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3.  General e-Learning Application 
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3.4 La Salle Primary School  Secret Agent Training School 

 
Introduction of Lesson Design 
The project presented is an e-learning course for Primary 5  
students to do home learning on STEM in light of the 
pandemic situation. Students develop creative thinking and 
master independent learning skills through this self-learning 
online STEM course. Various e-learning activities are 
included to deepen students’ conceptual understanding of 
cryptography.  
 
This course is run on the Learning Management System - Google Classroom. There 
are five sessions, and the design is based on the 5E model – Engage/ Explore/ Explain/ 
Elaborate/ Evaluate. In each session, we first engage the students. For instance, the 
course mentally engages students with a scenario - They are now a secret agent trainee 
trying to pass an exam on cryptography, and they are going to attend a 5-session 
course in a secret agent training school. Every session, they will get a video message 
from the Boss and a letter from Agent X. This is to generate interest and set 
parameters of the focus.  

   
                      Messages from the Boss and Agent X 
 
On the other hand, for each session, students are given some guided questions and 
they are asked to explore the concept. Then they will describe it in their own words 
and post it on Google Classroom to share with their classmates.  
Also, there are some hands-on activities. For example, in session 1, they are asked to 
play around with the digital cipher wheel. Then they post their own coded message. 
Other students then try to decode the messages with the digital cipher wheel. The 
experiences help them to make sense of the new concept or skill. 

Teacher Name Miss Leung Yuen Ting Teresa 
Subject STEM 
Subject Level Primary 5 
Learning Objectives To deepen students’ conceptual understanding of 

cryptography 
Applied e-Learning 
platform and tools 

Platforms: Google Workspace 
Tools: iPad/ Computer 
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   Pre-session Investigation        Students’ interaction (the digital cipher wheel) 
 
Some presentation materials about the concept are provided to develop explanations. 
For example, in session 1, the concept of the Caesar cipher is explained with a digital 
story. 

    
      The digital story of Caesar cipher 

At the end of each session, students are asked to complete a e-logbook. In the e-
logbook, there are some challenges which provides opportunities for students to 
elaborate and apply what they have learnt to new situations. For example, in session 
1, students are asked to design their own Caesar cipher wheel and they have to use 
their cipher wheel to crack some coded messages. Students are provided an 
opportunity to review and reflect on their own learning and new understandings and 
skills through the e-logbook. 

 
      The e-logbook template of Session 1               Student’s work 

 
Assessment Methods  
Assessment plays an important role in making the student-centered learning 
experiences effective. Both formative and summative assessment are used in our 
design. Rubrics are provided and it offers opportunities for students to reflect and 
improve their work. Students can thus become more effective and motivated. Teacher 
facilitators also provide feedback on students’ performance. For each session, teacher 
facilitators assess the e-logbook or the digital story with the rubrics provided. 
Students receive all their evaluation data one week after the final session of the course. 
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Reflection on Teaching and Learning 
The use of the 5E model is effective. The 5E model engages students into the scenario 
and the course content. They addressed themselves as “Agent XXX” when 
communicating with the facilitator as well as their classmates. The pre-course 
investigation also encouraged the students to explore the topics. Digital stories were 
used to explain the topics and the results of the quizzes also showed that the digital 
stories are effective in conveying the messages. The e-logbook provided an 
opportunity for the students to further elaborate on the topics and they performed well. 
The immediate feedback from the quizzes, the teacher evaluation of the e-logbooks 
as well as the self-reflection of each session let students understand how well they 
performed and made adjustments. Some of the students even fine-tuned their work 
and resubmitted their e-logbooks after getting feedback from their teachers. 

