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The vision of the National Girls

Collaborative Project is to support and 

create STEM experiences that are as 

diverse as the world we live in.

NGCP Vision

The Genius of Play and STEAM



Connect + Create + Collaborate

Increase our collective impact

by strengthening organizational

effectiveness and enhancing our

fiscal sustainability.

Build and sustain a network

of advocates to provide equitable 

and inclusive STEM 

opportunities.

Catalyze equity in STEM

from research to practice by

providing actionable knowledge 

that transforms the STEM 

experience.
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Our Goals

The Genius of Play and STEAM



• Network Partnerships

• IF/THEN Collection

• FabFems

• Youth Advisory Board

• State Leadership Teams

NGCP Activities

The Genius of Play and STEAM



National Webinars

The Genius of Play and STEAM

• Offered monthly on topics to help our networks grow and thrive

• Speakers include educators, researchers, authors, and diverse STEM 

professionals

• Sign up: https://www.ngcproject.org/events-announcements

https://www.ngcproject.org/events-announcements


NGCP Newsletter

The Genius of Play and STEAM

• National in-person and online events

• STEM resources for engaging girls and youth, 

professional development opportunities for 

educators, and opportunities for youth

• Research and reports related to STEM and 

equity, informal STEM education and learning

• NGCP updates and events, including 

webinars, knowledge products, and tools



Speakers

The Genius of Play and STEAM

Anna Yudina
The Toy Association

Dr. Amanda Gummer
Dr. Gummer’s Good Play Guide

Tyler Kearns
Clayton Kid Zone



The Toy Association’s initiative to educate consumers on the benefits of play and 

provide families with play ideas and inspiration



The Six Benefits of Play



Play Ideas & Activities

Research & Expert Advice

“Once Upon a Playtime” podcast

… and more!

Resources for Families & Educators

Discover & follow:
www.thegeniusofplay.org

@geniusofplay

http://www.thegeniusofplay.org/


STEAM & Play: What Parents Say

Source: survey of 2,000 parents, conducted by OnePoll on behalf of The Toy Association



Introducing: 
STEAM 
Playbook

Play ideas for every letter in S-T-E-M, 

with Arts woven in throughout

Ready-to-use coloring, connect the 

dots, and word search activities

View on any device or download and 

print!

Available now at
www.thegeniusofplay.org



The Toy Association’s STEAM Initiative

Clarify the meaning 
of the terms

Define STEAM toy 
characteristics

Develop specific 
assessment criteria



STEAM: TOY ASSESSMENT FRAMEWORK MODEL



CHARACTERISTICS OF A GOOD TOY

● Fun to play with

● Easy to use

● Supports skill development

● Accessible for all



PRIME STEAM ATTRIBUTES

● Has real world applications

● Hands-on

● Creative

● Logical

● Encourages curiosity

● Promotes progression



STEAM TOY EXAMPLE: 18 MONTHS TO 2 YEARS

“The children found the Weplay 

Sand and Water Clam very 
appealing and were very excited 

to play with them. Adults might 

need to provide assistance to their 

children to help set up the table. 
The children particularly enjoyed 

playing it with their friends and 

caregivers.
Children also got to engage in 

creative, open-ended, 

experimental play while using the 

Weplay Sand and Water Clam set. 
The set supports physical and 

perceptual skills, as well as thinking, 

language, and creativity”.

WHAT OUR EXPERTS THINK



STEAM TOYS: 6 TO 8 YEARS

“Countaloupe is an innovative 

game that challenges numeracy 

skills, strategic thinking and 

perseverance. It provides a fun 

way to practice fast-paced, 

mental addition as children work 

out which slices they can remove. 

Although it was handy to have an 

adult explain the instructions and 

demonstrate the game first, once 

they understood the rules, children 

were very engaged in play”.

WHAT OUR EXPERTS THINK



STEAM TOYS: 9+ YEARS

“Circuit Blox allow children to 

experiment with the science of 

circuits and provide a huge 

amount of project ideas for 

children to follow and build their 

own working electronics. As well as 

completing the projects provided, 

the set offers open-ended play –

the children explored whether they 

could attach other building blocks 

to the circuit ones, which is a 

fantastic way to foster creative 

problem-solving”.

WHAT OUR EXPERTS THINK



What do you think of when you hear STEAM Education? 



STEAM Learning is….
• Asking purposeful questions 

• Open ended play

• Problem solving

• Making mistakes

• 21 century skill building 

• Creative 

• Collaborative

• Critical thinking 

• Communication 

For a list of The Toy Association’s STEAM 
Accredited Toys, be sure check out  

thegeniusofplay.org/STEAM



Q & A
We’ll take questions from the chat and from 

people using the ‘hand raise’ function.

The Genius of Play and STEAM



Call to Action
In the chat…

The Genius of Play and STEAM

Share one activity you will try, 

resource you will explore, or 

approach you will put into practice 

after this webinar! 



Upcoming NGCP Events

The Genius of Play and STEAM

• GSAWN Exemplary Practices & Celebration of 

National STEAM Day – Tuesday November 8th, 

2022 at 11am Pacific / 2pm Eastern

• Enjoy Computer Science Education Week with 

Microsoft Makecode – Tuesday December 6th, 2022 

at 11am Pacific / 2pm Eastern

• NGCP Holiday Sweater Networking – Tuesday 

December 13th, 2022 at 10am Pacific / 1pm Eastern



Learn more at ngcproject.org

The Genius of Play and STEAM

Webinar Questions? Contact: asullivan@ngcproject.org


