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STEM education is a cohesive interdisciplinary approach to learning where
academic concepts across disciplines are coupled with real-world lessons
to develop student STEM literacy. STEM education, however, faces a
challenge due to the disconnect between innovation and design, which
are critical elements to help communities face 21st-century global
challenges. The Education Research and Outreach Lab (EROL) at the
Donald Danforth Plant Science Center (DDPSC) aims to inspire the next
generation of plant scientists through STEAM+Ag (Science, Technology,

Engineering, Art, Math, and Agriculture) initiatives. Our ITEST project Creativity, collaboration, and science communication Productive Failure

examined how urban and rural high school students benefited from
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*** Three students acknowledged that the module helped them reinforce their interest in non-STEAM careers.
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