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Syracuse CSD





• Founded in 1978

• Full-service firm

• Headquartered in Rochester, New York

• Nearly 2000 employees between 37 offices

• Extensive K-12 and Higher Education portfolio

• Focus on client partnerships



Our vision is to prepare and inspire all of 
our students to innovate locally and 
contribute globally and we are 
embracing the challenge of giving all of 
our students a vibrant education with 
new urgency.

• High-need Focus District that provides comprehensive educational 
programming to students of diverse racial, cultural and socio-economic 
backgrounds

• 19,543 students grades K through 12, 1,749 pre-K students

• Diverse student body:
• 50% African-American
• 22% White
• 13% Hispanic-Latino
• 8% Asian/Pacific Islander
• 6% Multi-Racial
• 1% American Indian
• 20% Students with disabilities
• 18% English Language Learners

• Over 70 languages spoken with students from more than 60 
countries

• The District has the 4th highest child poverty rate among 684 districts in all of 
New York State.

• 82% Economically disadvantaged

• 5 high schools, 12 Middle & Pre-K through 8 schools, 13 Elementary Schools

• Thanks to the Community Eligibility Provision, an agreement with the New York 
State Department of Education Child Nutrition Administration, all students in 
Syracuse City schools receive free breakfast and lunch each day. On a daily 
basis, we serve more than 10,000 breakfasts and 16,000 lunches. 



Understand the role of a 

dedicated Executive 

Director/Planning Principal for 

STEAM programs for a 

successful project.

Learn how methods of 

community outreach can be 

used to identify high-growth 

programs for CTE and STEAM 

programming.

Discover how an inter-

disciplinary approach to learning 

can be supported through the 

built environment.

Understand the challenges of 

fitting an innovative STEAM 

program in a historically 

sensitive building.



Syracuse, NY

Syracuse City School District

$90 Million

Fall 2025

186,000 SF (4 stories)

Design-Bid-Build



S I T E  C O N T E X T



P L A N N I N G











Syracuse
Central High 

School Opens

Building 
Expansion 
Completed

Central Tech 
High School 

Closed

National 
Register of 

Historic Places

LaBella begins 
study to 

reopen school

First Freshman 
Class to start at 
STEAM School



The city of Syracuse, the Syracuse City 
School District, Onondaga County and 
Onondaga, Cortland and Madison County 
Districts are collaborating on the region's 
first ever STEAM high school. The high 
school will offer a rigorous academic 
curriculum with a focus on STEAM. The 
school will be open to students from the 
SCSD as well as from partnering districts.

It will be the first 
collaborative school 
of its kind in Central 

New York.



S T E A M  E D U C A T I O N



For the first year at the 
STEAM High School. 350 

students applied.

Students can specialize in a 
high growth program area 

of their choice while 
benefitting from an 

interdisciplinary education.

Average industry growth 
related to the school’s 9 

available concentrations. Up to 30 college credits are 
available for graduates of a 

STEAM High School program 
depending on concentration.



• Employability, All CTE Concentrations are NYS approved

• All spaces designed in collaboration by subject matter and Industry Experts

• STEAM will be equipped with Industry standard equipment

• Students will foster real-world, meaningful and authentic 
engagement with a high transfer to the post-secondary world setting

• Bringing Industry context to the classroom with these learning spaces
• Students are able to earn stackable industry recognized credentials in 

addition to 24-30 college credits



Visual Arts Robotics 

Automation

Entertainment 

Engineering

Data Analytics

Semi-Conductor 

Microchip 

Technology

Performing 

Arts

Animation & 

Game Design

Construction 

Management

Business 

Entrepreneurship



English

Mathematics

Sciences

Social Studies

Foreign Languages

Health & Physical Ed
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Entertainment

Engineering

• Industry growth 21% by 2030

• Industry Credentials/College Credits
• USITT BACKstage
• OSHA 10
• (Ent. Tech Cert Program)

• 23 College Credits (OCC)



Animation &

Game Design

• Industry growth 14.5% by 2030

• Industry Credentials/College Credits
• Adobe Certified Associate
• Avid Pro Tools

• 24 College Credits (OCC)



Visual Arts

• Industry growth 14% by 2030

• National Art Honor Society

• 24 College Credits (OCC)