Asynchronous online learning is different from conventional learning via face-to-face 
teaching in many ways. At least two potential challenges may hinder our busy 
students to engage effectively in asynchronous online learning. The first challenge 
for students to engage effectively in online learning is that students have to constantly 
tackle interruptions from other role demands, for they would have greater autonomy 
over when, and where to learn so that students assume online learning can give away 
to other more urgent tasks.  The second challenge deals with the absence of teachers 
and peer learners. An important element of learning involves quality interactions with 
teachers and peer learners. Without the real-person presence of the teachers and peer 
learners, students may feel less engaged in terms of attention and motivation level.  
The instructional designer should bear in mind the potential obstacles and particularly 
designs the learning activities in ways that help students to engage in asynchronous 
online learning more efficiently and effectively. The possible features include: 
(i) Real-person video lessons 
(ii) The duration of each video lesson is kept within 15 minutes 
(iii) Video lessons immediately followed by assessment tasks 
(iv) Feedback to assessment tasks 

There were some limitations in this project. We found that a few of the students 
submitted their homework late in the later session. Though gentle reminders about 
the deadline of assignments were sent to the students through email, it is 
recommended that it will be better to include gamification elements, such as 
leaderboard, badges to motivate students to complete all the tasks throughout the 
course. Also, digital certification may also be provided in the future to celebrate and 
recognize their hard work. 
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3.7 HKUGA College -                                       
Simulation-based Scientific Inquiry about Projectile Motion 

Introduction of Lesson Design 
This case analysis aims to introduce an activity design about 
Projectile Motion, a topic introduced in my secondary 5 physics 
class. The inquiry-based learning approach was adopted, with the 
use of the PhET interactive simulation “Projectile Motion”. As the 
lesson was conducted online, breakout rooms on Google Meet were 
created to promote student-student interaction. Google Docs was 
used as the platform for students to collaborate, and for teachers to 
provide instructions and feedback. 
 
This activity aims to provide opportunities for students to achieve the stated learning 
objective. Without visualizing the trajectories of a projectile with different projection 
angles and initial speeds, students are not able to make comparisons and draw 
conclusions, forcing them to simply memorize what the teachers said. As simulations 
are useful for visualizing abstract science concepts and enhancing students’ conceptual 
understanding, the PhET simulation was selected to be the main eLearning tool in this 
activity. The simulation allows students to adjust the projection angle and initial speed 
of a projectile, and measure the time of flight, distance travelled and height of the 
projectile at different positions of the trajectory.  

 
Figure 1. PhET simulation (Projectile Motion) 

 
A collaboration document was designed for guiding students through the five inquiry 
tasks. It consists of instructions for each task, tables for recording data collected, and 
questions that require explanations and analysis. Figure 2 shows one of the tasks in the 
activity. 

School Name HKUGA College 
Teacher Name Kong Maverick Chapman 
Subject Physics 
Subject Level Secondary 5 
Learning Objectives Recognize the effects of projection angle and initial speed on 

the time of flight, maximum height, and range of a projectile 
Applied e-Learning 
platform and tools 

Platforms: Google Meet, Google Doc 
Tools: PhET Interactive Simulations 
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Figure 2. Task 1 of the activity collaboration document 

 
The tasks require students to investigate how projection angle and initial speed affect 
the time of flight, maximum height, and range of the projectile. To avoid confusion, 
the initial setting of the simulation is suggested in the document. Students are required 
to launch the projectile at different angles, speeds, and vertical positions and measure 
the quantities accordingly. The tasks enable students to recognize the effects both 
visually and quantitatively. After recording and organizing the data in the tables, 
students can examine and interpret the trends and relationships from the data. In each 
activity, students experience the whole scientific inquiry process around the given 
inquiry question. 
 
Implementation, Assessments and Learning Effectiveness 
Before the activity, I asked the students a few questions to challenge their existing 
ideas. For example, some students found it difficult to answer the question “how does 
the projection angle affect the range of the projectile?”, as they thought that the 
relationship between projectile angle and range shouldn’t be linear, but they didn’t 
know how to describe accurately. Students also had diverse predictions for “does the 
initial speed affect the time of flight of the projectile?”. In fact, both “yes” and “no” 
are acceptable as the answer to this question depends on whether the projectile is 
horizontally projected. The pre-inquiry discussion raised the motivation of students 
to conduct the inquiry, as they were looking forward to verifying their ideas. 
Students were divided into groups with mixed abilities and were assigned to different 
breakout rooms on Google Meet. The breakout room arrangement allowed students 
to communicate and collaborate with each other so lower achievers were supported 
by their classmates. Moreover, it enabled me to visit different groups and provide 
support and feedback according to their needs.  
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Figure 3. Examples of students’ work 

 
In general, students successfully analyzed the data collected and drew conclusions. 
The after-inquiry discussion enabled students to verify their own findings and ideas, 
consolidate their understanding, evaluate others’ ideas, and provide peer feedback to 
each other. It also allowed me to assess their understanding of the topic, as well as 
their communication skills in science.  
 
