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About Our School
Justice St. Academy Charter is a School for Advanced Studies (SAS) high-performing LAUSD afﬁliated charter school located
in West Hills, CA. Our school enrolls children who live within our school boundaries as well as non-resident students selected
from our charter lottery. Justice Street serves students from TK through 5th grade and is a California Distinguished and Gold
Ribbon Award School. During the 2017-2018 school year, 390 students attended Justice, which includes 37% Caucasian,
39% Hispanic, 7% Asian, 3% African-American, and 4% Filipino students. Approximately 33% of our students are
socio-economically disadvantaged, 2% are English Learners, and 9% are Students with Disabilities. Our gifted and talented
population of 11% exceeds the District’s average of 6%.
Justice St. Academy integrates prompts of depth and complexity within the Common Core Standards to nurture student
interests, develop advanced critical thinking, and cultivate problem solving skills. Our students excel in the arts and thrive with
the support of music, theater, visual arts, and dance specialists at our school. Justice Street houses an Art Studio that allows
students to explore and develop their artistic abilities and connect to learning across disciplines. Justice Street Academy’s
STEAM Lab has fostered our students’ interests in project-based learning and has provided an enriching hands-on experience
for our school since 2014. Additionally, our multimedia lab empowers scholars to integrate technology across the curriculum
and increase the mindset of global awareness that is part of Global Digital Citizenship.

About Our STEAM Program
The STEAM program at Justice Street Academy Charter is
designed to create a community of 21st century student
leaders, problem solvers, and critical thinkers. Lessons are
examined through a STEAM lens; students will be able to
evaluate a situation, identify a major issue or phenomenon,
hypothesize, test and analyze, reﬂect and reﬁne their thinking.
When applying STEAM, students integrate all parts of the
engineering system to guide their thinking. Students identify
multiple solutions to real world scenarios and demonstrate
global digital citizenship.

I. Vision

Vision- Schoolwide
At Justice Street Academy, students participate in innovative and
challenging programs aligned to the standards, which encourage them
to explore their talents, achieve academic success, and demonstrate
their knowledge in a variety of meaningful ways.
Our vision is to create cross-curricular classroom experiences that
engage students through inquiry, exploration, analysis and revision.
Learning is differentiated to meet the needs of all learners and to foster
students’ unique talents. Every student brings their strength and
diversity to authentic tasks.
The JUSTICE vision was created as a joint effort with input from all
stakeholders. Our vision is articulated and displayed throughout our
campus and is used to guide our school’s instructional decisions to
support the needs of our diverse learners.
We strive to cultivate knowledgeable, respectful and caring individuals
with a strong work ethic and the 21st century skills necessary to
become positive, contributing members of society. All stakeholders
work diligently as a school family to create a safe, supportive
environment that fosters learning and personal growth.

Vision - Schoolwide Gallery

Students are empowered learners
that collaborate, consider multiple
perspectives, and demonstrate
empathy. At our Student Council
meetings, students discuss the
JUSTICE vision and organize events
with this vision in mind.

All stakeholders: students, teachers,
administrators, parents, guardians,
staff, and partners work together to
promote our JUSTICE vision! Our
community comes together annually to
promote teamwork and understanding
of one another for the Great Kindness
Challenge.

Justice Street was honored in 2014 as
a California Gold Ribbon School by the
California State Board of Education.
This recognition was based on many
factors including our signature
practice, standardized test scores, and
school culture.

Vision- Schoolwide Gallery

Our vision drives our decisions and
instructional programs. Our school
received the Barona Grant delivered by
Councilman Jessie Gabriel, which added
additional STEAM resources to our
school library.

Creative and innovative design solutions
foster student creativity, personal growth,
and problem solving skills.

Our STEAM vision is displayed
throughout campus for all to see and
inspire our commitment to this
mindset.

Vision- Classroom
Student-centered classroom environments support student engagement
in STEAM inquiries. TK - 5th grade teachers implement the STEAM vision
on a daily basis with ﬁdelity. Instructional design addresses key elements
such as research-based pedagogy, integrated content, inquiry based
learning, collaboration, creativity, critical thinking, and assessment.
Students have multiple pathways for learning and demonstration of
content mastery. Teachers provide optimal classroom environments to
allow exploration utilizing multiple modalities. Flexible seating options
provide versatility and modiﬁability, enhance project-based and
cooperative learning, build excitement, increase time on task, and
encourage academic risk taking. According to the California Department
of Education, “...children have a developmental need for movement, and
ﬂexible school furniture allows students to shift position, rock, rotate, and
roll.”

