sWXdenWs
begins Wo be formall\ addressed aW
YarioXs sWages WhroXghoXW Wheir
edXcaWional joXrne\. According Wo
Gracida (2019), iW is crXcial Wo
sWarW inWegraWing college and career
aZareness cXrricXla aW each grade
leYel in elemenWar\ schools Wo
prepare sWXdenWs adeqXaWel\ for
Wheir fXWXre career paWhs. MoYing
inWo middle school, WaWkins
(1992) emphasi]es Whe imporWance
of career edXcaWion, specificall\
career aZareness and e[ploraWion,
Wo help sWXdenWs XndersWand Whe
Zide arra\ of aYailable career
opWions and Wheir personal
inWeresWs. B\ Whe Wime sWXdenWs
reach high school, inWerYenWions
like Whe one condXcWed b\
Woodcock and Herman (1978),
Zhich focXsed on WenWh-grade
girls, demonsWraWe Whe
effecWiYeness of WargeWed career
deYelopmenW programs. Their
sWXd\ reYealed WhaW sXch

inWerYenWions can significanWl\ enhance career aZareness, indicaWing Whe posiWiYe impacWs of
sWrXcWXred career gXidance dXring adolescence. TogeWher, Whese sWXdies adYocaWe for a progressiYe
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approach Wo career edXcaWion, spanning from elemenWar\ WhroXgh Wo high school, Wo effecWiYel\
bXild sWXdenWs' career readiness oYer Wime.

Developing an Understanding of Occupations.

According Wo HoZard and Walsh (2011), children sWarW Wo deYelop an XndersWanding of differenW
occXpaWions and Wheir socieWal roles as earl\ as ages 3 Wo 5. B\ Whe Wime Whe\ reach Whe ages of 9 Wo
13, Whe\ begin Wo demonsWraWe more concreWe ideas aboXW careers and hoZ edXcaWion relaWes Wo
fXWXre job opporWXniWies, as noWed b\ AXger, BlackhXrsW, and Wahl (2005). This period is crXcial
for career deYelopmenW inWerYenWions, as sWXdenWs' aspiraWions can be significanWl\ inflXenced b\
Whe informaWion and gXidance Whe\ receiYe.

Stages of Career Development

Gin]berg eW al. (1951) proposed a Wheor\ of career deYelopmenW WhaW inclXdes Whree sWages:
fanWas\, WenWaWiYe, and realisWic, Zhich occXr from earl\ childhood WhroXgh adolescence.
According Wo Whis Wheor\, Whe fanWas\ sWage occXrs Xp XnWil aboXW age 11, dXring Zhich children¶s
career aspiraWions are noW limiWed b\ Wheir XndersWanding of job reqXiremenWs or necessar\
edXcaWion. DXring Whe WenWaWiYe sWage, Zhich spans from ages 11 Wo 17, children sWarW Wo consider
Wheir inWeresWs and abiliWies in relaWion Wo careers, sXggesWing WhaW Zhile \oXnger children ma\
Whink aboXW careers, Wheir ideas are more aboXW e[ploraWion and less aboXW making informed
decisions. Research b\ HelZig (2003) also sXpporWs Whe idea WhaW children¶s career aspiraWions are
inflXenced b\ Wheir XndersWanding of Whe Zork Zorld, Zhich eYolYes ZiWh age and cogniWiYe
deYelopmenW. B\ middle childhood, man\ sWXdenWs haYe alread\ begXn Wo align Wheir inWeresWs
ZiWh poWenWial careers, alWhoXgh Whese ideas ma\ conWinXe Wo change and deYelop WhroXghoXW
adolescence.

DefiQiWiRQ Rf Whe CaUeeU QXeVW PURgUaP

Career QXesW is a forZard-Whinking earl\ Zorkforce deYelopmenW iniWiaWiYe WargeWing sWXdenWs in
grades 4-12, focXsed on cXlWiYaWing fXWXre careers in STEAM (Science, Technolog\, Engineering,
ArWs, and MaWhemaWics) and sXsWainabiliW\. The program assisWs sWXdenWs in deYeloping a career
mission sWaWemenW and mapping oXW a clear career paWh. For Whose Xnable Wo pXrsXe higher
edXcaWion, Career QXesW proYides opporWXniWies Wo capWXre and hone job skills direcWl\ releYanW Wo
Whe Zorkforce. AlWernaWiYel\, for sWXdenWs planning Wo aWWend college or XniYersiW\, Whe program
helps in consWrXcWing a deWailed career map WhaW aligns ZiWh Wheir edXcaWional goals.