Performing 

Arts

• Industry growth 14% by 2030

• Music and Art National Honor Society

• 24 College Credits (OCC)



Robotics &

Automation

• Industry growth 14% by 2030

• National Art Honor Society

• 24 College Credits (OCC)



Construction

Management

• Industry growth 8% by 2030

• Industry Credentials
• OSHA Safety Cert
• PROCORE Credential
• ACT (CMIT) Credential

• 26 College Credits (OCC)



Data

 Analytics

• Industry growth 32% by 2030

• Industry Credentials
• Microsoft Excel, Power BI
• Python, SQL, Java, C, C++ and Tableau

• 26 College Credits (OCC)



Business 

Entrepreneurship

• Industry growth 10% by 2030

• Industry Credentials
• Microsoft Word/Excel
• Six SIGMA Green Belt (CSSGB) 

Certification

• 24-26 College Credits (OCC)



Semiconductor

Technology

• Industry growth 13% by 2030

• Industry Credentials/College Credits
• Electromechanical Cert
• Microtechnician Cert
• OSHA

• 30 College Credits (OCC)





• Animation & Gaming: Five Peaks, Elite Gaming, E-Sports at 
Syracuse University, Onondaga Community College

• Business Entrepreneurship: Tech Garden

• Computer Chip Technology & Manufacturing: Micron, 
WalkAir, WolfSpeed, SUNY PolyTech, OCC

• Construction Management: Architect, Construction and 
Engineering (ACE) Mentor Program of America. 1st Syracuse 
Chapter

• Data Analytics: Upstate Hospital

• Entertainment Engineering: Live Nation, Turning Stone

• Performing Arts: RedHouse, Syracuse Stage, Syracuse 
Ballet, Syracuse Orchestra

• Robotics/Automation: Amazon, FANUC, IST, Schneider 
Packaging

• Visual Arts: SU (Nancy Cantor Warehouse), Everson, OHA



D E S I G N



• Building Infrastructure Spaces

• Cafeteria

• Fitness & Wellness Spaces

• Visual Arts Studios

• Innovation Lab



Basement
Fine Arts. Makerspace. Cafeteria.



• Public Support Spaces

• Music & Performing Arts Spaces

• Band & Orchestra

• Dance & Keyboard Studios

• CTE: Entertainment Engineering

• Multi-Purpose Gym

• Auditorium



First Floor
Public Entry. Auditorium. Music. Theater.



• Interchangeable Classrooms

• Science Classrooms

• Faculty & Staff Support Spaces

• CTE: Robotics & Automation

• CTE: Semiconductor & Microchip



Second Floor
Classrooms. Semiconductor. Robotics.



• Interchangeable Classrooms

• Science Classrooms

• Library

• Guidance & Support Spaces

• CTE: Animation & Game Design

• CTE: Business Entrepreneurship



Third Floor
Classrooms. Library. Animation.



Visual arts studios including 
ceramics, 3D Sculpture/Metals, 
2D Drawing/Painting, 
Textiles/Printmaking, and 
Photography and performing arts 
including music, dance, piano 
studios and the auditorium were 
comprehensively programmed.



Micron- $10 million over 10 
years for equipment/staff 
and student support/STEAM 
support

Walk-Air- Donated materials 
to outfit the Emulated Clean 
Room



Dahuloe
Amazon- donated $1.75 
million to outfit entire 
Robotic/Automation lab.  
FANUC and PLC 
certifications included.



Dahuloe
For A Brighter Future 
(FABF)- Donated all 
equipment for 
Production/Recording Studio



Highlighting historic 
features in a 

future-focused 
educational 

environment.





SHARED SPACES

S a l v a g e d  &  r e u s e d  l i g h t  f i x t u r e s

C e l e b r a t i n g  b u i l d i n g ’ s  u n i q u e  h i s t o r y

A d a p t a b l e  s p a c e s  f o r  s t u d e n t  a g e n c y



AUDITORIUM
RESTORATION

9 0 0  s e a t  a u d i t o r i u m

H i s t o r i c  p a i n t  a n a l y s i s

A V  a n d  a c c e s s i b i l i t y  u p g r a d e s



P R O G R E S S
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