Vision- Classroom Gallery

Students develop 21st century skills.
They research, create, and collaborate
using a variety of programs such as
code.org, Google Classroom,
ChatterPix, Scratch, Swift Playground,
and FlipGrid. We are committed to
increasing the number of devices
available to students by applying for
grants, Donors Choose projects, and
allocating funding sources.

Classroom environments and lesson plans
are designed to support our STEAM
vision, collaborative learning, exploration,
and communication. Teachers create
purposeful groupings of students based
on learning styles and data analysis.
Learning is exciting and students are
actively engaged.

Students collaborate, problem solve,
and learn from one another. They
take charge of their own learning
and demonstrate their
understanding in different ways.
Scholarly traits are strengthened
when students consider the
perspectives of their peers.

Vision - Classroom Gallery

Flexible seating allows
students to easily choose to
work collaboratively in pairs,
small group, or whole class.
The comfortable learning
space also creates a sense of
novelty; thereby, increasing
motivation for students.

Classrooms have elastic bands called
“Fidget Feet” and wobble stools, and
wobble cushions to allow for
movement, increased focus and time
on task.

Flexible seating allows students to work
in a space where they feel most
comfortable and focused. TK students
work in small groups to complete
performance tasks.

Vision - Students
Students understand and can articulate the meaning and importance of our
school’s vision. They help to formulate the interpretation of our vision and
provide feedback for our overall decision-making. Their input is valued and
helps to drive instructional decisions, such as assemblies and ﬁeld trips.
Students evaluate a situation, identify a problem, hypothesize, test and
analyze, reﬂect and improve. Students work with purposeful groupings to
come up with multiple solutions and engage in the inquiry process. When
applying STEAM, all parts of the engineering system are integrated to guide
their thinking. Collaboration is key when solving the problem. Students
identify that technology can be anything that helps our society work better
and that engineering is creating and building. Multiple solutions to real world
scenarios are generated and students participate in a well-rounded program
built upon CCCS, NGSS, and ISTE standards. After reﬂecting on their work,
students provide feedback and take ownership of their learning. Through
this cycle of analysis and reﬂection, students provide teachers with valuable
information to assist in the planning of future, purposeful instruction.

Vision - Student Gallery

Students work in purposeful
groups to collaborate,
engineer, and demonstrate
their understanding of the
inquiry process. They are
empowered through the
varied experiences and
formulate their own opinions
about the direction of our
STEAM program.

Weekly, monthly and trimester awards
are given to students who exemplify our
JUSTICE vision and Pyramid of Success.
Students are celebrated in front of their
peers and parents at our weekly Jaguar
Spirit Assemblies.

Students engage in critical thinking,
communication and teamwork to design, plan,
and successfully build roller coasters. Through
this high-interest group investigation, students
apply real-world problem solving strategies.
Groups analyze the success of various roller
coasters and hypothesize about the variables
that enhance one design over another.

Vision - Stakeholder
Stakeholders actively participate in school decision making and are
integral to the implementation of our school’s vision.
All stakeholders, teachers, staff, administration, community members,
parents, volunteers, and students, were involved in the creation of our
vision, and our vision is communicated to them regularly. Stakeholders
reﬂect upon outcomes with a growth mindset. Data collected is used to
adjust our course, thinking or practice, and to build capacity. For
students, this includes examining the outcome of their investigations
and adjusting based on the data collected. Teachers use outcomes to
drive instruction and disaggregate data for all subgroups to ensure
mastery of essential skills for all students.
Our community recognizes that all students can learn and nurtures
students’ individual gifts and talents. STEAM projects support and
develop this view. We appreciate the diversity of all stakeholders and
value what can be learned from sharing various viewpoints and
experiences.

Stakeholders work together and provide input
to develop our JUSTICE vision. PTA creates a
weekly JAG communication folder to
communicate important messages and our
vision to all stakeholders.

Vision - Stakeholder
Governance Council was involved in deﬁning our JUSTICE vision.
Here, Principal Hernandez Morrison shares our STEAM digital portfolio
with the Council and gets stakeholder input and feedback.

Vision- Stakeholders Gallery

Stakeholder groups work together to ensure
that students achieve their personal best. The
countless hours that our parents, community
members and volunteers work on and off of
our campus is a testament to their
commitment to our STEAM vision and to
enrich our programs. Their efforts directly
support STEAM instruction and provide
resources to enhance our programs.