AdYaQWageV Rf CaUeeU QXeVW:

1. ReaO-Life ASSOicaWiRQ Rf STEAM CRQceSWV: SWXdenWs haYe Whe opporWXniW\ Wo obserYe
and reflecW on STEAM concepWs WhroXgh real-life applicaWions dXring bXsiness WoXrs. This
e[posXre helps Whem XndersWand hoZ WheoreWical knoZledge is applied in pracWical
seWWings, enhancing Wheir learning e[perience and appreciaWion for sXsWainabiliW\ in
bXsiness operaWions.
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2. EQgagePeQW iQ HaQdV-OQ AcWiYiWieV: Each YisiW inclXdes a hands-on acWiYiW\ designed
specificall\ Wo deYelop skills needed aW WhaW parWicXlar bXsiness. This Wailored approach
ensXres WhaW sWXdenWs noW onl\ learn aboXW specific job fXncWions bXW also acqXire essenWial
skills WhaW Zill be beneficial in Wheir fXWXre career endeaYors.

PURgUaP¶V ObjecWiYeV

The objecWiYes of Whe Career QXesW program are designed Wo proYide a comprehensiYe foXndaWion
for sWXdenWs inWeresWed in STEAM and sXsWainabiliW\ careers, focXsing on boWh immediaWe job
readiness and long-Werm career planning. Here are Whe main objecWiYes of Whe program:

1. CaUeeU E[SORUaWiRQ: InWrodXce sWXdenWs Wo a YarieW\ of careers in STEAM and
sXsWainabiliW\ Wo help Whem XndersWand differenW roles and Whe skills reqXired in Whese
fields.

2. SkiOO DeYeORSPeQW: EqXip sWXdenWs ZiWh pracWical skills necessar\ for Whe Zorkforce,
especiall\ Whose Zho mighW enWer direcWl\ afWer high school, as Zell as skills WhaW are
fXndamenWal for academic adYancemenW in higher edXcaWion.

3. CaUeeU POaQQiQg: AssisW sWXdenWs in deYeloping a clear career mission sWaWemenW and a
sWraWegic career map, ZheWher Wheir paWh inclXdes immediaWe emplo\menW afWer gradXaWion
or pXrsXing fXrWher edXcaWion aW a college or XniYersiW\.

PURgUaP BackgURXQd

Career QXesW, faciliWaWed b\ EnYirolXWion, serYes as a d\namic bridge connecWing sWXdenWs Wo Whe
eYolYing fields of STEAM (Science, Technolog\, Engineering, ArWs, and MaWhemaWics) and
sXsWainabiliW\. In 2022-2023, Career QXesW has engaged 1,482 sWXdenWs across 26 schools in nine
disWricWs, proYiding a WoWal of 2,946.75 career deYelopmenW hoXrs. The program has sXccessfXll\
collaboraWed ZiWh 21 bXsinesses, inclXding indXsWr\ gianWs like Tesla and Apple, offering sWXdenWs
a firsWhand look aW YarioXs STEAM roles and Whe reqXired skill seWs. A WoWal of 18 STEAM
professionals haYe parWicipaWed as gXesW speakers, enriching Whe sWXdenW e[perience ZiWh diYerse
perspecWiYes and e[perWise.

This program is noW jXsW aboXW e[posXre; iW's aboXW creaWing meaningfXl connecWions WhaW eqXip
sWXdenWs for Whe fXWXre. Career QXesW's approach combines in-person and YirWXal eYenWs, ensXring
accessibiliW\ and broad reach. This adapWabiliW\ has alloZed Whe program Wo WhriYe eYen in a
rapidl\ changing edXcaWional landscape.

