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FROM STEM TO STEAM TO

DREAMS: Building a Culture of
Innovation in a Girls’ School

Jimmy Lapuz, Miriam College Middle School

Email: jlapuz@mc.edu.ph
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“Our students will always be

at the center of everything that we do.”
Investiture Messaae of Dr. Rosario O. Lapus (2011)
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growth students experience
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Why innovate?
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Miriam College Middle School

- established in 2013

- focuses on the unique needs of
students In pre-adolescent and
adolescent age group

- recognizes the importance of student
acftivities in developing students’
educational experience
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MIRIAM COLLEGE
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LLeqrning with Technology}

» E-learning program was piloted in 2013. It was fully
rolled out in all of the Middle School grade levels in
2014

» E-learning program allows students 1o use selected
apps o enhance topics taught in each subject area



















Technology at Henry
Sy Sr. Innovation
Center (HSSIC)













Y L
N

‘




. y >
A y
. ) MIRIAM COLLEGE

/Program for Enrichment (ProEn) and
Pool of Students Exemplars (POSE)

J

* ProEn was restructured to enable students to focus on
STEAM-related activities including simple engineering
and building projects, as well as technology-infused

tasks

 POSE was an additional program for students who

nave shown marked achievement and aptitude in

Science and Mathematics
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Miriam College
Middle School

Program for
Enrichment
(ProEn)
Launching 201§

November 23, 2015 (Monday)
LMC Viewing Rooms2 & 3
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{Learning with Robo’rics}

« Roboftics was included in the Computer
curriculum in all grade levels in SY 2014-2015

» Basic skills focused on building and
programming robots are taught through their
computer classes

« RoboCamp happens within the school year
» Students join Robotics competition to enhance

their skills and crifical ’rhmkmg fur’rher
a4 = 4
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{ Doing STEAM@Home }

« STEAM@Home started as a simple science
project in 2013

* These are home-based projects given to Grade
6-8 students every quarter

* A project based on the theme for the quarter or
current lessons of student is given for them to
work on at home with a parent-partner
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" Doing STEAM@Home

“

students share their

reinforce .
concepis experiences through
video / pictures
distribute students together
activity with their parents
sheets do STEM@Home
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MIRIAM COLLEGE

Lifelong Learning and Learning from )
. Others

« Continuous fraining is provided for feachers

K
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» Middle School teachers join colloquium o
present their researches

 MEET THE EXPERTS ACTIVITY
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Quiz 2 on Tues. March 3
on Phiad

+ Kami s

naninindigan para sa KATOTO HANAN y nagpapalag

tamagat
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[Connecﬁng Learning to Prac’rice} MMMMMM anes

» Students work In groups for investigatory
projects in Science

* Performance tasks are given to Math classes 1o

apply and supplement the concepts discussed
IN their classes
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“Does the color ®
of light affect "
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PODS
(Perspectives,
Opportunities, Discoveries,
Simulations)




How BOARD are you?

Life-size board games will be
INnstalled In different areas of the
Middle School for students and

teachers to play with.
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{O bjeCfives } MIGHTY@NINETY

* Provide alternative learning experiences 1o
sfudents

« Develop and enhance logical-spatial
reasoning, and higher-order thinking skills
through game logic

* Innovate and design games meant for the
whole Middle School

* Promote ccmaroderle omd school splrl’r
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{STEAM Week Celebrations J

« Exhibits creative and innovative outputs of
students in STEAM classes

* Provides opportunities and learning experineces
for students about the meaningfulness of STEAM

« Exposes students to real-lite situations of STEAM
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Station 4s
ANGLE THE ROOF!

1, i
Bohol, Philippines.
.. 2. Students will create a graph using MS Excel
g ¥ based on the given data.
. Students will think
of the best angle
for the roof of a house Save yoUr work. Flenome is:
that would keep Earthquake Section_ClassNumber
the family safe
from a volcanic eruptior oot et Aesip cu LD
. Students will draw the angle on their
activity sheet then justify the reason |
g behind their choice. ,
|
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$tation 5: 2

Students will write

their answers

to the question 9
on the HOTS Board.

SHAKE IT UP!

INVENT IT!

Question:
“If you would make an invention
that would help reduce risks
caused by disasters, what would it be?”

INSTRUCTIONS

FEASIRIMY /T IMIEY
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ey ::'Iii“:sm%g Kalalen
about earthquakes e Kudyapi
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STEAM X

(Xplore, Xperience, Xpand)
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I'he powertul pursuit of...
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WE DON'T GROW WHEN
THINGS ARE EASY; WE

GROW Wi “’N WE FACE

CHALLE NGES.
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“Always desire to learn
something useful.”

- Sophocles
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