Parent volunteers work with small groups to support instruction
and STEAM activities. The parents assist and even guide the
students in these STEAM projects.

II. Steam Culture

STEAM Mindset
Justice Street Academy Charter students are engaged in
independent study, a planned research inquiry process that is
self-directed, analyzed from the perspective of the
disciplinarian, facilitated by the teacher and focused on real
world phenomenon that promotes learner agency and
provides opportunities for productive struggle. Students take
on leadership roles to collaborate and innovate using multiple
modalities. Students learn that there are multiple paths to
problem solve and communicate their results.
Projects begin with a problem with multiple constraints and
challenges. Students ask questions, create a plan using
inquiry, research, and evaluate evidence in order to identify
and design solutions. Recognizing that there are multiple
pathways, sparks curiosity, creativity, and exploration.
Students explain their design solutions and analyze data.

STEAM Mindset Gallery
Students collaborated to
create a plan to create and
build volcanoes and
simulate an eruption after
researching landforms in
California. They applied
their learning from the
perspective of a geologist.

Students demonstrated
perseverance and productive
struggle by completing multiple
tasks. They used their STEAM
Mindset to work together,
spark a natural curiosity for
learning, and were successful
in their results.

Growth Mindset
A growth mindset encourages students to thrive when faced
with adversity. Justice St. Academy’s fosters an environment of
continual growth and positivity as students learn to take risks
and meet challenges head on, embracing the productive
struggle. Students are rewarded daily, weekly, monthly,
quarterly, and yearly for demonstrating perseverance and using
a growth mindset. Through this process, they build
self-awareness, character, and academic perseverance.

.

Harper for Kids Pyramid of Success
All stakeholders encourage students to embrace challenges, learn
from feedback, and grow from mistakes. By partnering with Harper
for Kids, students are taught the twelve building blocks of UCLA
Coach Wooden’s Pyramid of Success and learn to embrace a mindset
of continual growth. Each month a building block is highlighted and
students earn awards for Character Traits of the Month starting with
Hard Work and Enthusiasm in September, and ending with Personal
Best in May.

Growth Mindset Gallery

1st grade students write about their
own growth mindset to show what they
can and cannot do just yet.

4th grade students are discussing and
analyzing famous failure quotes to learn
about how we can all learn from
mistakes and keep a growth mindset!

Students are shown receiving a
monthly character award aligned
with Coach Wooden’s Pyramid of
Success. Each month a different
building block of the pyramid is
highlighted to demonstrate each
student’s personal best. Each class
also recognizes a student for
achieving Personal Success each
trimester.

Growth Mindset Gallery

Our growth mindset is evident in various school-wide projects such as our Dot
Art collaborative artwork. Students read the book The Dot; then explored and
created a project visually demonstrating that their ‘mark’ is an important piece of
the whole. Students learn that one aspect of creativity is that you are allowed to
make mistakes and conﬁdence grows with this perspective.

Growth Mindset Gallery

Student Council members wrote, performed, and
recorded a 21st century message to share with Justice
students. Their public service announcement
encouraged students to “Start with Hello,” be inclusive,
and appreciate diversity of students. In sharing this
video, the students demonstrated their leadership,
communication, technology, and creative skills while
encouraging their peers to embrace a growth mindset
and show empathy towards others.

Learner Agency
Creating an environment where all students have a say in the
direction, content and assessment of their learning builds a
genuine sense of enthusiasm as students take ownership,
explore their interests, and generate ideas. Students become
independent thinkers and problem solvers as they direct their
learning, explore, share ideas, analyze outcomes, reﬁne
solutions and stay motivated to overcome obstacles. Students
are actively engaged and gain real-world skills that prepare
them for college and career.
Students utilize Google Applications and Schoology to share
learning and manage materials and activities at their own pace.
Learner agency is also demonstrated in the variety of student
outcomes, artifacts, and work product. Teachers establish a
learning environment where students are equipped to take
charge and teachers facilitate their learning. Teachers take
inventory of student interests and modalities of learning to
inform differentiation and further students’ abilities to own
their learning. The classroom environment equips students for
life and work in the 21st century.

Students created artwork demonstrating
that an “oops” moment can be turned into
something meaningful.

Learner Agency Gallery

2nd grade students studied the phenomenon of density
through inquiry based learning about states of matter. The
STEAM project required students to make boats out of apples,
toothpicks, and paper. The students in the video are
explaining what they need to do in order to adjust their boat
design to make it ﬂoat. Students are taking charge of their
learning as they decide what they should try next based on
their observations and conversations with their peers.

