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Smithsonian
STEAM Readers

Grades 3-5

Inspire curiosity, perseverance, and wonder about the world!

Empower students to become independent learners and problem solvers, and

engage them with high-interest readers that build literacy while fostering creativity
and innovation.

Management Guide
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» Students will immerse themselves in all aspects of STEAM - science, technology,
engineering, the arts, and mathematics, and will engage in the engineering design
process to solve problems.

» Students will learn about and experience examples of failure and persistence that lead
to successful designs and innovation.

» Students will develop an appreciation of the power of perseverance, helping them see
their true potential and how they can change the world around them.

Each kit includes:
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Books
Captivate students with rich text and vibrant images.

» Multiple reading levels
wonde,
(€ .

» 15titles, 6 copies of each
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Digital Resources

Extend the reading experience and build digital literacy.
» Interactiv-eBooks

» Professional audio recordings

» Student reproducibles

Culminating Activity

Challenge students to apply what they've learned in a
Culminating Activity to solve real-world problems.

© 2019 Smithsonian Institution. The name “Smithsonian” and the Smithsonian
logo are registered trademarks owned by the Smithsonian Institution.
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“The information in the Management Guide is well
laid out and provides strong evidence and reasons
why teachers would want to incorporate Smithsonian
STEAM Readers in their curriculum...The 5E model
facilitates teaching the lessons over a period of time...
The format for all of the readers [and lesson plans]
is very organized and easy for a teacher to follow
and implement.”

—Tamieka Grizzle, Ed.D.

K-5 STEM Lab Teacher

———— Date__

" Frog Catchi
: ng Test Resuly
e :

. Make a Plan Materials each tog,
TAmphibia Directions: Summarize the ch Yesorno. Then,
: Summarize the challenge on the fines, Br .,

Rescue | two designs. Circleyour favort, - " """ BANSEr ideas and sketch

M used. Mark re.
k results of e
answer the questions, © "

Materials Did the
tool catch
both frags?

Yes/No

,,,,,,,,,,,,,,,,,,, Yes/No

YesiNo

Yes/No

Yes/No

YesiNo

tool you think was masy

Suecessful,

What ideas wi

! ool to el you use from g

your own?

Lessons

Strengthen content-area
literacy, critical thinking, and
problem-solving skills.
» Standards-based lesson plans
» STEAM challenges that inspire
students to be makers as
they design, build, test, and
improve solutions

é:::% Smithsonian
STEAM Readers

ology © Engineering © Arts @ Mathematics

Management Guide
Integrate STEAM education into
literacy instruction.

» Research based

» Includes differentiation tips,
standards correlations, and
additional support

Science ® Techn

Define the
Problem

Research and
Brainstorm

Reflect and Share

Management Guide
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Grade 3

GR Levels Q-W - Lexile® 600L-700L
Reading Levels 3.0-3.9 « Interest Grade Levels 2-5

e 5& * Each kit includes:
ﬁ&t??altc‘g‘; N %::} Smithsonian Agggésign » Books—15 titles, 6 copies each
A, R » Lessons that strengthen content-area literacy skills and provide
STEAMKReaders activities that support hands-on, minds-on learning

i » Management Guide

» A Culminating Activity that challenges students to apply what
they've learned about the engineering design process

» Digital Resources including Interactiv-eBooks, professional
audio recordings, and student reproducibles

é':g gmithsonian
STEAM Readers
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Integrating STEAM and Literacy Instruction
The readers highlight components of STEAM—science, technology, engineering,
the arts, and mathematics.

