eduCaixa promotes creativity
and innovation by way of

How to take part
Register on educaixa.com to download
teaching resources and materials.
You can also share information, opinions, vote
and make comments on social networks, thereby
creating a dynamic teaching community.
Enter educaixa.com and discover a world
of education tailor-made for you.

eduCaixa

We awaken scientific vocations
by way of STEAM.

STEAM
Science,
Technology,
Engineering,
Art and Maths

Creative
technologies
Social needs have led schools to introduce creative technologies
as an important tool for young people's learning.

KitCaixa Arduino
Intended for students in their 3rd and 4th years of secondary school
This resource, for implementation in classrooms, presents a
user-friendly programme that incorporates open code software
and hardware.

Educational inquiry
methodologies
Scratch. Come programme your universe
Intended for 5th and 6th grade primary school students
Scratch is a creative learning tool designed by the
Massachusetts Institute of Technology (MIT).

Educational inquiry methodologies are essential for promoting
development of students' skills and abilities and encouraging their
initiative and entrepreneurial spirit.

The objective is for students to learn a programming
language that enables them to develop their technological-digital
skills, to promote logical, mathematical and computational
thinking, and stimulate their creativity and imagination and apply
what they know about science.

Based on learning in partnership with others, it offers
methodologies that have as their core immediate feedback.
Thus, students experiment, learn, dedicate themselves to and
produce a final project that can be linked to other subjects.

Students can programme a chain reaction between the
virtual and real world using the Scratch language and the
robotic Lego WEDO components.

The kit contains:

This activity is in partnership with the Everis Foundation, UdiGital
and MIT. It is carried out at CosmoCaixa and can be reserved
through educaixa.com

Kits of electronic components and pre-cut pieces for assembly

The scientists Linn, Davis and Bell, understand inquiry as the
“Intentional process of diagnosing problems, analysing
experiments, distingushing between several alternatives, planning
research, researching conjectures, searching for information,
building models, peer debate and forming coherent arguments.”

Support forums for students and teachers
Project documentation tools for students
Functionality of projects documented in videos

It also has laboratories inside and outside the classroom:

Labo CosmoCaixa. Drug synthesis, is a workshop that makes it possible to
know the process hidden behind the discovery and development of a drug for
Parkinson's. It is carried out in a chemical laboratory in the Barcelona Scientific
Park.

It offers multiple, stimulating teaching resources, so students can foster
their creativity while also learning:

The project is being tested with Arduino and Ultra-lab in
partnership with the Ministries of Education of Catalonia and
Andalusia. Find more information on educaixa.com

The project is coordinated by IrsiCaixa and the ”la Caixa”
Foundation and is structured around theme-based modules covering
various fields of biomedical research and uses multimedia tools such
as games, virtual experiments and videos.

KitCaixa Curiosity

It presents a set of 9 developed scenarios based on IBSE methodologies
(Inquiry Based Science Education), that pose some issues in the forefront of
responsible research and innovation by immersing young citizens in both
knowledge as well as the ethical implications of research.

Free online documentation

Xplore Health is a European educational portal that provides an
opportunity for students to approach some of the research projects
that are currently being conducted.

Labo CosmoCaixa. Investigate the malaria vaccine. The students become
familiarised with the ELISA technique for identifying antibodies, which is carried
out in biomedical laboratories.

Tool designed to support teachers in using inquiry in the classroom as a
learning strategy that helps students understand scientific models and how
science works.

Classroom preparation for teachers

Intended for second cycle of secondary, and high school students

Within the educational inquiry methodology programmes, we find:

Intended for 4th to 6th grade primary school students

Over 20 mechanical and electronic projects

Xplore Health

Teaching guide for the
teacher
9 experimental activities
Environmental sensor

Corporal sensors
Digital magnifying glass
Photovoltaic kit
Basic laboratory material

You can reserve your KitCaixa Curiosity at educaixa.com

Labo CosmoCaixa. Investigate the HIV vaccine, offers the opportunity to
replicate an experiment just like the ones conducted at the IrsiCaixa AIDS Research
Institute to identify potential substances that could be included in a vaccine against
AIDS.

Any educational centre can request the Labo CosmoCaixa and they are also
performed in the ”la Caixa” Foundation centres.
For more information, visit xplorehealth.eu/es and reserve your Labo
CosmoCaixa at educaixa.com

International STEAM Congress
This is, in partnership with the Barcelona City Council, a gathering site for
professionals and institutions for exchanging experiences, methods and
strategies for implementing STEAM in classrooms.

JUMP Math
The “la Caixa” Foundation and Telefónica Foundation have developed a
series of JUMP Math educational laboratories; a pilot programme for
teaching mathematics that resolves possible deficits that exist in
classrooms in the teaching of mathematics.
*Kit on loan.