Students are able to share their projects and
their work through a variety of ways. Using
digital platforms, such as ChatterPix, allows
students to share their explanations and
learning through QR codes and expands their
learning to include 21st century skills.

Learner Agency Gallery

Student-centered and directed activities allow scholars to actively engage in the inquiry
cycle. Students take ownership of their learning through tiered activities that are aligned
to their modalities of learning and personal interest.

Family Education
As a STEAM School, all stakeholders are encouraged to
volunteer and take an active role in STEAM activities.
We are fortunate that many Justice parents participate
routinely in school activities, which enhances our
students school experience immeasurably. We work
closely with families to familiarize them with our
programs, capitalize on their talents for the beneﬁts of
our students, and give them the tools to best support
their children’s learning.

Stakeholders participate in the
PTA Reﬂections Art Competition

Family Education Gallery

A parent representative maintains
Justice Street’s Instagram and Facebook
accounts, uploading information for the
parents and local community. The PTA
uses 21st century platforms to educate
parents and engage the community with
ongoing STEAM activities at the school
and local community. This encourages
parents to extend their child’s learning
at home.

Family/Community Events
Our school hosted a STEAM day in order to get families
involved with doing STEAM. All stakeholders were
involved in planning, leading, participating in the fun
events. Events such as our PTA meetings, Pyramid of
Success Awards, Art Docents, and Governance Council
involve all stakeholders to join together each month to
educate and involve everyone in STEAM based activities
and education.
Stakeholders are encouraged to attend local STEAM
events held in our community such as STEAM events
from local middle and high schools, our local library,
Kaiser Permanente Hospital, and nearby engineering
companies such as NASA’s Jet Propulsion Laboratory
and Aerojet Rocketdyne Laboratory.

Community members, parents,
and students are seen here
planting in our school’s
Butterﬂy Garden as part of a
STEAM beautiﬁcation project.

Family/Community Events Gallery

Parents helped to coordinate STEAM Day activities for our students. The parents
collaborated with teachers to prepare the event, explain the stations, and facilitate
student exploration and learning. 5th grade students broadened their problem
solving skills while participating in engaging and exciting STEAM activities!

Family/Community Events Gallery

Families are involved on a daily basis. They plan, lead
and participate in events such as dine-out nights, food
drives, dances, weekly art club that meets during lunch,
and so much more. Our Parent Teacher Association
(PTA) holds meetings on campus to discuss school
business and coordinate family and community events.

After learning about ﬁre safety, the 4th and
5th grade classes met with local ﬁreﬁghters at
the school. The ﬁre engine was brought on
campus and a student directed exploration
ensued. They examined and asked probing
questions of the ﬁreﬁghters about what to do
in a ﬁre, who to call, and how to check smoke
alarms.

III. Infrastructure

Infrastructure - Administration
The Justice climate encourages and supports collaboration. Each year,
our school writes a waiver to adjust the bell schedule to allow for
teacher collaboration every Tuesday, which exceeds the District’s
requirement. Professional development agendas are ﬂexible and allow
time for grade levels to share best practices. Common planning time is
used to examine data, identify students’ needs, plan differentiated
instruction to address those needs, share best practices and to provide
professional learning opportunities.
Additionally, our PTA raises funds to support our psychomotor program,
which allows for additional weekly common planning time that is used
for lesson planning, examination of data, training, reﬂection, and
school-wide planning. Teachers and administrators collaborate to
develop and evolve protocols for instruction and the school
environment. Our Intervention Coordinator and Instructional Coach
works with each grade level during this time to examine data, support
best practices, and assist in planning differentiated instruction that
meets students’ diverse needs and ensures access for all.

Our Justice teachers and
administrators are a
family of educators.

Resources

At Justice Street budget and culture are designed to ensure each teacher has the resources to create
and maintain a STEAM culture. We have a STEAM Lab, Art Lab, and Computer Lab.

Resources - Gallery

Chromebooks, iMacs or ipads
can be found within each
classroom. 5th grade has 1:1
Chromebooks.

Our STEAM lab has funds allocated for
STEAM projects and last year each
grade level had funds allocated in
collaborative planning to select
supplemental STEAM
resources/interdisciplinary units.
Students here are utilizing the STEAM
lab for an engineering STEAM lab.

Students can be seen
utilizing ipads and
headsets to differentiate
and target instruction.