The direction of Hight polarization j
matches the polarization of fhiesun ight,
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TECHNOLOGY ~

Gimbal

Scientists needed to find a way to keep

instruments steady on moving ships. They

turned to gimbals. A gimbalis a set of rings

in which an object can be mounted. Each ring
ivots on its own. The object is mounted to the

ENGINEERING

| h
GO, Boat’ Go! enter ring by a center axis. Each outer ring
Like GPS, different instruments have s mounted to another by two axis points. The
been made to tell sailors where they are imbals pivot, but the obie eady.

and where to go. But sailors still n
to be able to make their boats move. e
Engineers design boats using basic tg 3 W

Some boats have sails, so wind can p Mapplng_ the _ay
them. Some have motors or enginesf A common navigation tool is a map.
Some even have paddle wheels. For most of bigtory, maps were drawn

MATHEMATICS ...\ oty

sually made by
. ay, they are now
Measuring Degrees ot
One degree of latitude is 111 kilometers
(69 miles). To use a sextant, angles are compared
to tables with degrees of latitude. Without the
B oa tereck B tables, location would remain a mystery.

Title ISBN Price
Complete Kit 978-1-4938-6628-1 $799.99
Add-on Pack

(1 of each title; 15 books total) 978-1-4258-2661-1 $137.99
6-packs with lesson plans (See ISBNs on next page.) $43.99 ea
School Site License

Includes 15 Interactiv-eBooks 978-1-4938-6736-3 $3,200.00

for school-wide use

4 © 2019 Smithsonian Institution. The name “Smithsonian” and the Smithsonian
logo are registered trademarks owned by the Smithsonian Institution.



* Raising ¥Am h. )
Cloud P ibian
Leopards Rescue

Raising Clouded Amphibian Rescue Restoring Muddy Makmg a Mummy Navigating at Sea Saving Culture

Leopards 978-1-4938-6785-1 Creek 978-1-4938-6787-5 978-1-4938-6788-2 from Disaster
978-1-4938-6784-4 978-1-4938-6786-8 978-1-4938-6789-9
oy __._ I
* Underwater » * Taking Photos J* Helping
,Tram.l;\g S Ilust iom Space |l People;See
ﬁ B - e
e -
Underwater Training Botanical lllustration The Wright Brothers Taking Photos Helping People See From Grass to Bridge
978-1-4938-6790-5 978-1-4938-6791-2 978-1-4938-6792-9 from Space 978-1-4938-6794-3 978-1-4938-6795-0

978-1-4938-6793-6

* Mapping
Mil-léy»Wav

Predicting Mapping the Milky Blue Crab Comeback
Earthquakes Way 978-1-4938-6798-1
978-1-4938-6796-7 978-1-4938-6797-4

Making a Mummy

Teacher Created Materials | www.tcmpub.com | 800-858-7339 5
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Grade 4

Reading Levels 4.0-4.9
Interest Grade Levels 3-6

Each kit includes:

» Books—15 titles, 6 copies each

» Lessons that strengthen content-area literacy skills and provide
activities that support hands-on, minds-on learning.

» Management Guide

» A Culminating Activity that challenges students to apply what
they've learned about the engineering design process.

» Digital Resources including Interactiv-eBooks, professional
audio recordings, and student reproducibles.
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« Technology o Engincering = Art o Mathematic

A Focus on Engineering

Through hands-on STEAM activities, students engage in the engineering
design process to design, test, and improve solutions.

STEAM Education and the Makers Movement,

:‘he Engmeering Design Process
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Define the
Problem (

Understand the
problem or need

fine the
D roblem

Define the
Problem

Understand the problem

Research and /

presented in a J Brainstorm
) ornecdpr Res
challenge. Identify Gather information Ersmsrand
constraints and criteria Gather intormaton
that relates to the thit rcaes 0 the
for success. chal
challenge. Generate /
- / creative ideas for

Research and Brainstorm

What questions do you have? Where
can you find answers? Brainstorm and
research ideas for a solution.

potential solutions.

