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Part 1:
'	The Great Gatsby' addresses a concept that is always discussed in debates: the American dream. The writer portrays the main characters, Gatsby, as a rich man who has accomplished a lot of material wealth but has not achieved happiness (Citra, 2018). Gatsby has a crush on Nick's cousin Daisy but cannot get her because of hindrances like Gatsby's past and Tom's presence. Fitzgerald, the author of the novel, portrays Wilson's complacency and Myrtle's treatment as attributed to Tom as the American dream (Ratri & Aryani, n.d ). I was surprised that the author's definition and presentation of the American dream were beyond the general concept of handwork, dedication, and success (Citra, 2018). 
I learned that in The Great Gatsby, this dream is embraced to the extent of becoming romantic. However, the book carries a sad mood, especially on the realization that despite all the achievements and resilience to chase the American dream, there is no way of fully realizing it (Fitzgerald, 2007, 116). Both Tom Buchanan and Jay Gatsby strive to be successful financially, yet they are not satisfied unless they have Daisy. However, wealth seems to be the foundation for achieving their dreams; seeing Tom uses his wealth to keep Daisy while Gatsby uses it to entice her. Despite the similarities, Gatsby and Tom have a lot of differences and symbolically present the two sides of society (Ratri & Aryani, n.d ). Gatsby strives to be honorable or, rather, a courteous host. He is reserved, shy, and not as extroverted as Tom. Unlike Gatsby, Tom believes his wealth and possessions make him happy, and that is why he can't afford to lose her. The Great Gatsby is a novel on dreams and goals. 
Part 2
Reflection on STEAM Education
STEAM education is a strategy or discipline that involves integrating art in STEM (science, technology, engineering, and math) education. STEAM helps educators incorporate project learning across all five disciplines such that the students learn in an inclusive environment that enhances their engagement and contribution (Bertrand, & Namukasa, 2020). The fields involved in STEAM education have similarities in that they involve various investigation methods and inquiry and comprise creative processes. Hunter-Doniger (2018) states that STEAM education produces students who work and engage in a creative process, embrace collaboration, participate in experiential learning, solve problems, and engage in thoughtful risks. Previously, STEM was used and recommended for science education; however, in 2006, Georgette Yakman added arts in the framework (Hunter-Doniger, 2018). The addition was not just about converging fine art in STEM; it was to integrate design thinking in learning in the technical fields. 
Benefits of STEAM Education
Various scholars agree that liberal arts are the reasoning, the how & what, the who & why; hence STEAM encourages the students to apply the knowledge they have acquired in providing solutions (Bertrand, & Namukasa, 2020). Additionally, STEAM creates a balance between problem-solving and creativity and challenges the students to embrace creative thinking and inquiry in problem-solving (Jamil et al., 2018). STEAM education makes learning math, science, engineering, and technology more interesting as it not only entails the theories but also how they can be applied the modern life. The experimentation and risk-taking involved in STEAM education foster passion and impact students with the skill of adapting to an unprecedented situation. Psychologists say that every individual has an artistic side; hence, STEAM education combines the technologists' or scientists' minds with the designer or artist. Steam education emphasis argumentation, developing explanations, modeling, and critique engagement in science and math education (Hunter-Doniger, 2018). Additionally, the STEAM programs help students determine their teamwork and leadership styles and build on them and cooperate with others in solving common challenges. 
Drawbacks
Nevertheless, STEAM education also has major drawbacks. STEAM education's effectiveness is based on leveraging and utilizing the arts' integrity; however, there are clear guidelines on how to do it (Hunter-Doniger, 2018). Additionally, there are very few teachers who have the necessary skills to teach STEAM education. Most schools have various STEAM programs for varying subjects that are taught by unqualified teachers; hence there is a likelihood the students are not adequately prepared for college education (Jamil et al., 2018). Also, in most schools, STEAM programs begin in middle school instead of elementary hence students lack the basic skills to excel in them. Besides, many professionals agree middle school is too late for a student to develop a passion for STEAM education. These programs are not meant for underperforming students. 
How STEAM Education Could Work in the Future Classroom
According to Bertrand & Namukasa (2020), true STEAM education involves a combination of two or more standards in Arts, Science, Technology, Math, and Engineering, which are taught and assessed through and in each other. Understandably, STEAM education emphasizes process-based learning, and collaboration and inquiry will design my class so that I give the students options instead of setting a fixed outcome. Jamil et al. (2018) state that students are more engaged and cooperative when they are set their own goals. I will also give students a chance to "struggle productively." Hunter-Doniger (2018) states that instead of rushing to help the student, the teachers should give the students a chance to communicate the ideas and questions. 
Part 3 Learning Standards
 I invited the grade 7 students to participate in an experiment comparing Oyster mushroom mycelium substrate's growth. The students were to participate in the activity of the mushrooms' growth and the measurement of the yields. They stored the substrate at 70 degrees Fahrenheit and ensured the substrate moisture was within 60 to 70% while they contained humidity with 86 and 90%. They observed the Mycelium after 14 days. They tested kitty litter, pine shavings, Buckinhamia flowers, pine shavings, pea straw, pine shavings, coir, and cardboard. The results were recorded in the colonization order. The students were supposed to record the mushroom's weight, record the data in statistical software like SPSS, and take pictures that captured colonization. They were supposed to present the development order's result showing the growth of mushrooms clearly in labeled containers. Additionally, the students had to answer questions on the proportion of the yields. 
The activity addressed the learning standards of science, arts, and math for junior high school students precisely in grade 7 in Illinois and Missouri, the field trip district. The activity covered the math standards on measurement and statistics: 7.SP.C.6 for Illinois and RP. A grade 7 Missouri math expectation that students learn to analyze the relationship between variables and use the analysis to solve the problem. The science standards addressed refer to developing scientific explanation while considering the genetic and environmental factors. The precise standards are; Illinois – MS-LS1-5, and Missouri; 6-8-LS1.B.2. The fine arts standards are; Illinois-MA: Pr4.1.7, and Missouri- MA: Pr5A.7.These standards require students to exhibit design, artistic and technical skills. 
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