Schedules
Justice Street administrators, teachers, support staff, and
parents implement schedules that support the STEAM
culture and provide time for meaningful collaboration
between stakeholders, examination of data, and curriculum
development. Administrators work to provide planning time
and allocate funds for professional learning and conference
attendance for the staff throughout the year.
Banked Tuesdays provide time each week for sharing best
practices, planning, and meeting as a school. Support staff
help to support learning in our STEAM and Computer Labs.
Parents are trained as Art Docents and work in
collaboration with teachers to enhance the integration of
the arts across disciplines in our newly revamped Art
Studio. Schedules are created to ensure that students have
access to STEAM programs year round. The entire Justice
community comes together to support our STEAM goals.

Schedules Gallery

Schedules are developed so all students
have access to the arts. Students
culminate their semester of Theater with a
play. Plays were performed for the student
body and parents as well.

The computer lab is open for all grade
levels. 4th grade classes share
Chromebooks 1:2 and 5th grade is 1:1 with
Chromebooks. Art, theater, music, and
dance are scheduled throughout the year.

The Art Studio is available for
art docent lessons as well as
teacher use. There is a
calendar which ﬁlls up
quickly with requested time
and demonstrates our
commitment to arts
integration.

Accessibility
Our school utilizes purposeful grouping to form academies
and provide data driven small group instruction across all
grade levels. Instruction is differentiated to provide
intervention and enrichment and maximize student learning.
Teachers prepare lessons that incorporate project-based,
hands-on activities and use of multiple modalities to ensure
access for all learners. Digital and online resources provide
students with individualized learning paths that help them
realize their full potential.
Students are provided with opportunities to make choices
about their learning. They have access to ﬂexible seating,
use of manipulatives, and work within multi-ability
groupings.

In this 1st grade class, a small group of
students works collaboratively on the
carpet while another group hones their
math skills on their iPads.

Accessibility Gallery

Teachers provide small group
instruction in based on data to review
instruction, provide intervention
strategies, and offer enrichment.
Students collaborate with one another
during this time to share ideas.

Students work in small groups on
needed skills. Instruction is
differentiated to provide scaffolds and
offer enrichment. Targeted instruction
allows students to reach their potential
and take ownership of their learning.

Students are utilizing sentence
starters to complete a writing
about their weekend. “This
weekend I…” Students also draw
pictures to match their writing
which provides another
modality to express themselves.

Professional Learning Session
Justice Street makes professional learning a priority. Our Administration
often brings activities to our staff meetings to allow teachers to learn by
doing. STEM & More program provides an instructor on-site to deliver
standards aligned STEAM projects to our students and build teachers’
capacity for implementing additional activities. Throughout the year, STEM &
More not only facilitates projects with our students, but assists in ensuring
students are mastering NGSS standards. Mad Science and Parker Anderson
enrichment classes are offered to students throughout the year.
The video shows 5th grade students building robots in our Stem & More
class. Both students and teachers were thinking like engineers while
learning about robotics in the classroom.

Professional Learning Session Gallery

Teachers participate in STEAM professional development trainings throughout the year.
Providing hands on training gives the teachers experience in conducting STEAM lessons to do
in the classroom. Working together as a staff also fosters communication across grade levels as
to how best to facilitate students’ learning and meet individual needs.

IV. Instruction and
Essential Skills

STEAM Content Integration
Grade level teams design lessons around major issues or
phenomenon. STEAM disciplines are utilized along with
other content areas to support student exploration and
understanding of the issues at hand. By incorporating
STEAM across the disciplines, students become active
learners and gain a deeper understanding of the content.
Students utilize skills and concepts learned across
disciplines within the central ideas of STEAM.

Students create shelters from materials found on
the yard to reenact a scene from the novel
Hatchet when the main character creates a
shelter after crash landing in a forest. The
students problem solve and collaborate to build a
sturdy shelter that will protect Brian.

STEAM Content Integration

1st grade students
completed a STEAM
LEGO lesson that
taught them all about
design, engineering,
and science.
Kindergarten students
experienced an interdisciplinary
unit on apples. Here they are
experimenting with baking
soda and vinegar to create
unique pieces of art.

Students learned about Thanksgiving traditions, which included the
Thanksgiving Day Parade. Students were challenged to create a
balloon ﬂoat that is able to stand. They researched, read, measured,
and designed unique ﬂoats that were paraded around the school.