> Ny,

Reflect

and Share Design 1 an
Reflect on successes and and Build C A Design and Build
failures throughout the Develop a detailed mmunity- Sketch your design. What se will
_ 4 problem 1 or in your 0" A etch your design. at purpose wi
process. Communicate design plan. Follow F:X\:‘e‘,h\m\i\\ 3;;::,’3}:1?0:;@ evice for your cach part serve? What materials will
results to others. the plan fo create a ‘,e(r\\dcas for solut _— work best? Build your team design.
solution. oo Constraints: What £ o materials

1 time, SPACE>

i How much 8
avel
do you'h dot
J  your design &
nust§ 2

Criteria: What MU YR e

J/ e tere any parts it

Test and Improve

How will you test your design? What
data will you record? Now, test your
design. Ask for feedback. How can you
improve your design? Then, modify
your design and try again.

Test and
Improve

Evaluate the solution.
Modify the design to
make improvements
and evaluate the new
solution.

Reflect and Share

Plan and make a presentation about
your device. Present to an audience.
What did you learn?

Title ISBN Price
Complete Kit 978-1-4938-6629-8 $799.99
Add-on Pack

(1 of each title; 15 books total) 978-1-4258-2662-8 $137.99
6-packs with lesson plans (See ISBNs on next page.) $43.99 ea
School Site License

Includes 15 Interactiv-eBooks 978-1-4938-6737-0 $3,200.00

for school-wide use

6 © 2019 Smithsonian Institution. The name “Smithsonian” and the Smithsonian
logo are registered trademarks owned by the Smithsonian Institution.
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Designing Butterfly
Exhibits
978-1-4938-6799-8

Rebuilding the Body
978-1-4938-6805-6

* Exploting

Volcanlc

Aclwlly

Exploring Volcanic
Activity
978-1-4938-6811-7

Organic Farming
978-1-4938-6800-1

* Mmakins MOVies
"Technicolor

Making Movies
in Technicolor
978-1-4938-6806-3

» Trackmg a

ST@RM

Tracking a Storm
978-1-4938-6812-4

* The Culture of * Conserving an

Calgndars

The Culture of
Calendars
978-1-4938-6803-2

Powered by Steam
978-1-4938-6802-5

Saving the Arctic
978-1-4938-6801-8

Conserving an
Aircraft
978-1-4938-6804-9

el .

Shuttle :

i Selling More * Thig [vnlntmn nf

Snacl%

Electric Vehicles
978-1-4938-6810-0

The Evolution of
Space Suits
978-1-4938-6808-7

Selling More Snacks
978-1-4938-6807-0

Designing a Shuttle
978-1-4938-6809-4

* 5

The Science of Waves
and Surfboards
978-1-4938-6813-1

The Science of Waves and Surfboards

Teacher Created Materials | www.tcmpub.com | 800-858-7339



Smithsonian STEAM Readers

sTEam oo

CHALLENGE

é:,? gmithsonian
STEAM Readers

e Tt

Grade 5

Reading Levels 5.0-5.9
Interest Grade Levels 4-7

: : : Each kit includes:
"Q {:} Smithsonian » Books—15 titles, 6 copies each
\\

: d ; » Lessons that strengthen content-area literacy skills and provide
STEAM Reael's | activities that support hands-on, minds-on learning.

» Management Guide
» A Culminating Activity that challenges students to apply what
they've learned about the engineering design process.

» Digital Resources including Interactiv-eBooks, professional
audio recordings, and student reproducibles.

A Balanced Instructional Approach

Merge literacy instruction with STEAM concepts and the 5E instructional model.

