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INCLUSIVE INNOVATION EDUCATION

EXECUTIVE SUMMARY
In the 2019-2020 school year, we were called to ‘practice what we teach,’ meeting
disruptions due to COVID-19 with innovations in program design, delivery and evaluation.
The Learning Partnership’s suite of inclusive innovation
education programs – Investigate! Invent! Innovate
(I3), Entrepreneurial Adventure ( EA) and Coding Quest
(CQ) – are designed to inspire deep learning and
cultivate the STEAM skills and global competencies
essential for today’s students to become tomorrow’s
problem solvers and change makers.
This year, the coronavirus pandemic interrupted inperson program delivery, events and data collection
while at the same time expediting work underway to
move to virtual programming and evaluation models.
One of our important pivots was to adapt our
student success rubric for use by a team of
volunteer evaluators from the business community
at a virtual culminating event held in June 2020. In
total 52 student projects were presented, celebrated
and evaluated against the three programs’ learning
objectives, i.e., four core global competencies:

•
•
•
•

Character development and self-directed learning
Communication
Creativity, innovation and entrepreneurship
Critical thinking and problem solving
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REACH
There was a great deal of learning and teaching underway
when COVID-19 shuttered schools in March 2020.
students

educators

schools

teaching hours

volunteer
mentors

52,246

1,333

1,575

27,508

155

Since sample sizes were understandably small given the
multitude of challenges students and teachers faced as
learning transitioned online, we have compiled results on
key dimensions looking at the three inclusive innovation
education programs in total as well as breaking out each
program for comparisons.

90% of students’ projects across the three
inclusive innovation education programs were
rated proficient or exemplary on the four core
global competencies measured.
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CELEBRATING STUDENT SUCCESS

EVOLVING INNOVATION EDUCATION

There are strong indicators of mastery of the skills and
global competencies measured for the three programs.
Entrepreneurial Adventure student projects were more
often rated exemplary for: character development and selfdirected learning; communication; and creativity, innovation
and entrepreneurship compared to I3 or Coding Quest. On
the fourth competency, critical thinking and problem
solving, the ratings were more evenly distributed.

Looking at the indications of EA’s higher performance
driving learning outcomes on three of the four global
competencies in combination with its lower ratings for
program fit and support among teachers, there is a basis
for a) formalizing EA’s curriculum and its approach to
mentorship; and b) cascading mentorship across I3 and CQ.
Other areas for program evolution that emerged from
our analysis:

SEE: Celebrating Student Success

ü

Strengthening the consistency and quality of lesson
plans and teacher resources with a user-led process of
curriculum development

ü

Right-sizing lesson plans and adapting them for the
COVID-19 environment (virtual, blended, in-person) and
teacher capacity

ü

Enhancing teacher training and curricula to achieve
(and measure) deep learning through an experiential
and cross-curricular approach

ü

Deepening each program’s ability to develop global
competencies and measure achievement more precisely

ü

Increasing connections to the future world of work and
career education across all programs through
mentorship, curriculum development and links to Take
Our Kids to Work Day.

EVALUATING TEACHER EXPERIENCE
Teachers were also surveyed to gather their feedback on
satisfaction with program fit, support, adaptations,
strengths and areas for improvement. Teachers also
commented on how well they felt students achieved the
global competencies.
All three programs fare well on measures of program fit
and support, with I3 most positively rated across three
measures and Coding Quest following close behind.
Entrepreneurial Adventure, with its greater involvement
of volunteer business mentors and a teacher guide
instead of full lesson plans was rated lower on measures
of program fit and support.
SEE: Evaluating Teacher Experience
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SEE: Future Directions
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I3 CAREERS IN NEW BRUNSWICK
In 2019, The Learning Partnership collaborated
with the New Brunswick Department of Education
and Early Childhood Development (NBEECD) to
pilot I3 Careers as part of NBEECD’s Future Ready
Learning K-12 strategy.

Future Ready Learning K-12 is a cross-curricular,
province-wide approach to career education. Its
goal is to empower young people to explore the
labour market, analyze trends and changes, and
build a personal response to these changes that
enhances students’ resiliency and ensures their
livelihoods and overall well-being.
The I3 Careers pilot program was rolled out at the
start of the 2019-2020 school year. Although
COVID-19 interfered with its full delivery, key
results indicate that the program holds much
promise. In the final section of this report, we pull
out and present the data and analysis specific to
the I3 Careers pilot program.
SEE: I3 Careers Pilot Program (NB)

The Learning Partnership is committed to seizing this
moment as a catalyst to achieve measurable impact
and meaningful change.
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As we look to the future, it has never been more important
to inspire and equip a generation of inventors, problemsolvers and global citizens with the skills to develop novel,
sustainable solutions to the world’s biggest problems. From
climate change to racial justice to coping with a global
pandemic, we will only succeed if we work together to
unleash our full potential for innovation, creativity, critical
thinking and collaboration to improve people’s lives.
We are well underway on new models of curriculum
development, program management and partnership that
will fulfill the urgent mandate for experiential learning in
virtual, blended and in-person environments. The new
Coding Quest for Grades 1 to 8 has been redesigned for
virtual delivery and includes live-streamed teacher training,
fewer lessons, and more robust plans and activities for
deeper learning and skills building. Other exciting
initiatives rolling out in fall 2020 are the revamped Take
Our Kids to Work Day 2020 with virtual events and even
more opportunities to connect students and parents with
workplaces. In that vein, virtual versions of I3 Careers and
Entrepreneurial Adventure are on the horizon to also
include increased alignment with the “future of work.”

Stay tuned and remember, #WeAreAllInThisTogether!
THE LEARNING PARTNERSHIP
416-440-5100 | 1-800-790-9113
thelearningpartnership.ca | info@thelearningpartnership.ca
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