Inquiry Based Learning
Teachers design inquiry based learning experiences
through the use of diverse curriculum enriched with a
variety of hands-on materials and experiences. Justice
Street has a strong science program that presents
project-based learning across our TK-5th grade campus.
Students are able to investigate a problem and contemplate
possible solutions. Students are expected to develop their
writing skills to report on their ﬁndings and describe
connections across the disciplines. By having a strong
foundation in science, teachers create impactful lessons to
nurture student inquiry. Each year, 5th grade students
participate in a Science Fair where they choose a topic to
investigate and present to the community.
4th grade students are learning about the
rock cycle and erosion by shaking sugar
cubes in a plastic container to see what
will happen.

Inquiry-Based Gallery
During inquiry-based
learning, students are
expected to form a
hypothesis on what will
happen. In order to test
their theory, they perform
the experiment to observe
what happens. The
conclusions they draw are
based on what they
experience and their prior
knowledge.

We live around the San
Andreas Fault and students
often ask, “Why do
earthquakes cause so much
damage and why does the
damage seem random?”
Students used graham
crackers and moved them
to recreate a transverse,
divergent, and convergent
fault to ﬁnd the answers.

Research-Based Pedagogy
Teachers at Justice Street develop
lessons involving real-world problems
and challenges. Students are engaged in
solving math problems that happen in
everyday life, for example funding and
running their own fall festival. Real-world
problems are brought to life, which
provides students with the opportunity to
devise real-world solutions test and put
them to the test. Third-grade students
designed and created paper airplanes
and then put them to the test.

Research-Based Pedagogy Gallery

Students gather research based on real life experiences. Field trips are an important way
students can gather new information and extend their learning beyond the classroom.
Students visit places such as NASA Jet Propulsion Laboratory, Discovery Cube, Moorpark
Zoo, Sepulveda Basin, The Getty Museum, and Rainbow Harbor.

Assessments
Teachers use multiple measures as integrated indicators of
success in STEAM. Throughout the year, teachers use
grade-level universal screeners and ongoing formative and
summative assessments to evaluate student progress, drive
instruction, and determine mastery in the areas of
fundamental reading skills, language arts, math, science
and ELD. Screeners may be used more frequently to
monitor progress for targeted student populations and
students not meeting benchmarks. Teachers track student
progress toward benchmarks using Schoology, a learning
management system. Students can articulate their learning
goals and explain their personal process of persevering to
achieve mastery. There are multiple pathways for students
to show mastery and demonstrate their learning.

.

Digital platforms, such as Benchmark Online
Assessments and Lexia Core Reading, help students to
see their growth and address conceptual challenges.
Teachers use this data in lesson planning, to identify
small groups, and address conceptual misconceptions.
Learning targets are created to monitor students’
progress throughout the year and goals for the students
are established with their individual needs in mind.

Assessment Gallery

With Benchmark Online, students
can see their results after taking an
online assessment and view their
progress. The students can review
questions and identify mistakes to
help them reach their goals!

Rubrics for STEAM activities help
teachers and students to
understand the overall goal.
Students are expected to
collaborate, use their creativity to
solve a problem, and explain their
learning.

Teachers collaborate in grade-level
meetings and examine data for
high-risk students, targeted student
populations in language arts and
math. Grade levels use universal
screeners and assessments for all
students to check for mastery, plan
instruction and provide intervention
and enrichment.

Critical Thinking
Critical thinking is an important part of our STEAM vision. Students use their
critical thinking skills to inspire their learning. They have many opportunities
to work with a variety of primary resources to help them analyze, evaluate
and develop solutions. Students present their arguments and cite evidence
to support their ideas.
Teachers are trained to incorporate the Icons of Depth and Complexity to
develop students’ ability to dig deeper into concepts, understand with
greater complexity and develop higher-order thinking skills. This is an area
of focus for ongoing professional development.
Our 4th and 5th grade student council members were posed
with a problem of too many clothes going to landﬁlls. The
students determined that organizing a Clothing Drive to
recycle clothes would be one solution to this problem. They
engaged the school community to donate clothes they no
longer needed and promoted the project with posters and
ﬂyers. Ultimately, over 200 bags of clothing were collected for
recycling. Reducing the impact on our landﬁlls.

Critical Thinking Gallery

Students actively use Sandra Kaplan’s
depth and complexity icons to facilitate
their understanding of various topics.
Here students are citing text evidence
and examining material through a
variety of perspectives.

Our Student Council partnered
with PTA to design a canned food
drive, which is a solution to serve
families in need within our
community.

Students in 2nd grade use pantomime to
show three scenes of a fairytale. Students
analyzed a known story, chose three unique
scenes, examined multiple perspectives to
demonstrate the emotions of each
character. The audience analyzed the
scenes to determine which fairytale it was.