STEAM Education and the Makers Movement ..,

The SE Model Connecting the Engineering
‘The BSCS SE Instructional Model describes five phases  D€Sign Process and

of learning that follow the constructivist learning. the SE Model
Sy e i o sy toicee oo Ko STEAN st STEAM Standards...,
The SEs include engage,explore, explain, elaborate, both the engineering design process and the BSCS SE.

and evaluate, Each of these phases of earning Instructional Model. This table includes a description
l students on
Ibjectives to prior knowledge and alternate
F new knowledge.

ch section of the

on Section(s) and Activities

Bt e s " STEAM Education and the Makers Movement

e e o by e e STEAM STEM has become a common educational
Jus in the lesson by revealing the STE over the past decade. Creativity is another
uding the constraints and criteria il J
thinkers helped to launch the STEAM movement,
as well as the Makers Movement. “The A is where
STEAM and making intersect. It s at this intersection
where student en tsoars” (Maslyk 2016, 10).
Blending arts principles with STEM disciplines
prepares students to be problem-solvers, creative:

lab ful risk-takers. Even Likewi 1 helps students understand how
students who don't choose a career in a STEM or concepts are connected as they gain proficiency in the
STEAM field will benefit because these skills can be Four Cs: creativity,collaboration, critical thinking, and
translated into almost any career. communication.

FOSNﬁng Co nt-A e q ually considered the task.

Rodger W. Bybee (2013, 64) summarizes what is
s
 of actual learning. It is only then that

expected of students as they join the workforce:

g and After Reading Activities

fthe reader and
STEAM and Literacy ) in which lteracy can be cultivated and n for the challenge.
content area (or five if you want to be precise) in W AEN IS/ ¢ nation. As
STEAM isane content e (e aring hat s aning momentur acos th nation, s
ey el intive, STEAM m!ani‘l‘:\fer‘:‘r; higs o A SRR
1 At i the integraion of science, technology,en  the ars and mathemart
agree that STEAM e e tudents mustlea how to question explore 404 A2
dm’w\mvm"umzw "With these skills wellin hand, students undcmz;nd \S‘L E b
natural phenomena. WA : hependent learners and problem solvers. Goals
i are empowered to become indepen e e leatite

This series i d in STEAM ed

STEAM Content

915 national text STEAM Challenges
explore engineering innovations and
Solutions to real-world problems, collaboration,crtical thinking,

highlighting h STEAM and communication skills o find
ing and summative purposes component (science, technology, solutions.

engincering, arts, and math) applics.

prompt students to use creativity,

o] -]

R

lo—Smithsonian Readers: STEAM

LT el

Content and Images
inspire curiosity, perseverance,
and wonder about the world.

© Teacher Created Materials
28939 Smithsonian Readers: STEAM.

Title ISBN Price
Complete Kit 978-1-4938-6630-4 $799.99
Add-on Pack

(1 of each title; 15 books total) 978-1-4258-2663-5 $137.99

6-packs with lesson plans (See ISBNs on next page.) $43.99 ea
School Site License

Includes 15 Interactiv-eBooks 978-1-4938-6738-7 $3,200.00
for school-wide use

8 © 2019 Smithsonian Institution. The name “Smithsonian” and the Smithsonian
logo are registered trademarks owned by the Smithsonian Institution.



Function and Beauty

gingMigratoy

Birds
B

Saving a Species
978-1-4938-6814-8

Lifeina Cube Saving Migratory
978-1-4938-6815-5 Birds
978-1-4938-6816-2

lor-Changing

Cephalopods

Color-Changing
Cephalopods
978-1-4938-6822-3

Living and Working
in Space
978-1-4938-6820-9

Making Music
with Magnets
978-1-4938-6821-6

Plant Invaders
978-1-4938-6827-8

Guided by Stars
978-1-4938-6826-1

Making an Ocean
Ecosystem
978-1-4938-6828-5

Dlggmg Up Dinosaurs Inka Terraces
978-1-4938-6817-9 978-1-4938-6818-6

Designing National
Parks
978-1-4938-6819-3

DINAS
Edison

ighting a Revolution

The Art and Science
of Skateboarding
978-1-4938-6825-4

Thomas Edison: The Science of Glass
Lighting a Revolution 978-1-4938-6824-7
978-1-4938-6823-0

The Incredible Inka

Inka Terraces

Teacher Created Materials | www.tcmpub.com | 800-858-7339



Extend the Reading Experience

Interactiv-eBooks immerse students in the content
and build digital literacy.