Since iWs incepWion, Career QXesW has reached 77 schools across 17 disWricWs, impacWing 4,954
sWXdenWs. ThroXgh 178 meWicXloXsl\ planned eYenWs, Whese sWXdenWs haYe accXmXlaWed oYer
8,558.75 hoXrs of career deYelopmenW, shoZcasing Whe program's comprehensiYe commiWmenW Wo
nXrWXring Whe Zorkforce of WomorroZ.

Looking forZard, EnYirolXWion plans Wo e[pand Career QXesW b\ adding neZ bXsiness
collaboraWions and enhancing schedXling s\sWems Wo sWreamline eYenW coordinaWion. These
enhancemenWs aim Wo improYe Whe effecWiYeness and efficienc\ of Whe program, fXrWher
empoZering sWXdenWs and simplif\ing Whe parWicipaWion process for all sWakeholders.
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PURgUaP HighOighWV

AfWer jXsW one YisiW Wo Whe Career QXesW program,

- A remarkable 38.9% of sWXdenWs reporWed a sWrong inWeresW in pXrsXing careers in Science
and Technolog\. This enWhXsiasm e[Wends across Whe STEAM specWrXm, ZiWh 16.7% of
sWXdenWs e[pressing inWeresW in boWh Engineering and ArWs, respecWiYel\.

- InWeresW in MaWhemaWics careers saZ a 5.6% increase posW-YisiW, Xnderscoring Whe
program's effecWiYeness in engaging sWXdenWs ZiWh Whe fXll breadWh of STEAM disciplines.

- An increase in commiWWing Wo sXsWainabiliW\ in dail\ life from 67% Wo 72% afWer one YisiW
(Career QXesW Dashboard, n.d).

The PedagRg\ Rf SXcceVV

The pedagog\ of sXccess, as implemenWed b\ EnYirolXWion, sWraWegicall\ connecWs learning ZiWh
real-Zorld applicaWions WhroXgh Whe Career QXesW iniWiaWiYe. This approach faciliWaWes direcW
inWeracWion beWZeen parWicipanWs and leading companies like Tesla, Apple, and Panasonic. Career
QXesW eYenWs offer parWicipanWs hands-on e[periences in professional enYironmenWs, enhancing
Wheir XndersWanding of STEAM applicaWions and proYiding YalXable neWZorking opporWXniWies.
This meWhod noW onl\ enriches learning bXW also empoZers parWicipanWs Wo inflXence STEM
inWegraWion ZiWhin Wheir commXniWies, sXpporWing conWinXoXs engagemenW and professional
groZWh WhroXgh an inWeracWiYe ZebsiWe. This inWegraWion of pracWical applicaWion and commXniW\
inYolYemenW e[emplifies Whe pedagog\ of sXccess, making learning impacWfXl and releYanW.

TabOe 1: CaUeeU QXeVW EYeQWV b\ YeaU

AcadePic YeaU NXPbeU Rf BXViQeVVeV NXPbeU Rf EYeQWV NXPbeU Rf SchRROV NXPbeU Rf SWXdeQWV
2022-2023 21 56 26 1,482
2021-2022 15 41 21 1,103
2020-2021 13 36 14 905
2019-2020 1 23 16 835
2018-2019 1 22 16 629

CRQcOXViRQ

Assessing Whe ImpacW of EnYirolXWion's Career QXesW demonsWraWes hoZ Whe Career QXesW
program enhances STEAM edXcaWion and Zorkforce preparedness for sWXdenWs from 4Wh Wo 12Wh
grade. ThroXgh edXcaWional WoXrs, menWorship, and hands-on acWiYiWies, Career QXesW significanWl\
boosWs sWXdenWs' inWeresW and engagemenW in STEAM fields, aligning Wheir edXcaWional pXrsXiWs
ZiWh fXWXre career paWhs. The inWegraWion of pracWical e[periences ZiWh academic learning,
highlighWed b\ Whe program's sXccess in increasing inWeresW in YarioXs STEAM disciplines,
e[emplifies Whe effecWiYeness of real-Zorld applicaWions in edXcaWion. This approach noW onl\
enriches sWXdenWs' learning e[periences bXW also prepares Whem Wo meeW fXWXre challenges, making
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EnYirolXWion's Career QXesW a YalXable model for fosWering regional innoYaWion and deYeloping a
skilled fXWXre Zorkforce.
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