Collaboration
Students engage in activities designed to foster collaboration on a
daily basis. Groups are purposefully created based on data.
Heterogeneous and homogeneous groupings are created with a
speciﬁc purpose in mind and to support access for all students.
Group sizes and individual roles within the group ﬂuctuate to
maximize effectiveness and student outcomes.
In the top photo, 2nd grade students can be seen working
collaboratively in groups to develop the tallest tower out of index
cards and paper clips. Then they were asked to build the strongest
structure out of index cards and paper clips. The students relied on
collaboration and communication as they revised their designs and
relayed their ideas to one another to achieve their objective. In the
bottom photo, 5th grade students work together to build an
enclosed structure for a snowman.

Collaboration Gallery

After learning about gravity, students
collaborate to design, build, and test a
roller coaster. Groups were able to see if
their design worked and learn by observing
the outcomes of other groups.

4th grade students collaborate to build
the tallest and most stable structure out
of spaghetti and marshmallows.
Working together, they ﬁnd solutions to
problems they encounter as a team and
develop real-world skills.

Creativity
Fostering and encouraging creativity allows students to
identify a variety of solutions to problems they encounter.
Open ended learning experiences provide students with
the tools necessary to identify creative, innovative
solutions. Students use their own ideas to help spark their
imagination, form a plan, and support a position.
By sharing ideas, working collaboratively, and
experiencing diverse solutions to a problem, students see
that there are many ways to approach a problem and that
there are multiple pathways to a solution.

Creativity Gallery

Students are encouraged to be creative and use creativity to share
their ideas. 5th grade students created this music video to share with
the school and showcase their love of music and dance. Students
work with Take the Stage Arts on theatrical productions, and put
their creative talents to use both on stage and behind the curtains.
These creative outlets give students many diverse ways to shine!

Communication
Students are provided with many opportunities to share their
STEAM ideas in the classroom and to the community using a
variety of methods. In addition to traditional classroom
presentations, students also use digital platforms, such as
ChatterPix, Google Classroom, iMovie, SeeSaw, and Notability, to
share their STEAM projects using 21st century skills. They write
scripts and essays, record audio and video, use QR codes, share
links, and publish work through online platforms. This allows
students to share their ideas with a variety of audiences using a
various forms of communication and different media. Many
learning experiences are collaborative, which allows scaffolding of
students’ learning and enhances development of written and oral
communication skills.

Above: Collaborative
oral presentation
Below: Second grade
digital book report

Communication Gallery

Students share their ideas with classmates in a variety
of ways. Students are pictured in a Restorative Justice
community circle to check-in with one another. Within
the community circle, students have a safe place to talk
and share their feelings and ideas.

5th grade students are
learning about density
through an experiment with
sugar and water. The
students are explaining
what is happening and how
they can make the colors on
top of the other.

A student in TK shares
her knowledge of the number 16
by communicating accurately and
persuasively within her small
group.

Problem Solving
Students are encouraged daily to ﬁnd solutions to
challenges they encounter. All stakeholders encourage
students to persevere and take action to design an
outcome for STEAM learning. Students contemplate
STEAM problems and scenarios and are guided through
the process of gathering information, generating possible
solutions, testing and reﬁning their ideas. Ultimately
outcomes are determined by the course students choose
to take.
Students experiment using the scientiﬁc method. Each
year, our 5th grade students hold a Science Fair where
they identify a question, research, hypothesize, design an
experiment, and test their hypothesis.

Students
experiment and
design in our
STEAM Lab.

5th Grade
Science Fair

Problem Solving Gallery

An important aspect of
experimentation is when students
reﬂect on the results. Through this
process students are able to adjust
their thinking and generate a deeper
understanding of concepts.

Students problem solve how to
build a race car track using
everyday supplies to test speed
and velocity.

Students develop critical thinking skills
as they evaluate possible solutions using
design thinking to create “a perch” for a
poof ball to sit on top of without support.

Data Literacy
Students use data to support their ideas or revise their
thinking after examining trends within an activity.
Students’ ﬁndings are based on their observations and
the data collected. Students record numerical data and/or
describe their observations. The data collected is used to
support understanding of concepts.
In order to practice gathering data to explain results,
students are given opportunities to see data from
different experiments and draw their own data-based
conclusions.

On this CAST practice test, 5th grade
students are given data that they graph to
arrive at a conclusion supported by the
data.