Embedded
audio allows

students to hear
examples of

fluent reading.

Bolded words
indicate content
vocabulary with
definitions in the
Glossary.

L ] - % .
L] PP
‘ Meet Clouded Leopards SCIENCE
What do scientists know about clouded leopards? They are
small for a “big” cat. They weigh between 11 and 23 kilograms
(25 and 50 pounds). Their appearance gives clues about how
they live. They have long tails and short legs compared to
other wild cats. These traits give them good balance so they
can climb trees,

Open Wide

C ed leop

have hinged jaws that allow
t 0 100-degree angl
That's four times wider than humar
allows clouded leopards to eat larger animals.

Recording tools help
students practice
fluency and allow
teachers to assess

fluency.

Clouded leopards also have big paws with sharp claws.
Their pads are flexible, and their rear ankles turn backward.
These traits help them grip branches so they can climb down
a tree headfirst!

ol N
i) clouded leopard 3

Special Sounds : ’ A\ yawning

ions roar and house cats purr. Clouded leopards do

er. Instead, they growl, hiss, and chuff. Why do

ent cat species make different sounds? Differences in

nes and shape of a cat’s throat change the sounds it ?

Embedded videos
increase student
engagement.

ake. -

Text-to-speech
highlighting supports
struggling readers.

pads 0;1 a clouded
~ " leopard paw

Digital annotation
tools support close

reading and build
comprehension
skills.

1 o © 2019 Smithsonian Institution. The name “Smithsonian” and the Smithsonian
logo are registered trademarks owned by the Smithsonian Institution.



Professional Development

Our professional development options embed
best practices with hands-on applications.

STEAM topics include:

Actlve

P Integrating

» Integrating STEAM Across the L
Content Areas SE - : J4 - ggﬂ}gg
» Discovering Science through nquury -Based] V’ S ACTOSS

Content

Inquiry-Based Learning SQBEM@E

» Active Learning in the
Content Areas Qq QQ CD S
» Getting to the Heart of Teaching e Bl i
Problem Solving

Lisa Donovan
Lovise Pascale

Supporting professional resources available at www.tcmpub.com.

Delivery Options

Onsite Professional Development

Workshops

You pick the topic and we provide engaging
training for small groups or your entire staff.

In-Service/Product Launch

We'll help you to effectively implement your
Teacher Created Materials products to maximize
your investment.

Ongoing Coaching

Our ongoing coaching support is targeted to
specific professional learning goals and designed
to keep educators on the path to success.

Motivate and energize your staff with powerful
presentations from our well-known authors
and experts.

Our most cost-effective and flexible option,
webinars are a great tool to sustain learning and
are especially beneficial for schools struggling to
get staff together.

-

Scheduling

Simply call (800) 858-7339 or email workshops@tcmpub.com to plan and schedule your next
professional development. Or visit us online at www.tcmpub.com/professional-development to
learn more about our topics, presenters, and delivery options.

Teacher Created Materials | www.tcmpub.com | 800-858-7339 1 1
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PUBLISHING

Dept. STEAM18
5301 Oceanus Drive
Huntington Beach, CA 92649

Customer Code

STEAM18

B3149

“This opportunity to design, fail, redesign,
and improve helps learners build a set of
invaluable life skills. It is so exciting to see
students developing and refining these
skills over time. These young students will
be the people who change the world as
we know it. It is our job to provide them
with the skills to do so!”

—Sally Creel, Ed.D.
STEM & Innovation Supervisor
Professional Development Consultant

€I§ Smithsonian
STEAM Readers

The difference between science and the )
arts is not that they are different sides
of the same coin...or even different parts
of the same continuum, but rather, they
are manifestations of the same thing....
The arts and sciences are avatars of
human creativity.

— Dr. Mae Jemison, astronaut, engineer,
entrepreneur, physician, and educator

« Technology © Engineering @ Arts o Mather
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