Grade / Age: Lower Secondary School Students (Grades
6-8 / Ages 11-14)
o o Topic: Microworld in a Shoebox

i Subject area: Mathematics, Sciences, Arts, Drama
@ Keywords: STEAM, Microworld, Interdisciplinary,
J{ B@X Creativity, Storytelling, Hands-on Learning

° Single/team work: Team Work

Language: English (can be adapted to other languages)
Duration: 3-4 weeks
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Description of the Task: STEAMbox: Crafting Miniature Worlds in STEAM

Students will work in interdisciplinary teams to design and create a microworld inside a
shoebox. The project will include the following stages:

Planning Phase: Teams will brainstorm and decide on a theme for their microworld,
considering elements from mathematics, sciences, and arts.

Design Phase: Students will sketch their microworld layout, incorporating elements such as
scale, proportion, and color schemes.

Construction Phase: Teams will construct their microworld using art supplies, miniature
figures, and basic electronic components (optional).

Drama Integration: Students will incorporate storytelling elements to bring their
microworld to life, possibly using written narratives or mini-plays.




Final Presentation: Teams will present their microworlds, explaining the mathematical,
scientific, and artistic principles involved, and perform their mini-plays or narratives.

Objective: To provide lower secondary school students with a comprehensive,
hands-on STEAM experience by allowing them to create their own microworlds inside a
shoebox. The project aims to integrate elements of drama, science, technology,
engineering, art, and mathematics.

Methodology: Students will design and create a microworld inside a shoebox,
incorporating elements from various STEAM disciplines. They will also include dramatic
elements to tell a story within their microworld. The project will culminate in a final
presentation where students showcase their creations and reflect on their learning
journey.

Tools Used:  Shoeboxes, art supplies (paint, markers, etc.), miniature figures or objects,
basic electronic components (optional for technology integration), measuring tools, and
storytelling elements.

Learning Outcomes: Students will gain a practical understanding of STEAM concepts,
enhance their creativity and storytelling skills, and learn how to integrate various
disciplines into a cohesive project.

Impact on STEAM Education: The "Microworld in a Shoebox" project offers a
multi-disciplinary approach to STEAM education, allowing students to apply theoretical
knowledge in a practical, creative, and integrated manner. It fosters skills such as
problem-solving, creativity, and interdisciplinary thinking, making it a valuable addition to
the STEAM curriculum.

Solutions of the Task:

The solution will vary depending on the chosen theme and design. Students will be
assessed on their creativity, collaboration, understanding of STEAM principles, and final
presentation

Prior knowledge:
Basic understanding of scale and proportion in mathematics, introductory knowledge in
sciences relevant to the theme, and basic artistic skills.

Comments:

This project fosters creativity, critical thinking, problem-solving, and collaboration. It
integrates mathematics, sciences, arts, and drama through a hands-on, practical approach.
Teachers may need to provide training or resources on scale, proportion, and basic
scientific principles.

Connection to other subjects/topics/areas:
Mathematics: Scale, proportion, spatial reasoning.

Sciences: Ecology, physics, or chemistry, depending on the theme.




Arts: Color theory, design principles, visual storytelling.

Drama: Narrative development, character creation, storytelling.

Language Arts: Research, presentation skills, written reflection.

This activity provides a rich, interdisciplinary experience that engages students in a
meaningful, real-world project, allowing them to explore the connections between various

STEAM disciplines. It encourages students to think creatively and work collaboratively,
fostering a holistic approach to learning.