Data Literacy Gallery

4th grade students record data from an
experiment on weather. Students conduct
the experiment several times, record their
results, and draw a conclusion based on
the data collected..

2nd grade students record data from a Skittles
experiment on states of matter. Students
graphed how many of each color skittle was
used and observed how the colors of the
Skittles melted into liquid.

Digital Literacy
Students at Justice Street beneﬁt from instructional
practices that empower students to seek answers to
questions in a variety of ways. Students use technology
to build understanding, investigate concepts, extend
their learning, and to create.
Students learn about digital literacy beginning in TK.
Instruction is designed to empower students to seek
answers using various student-friendly, online platforms
such as Google Drive and Docs to create and share
documents, Ducksters to search, and CS-First to begin
coding. 5th Grade students created word art combining
their knowledge of language arts and digital literacy to
design masterpieces.

Digital Literacy Gallery

Students practice their digital literacy
skills through engaging lessons that
incorporate technology. Students
demonstrate their learning digitally
and show off their creativity, while
honing real-world, 21st century skills.

2nd and 4th grade students are
engaged in lessons on coding.

Digital Citizenship
Students at Justice Street engage in discussion about
appropriate and ethical behavior. Teachers use a variety
of lessons to prepare and teach students about digital
citizenship. Students understand the importance of their
digital footprint in their community and the world. In
order to share their projects and activities, students
need to understand that anyone can access what they
publish online. After learning about digital citizenship,
students sign an agreement to be safe, responsible, and
respectful in their use of technology.

Digital Citizenship Gallery

Common Sense Education is the curriculum
teachers have access to that provides
students with lessons on Digital Citizenship.
Each grade-level has its own lessons that is
provided in this free curriculum.

Students at Justice are taught how to be
digital citizens at the beginning of the year.
4th grade teachers collaborated to created
this powerpoint presentation for the
students who have access to Chromebooks
daily.

V. Partnerships

Community Partnerships
Community partnerships include the West Hills
Neighborhood Council, Donors Choose, Xplosive Fit, Parker
Anderson Enrichment Programs, Mad Science, Chess Club,
Sky High Dance, Take the Stage Arts Program, Rocky Peak,
Girl Scouts, Boy Scouts and the Good News Club. Their
commitment to our students provides valuable experiences,
opportunities, and enrichment for our students.
The community partnerships with
Xplosive Fit brings dynamic
experiences to our students that are
aligned to our JUSTICE vision. Our has
school is committed to the prevention
of bullying and building empathy.

Community Partnerships Gallery

School leaders help students achieve their personal best by promoting the
wellness of every student through the Harper for Kids Foundation. The
partnership brings Zoom conferences to our students where successful
athletes, actors, and entrepreneurs share their personal experiences and
highlight the ways that the blocks of the Pyramid of Success inspire them to
achieve their goals.

Students build conﬁdence and ﬁnd a passion
for acting through community programs, such
as Take the Stage Arts. Through the integration
of the arts with the core curriculum, students
are able to make connections across disciplines
and further apply our STEAM mindset.

Community Partnership Gallery

Partnerships with Girl Scouts and Boy Scouts have continued to yield student leadership
opportunities. With their help, former students have been able to create and fund
projects to update our kindergarten playground, build shelves in our emergency bins,
beautify our campus, and create a sensory path. These projects have been instrumental
to giving back to our school and connecting our community with our students.
Additionally, they directly relate to interdisciplinary subjects taught in the classroom.

STEAM Learning Through Community
Based Projects
At Justice Street, students participate in STEAM activities
through community based projects. 3rd grade partners with
Malibu Lagoon Museum to introduce students to biological
diversity and environmental pollution. Justice Street has also
partnered with another local school, Chaminade College
Preparatory in hosting a STEAM night.
Justice Street partners with parents who work in STEAM ﬁelds
to teach students about real world applications of STEAM
through hands on models and experiments. Here students had
hands on experience with how solar energy can power
everything from cars and could solve the problem of relying on
fossil fuels for energy.

STEAM Learning Through Community
Based Projects Gallery

Student Council members facilitated a tapigami activity at Family
STEAM Night. Using only tape, they explained how to create unique
art masterpieces and how to work collaboratively making sculpture
and art formation accessible to all.

STEAM Learning Through Community
Based Projects Gallery

Families were invited to attend STEAM Night led and planned by the teachers and
administrators. The students were able to share all about STEAM with their parents. They
communicated how they can solve problems with a growth mindset and using their critical
thinking skills. Real life application was evident throughout each of the workshops.