Reflection on Teaching and Learning 
Simulation-based learning is an alternative for students to engage in scientific inquiry. 
It enables students to experience the inquiry process and develop science process 
skills. Although there are limitations in the simulation-based scientific inquiry, such 
as the lack of errors in measurements and the absence of manipulation of laboratory 
apparatus, simulations are still effective tools to facilitate students’ learning of 
science. Therefore, teachers may consider using simulations to motivate students to 
learn science actively. To manage the workload of teachers and promote professional 
development, designing and sharing simulation-based activities as a team can be a 
feasible idea. The pandemic motivates teachers to explore different pedagogical 
approaches and educational technology to enhance teaching and learning. This 
experience of designing the inquiry-based activity reminded me that simulations and 
other eLearning tools are not only designed for teachers to teach more conveniently 
or to allow students to have fun. Instead, they can be used for engaging students in 
inquiry and enhancing their high order thinking skills.  
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4.  Chinese Language Learning 
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5.  English Language Learning 

5.1 W F Joseph Lee Primary School - Our Little Journey on 
Blended Learning 

Teacher Name Ms Emily Wang, Ms June Cheng, Ms Catherine Chan,  
Mrs Jeanda Au Young  

Subject English Language 
Subject Level Primary 4 
Learning Objectives 1. to develop self-directed learners and to enhance their 

autonomy and responsibility 
2. to use digital tools to construct knowledge, produce 

creative artifacts and make meaning learning 
experiences  

3. to use digital tools to broaden their perspectives and 
enrich their learning by encouraging peer 
collaboration  

Applied e-Learning 
platform and tools 

Platforms: Nearpod, Padlet, Zoom 
Tools: iPad, computer  

Introduction of Lesson Design:  
Background 
The Covid-19 period has given our school the opportunity to 
introduce students to different areas of the world without leaving the 
classroom. Now, more than ever, it is essential to utilise digital 
resources to transform our young learners into global citizens in the 
21st century. Nurturing student autonomy has been our school 
priority, and it is also our school's major concern of the year. Our 
aims and objectives are to nurture self-directed learners through this 
blended learning project on the theme ‘Amazing Places’. 
 
Details of our project:  
Topic: Amazing Places  
Textbook: Reach Higher, National Geographic 
Level: P. 4  (5 classes) 
Skills: listening, speaking, reading and writing  
Pedagogies: Universal Design for Learning (UDL) concept that incorporates student 
agency and autonomy into blended learning to meet students’ needs no matter the time, 
place, pace or path.  
 
To develop self-directed learners, teachers need to enhance autonomy and 
responsibility of our learners. Based on the UDL concept, we designed tasks 
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addressing three areas - learners’ competency, learning styles and modes by making 
use of  various digital platforms and tools. 

Flipped Classroom & Station Rotation 

In the pre-lesson stage, Flipped Classroom with Nearpod sessions were used to 
introduce the big question/concept map, setting of the story and picture walk of the 
theme ‘Amazing Places’. They could participate in the Nearpod sessions as many times 
as they wanted until they understood the content before having their English lessons. 
There were some built-in while-viewing questions in the Nearpod sessions for teachers 
to assess students’ progress of learning. Students could give responses by submitting 
audio answers instead of typing. Some students could express their ideas better using 
words while others could express themselves better by telling others their ideas. This 
put students in control of the pace and timing and the way they processed new 
information and presented their ideas. 

In the Station Rotation session, the provision of Choice Boards and Teacher-led 
Conference were the main features.  Each class of students was divided into 4 
stations/groups with 6-7 students in each station/group. Heterogeneous grouping was 
used this time.  Students were given 10 minutes to complete each station and they 
rotated to other stations.  

Blended Learning – Station Rotation Model 

This is one of the station rotations. Students were engaged in watching a video clip and 
responding to the questions on the learning task sheet.  

Here, we believe Choice is a powerful motivator. To enhance students’ autonomy, 
we designed different meaningful learning tasks for them. In the task of 
‘Gratefulness’, students had to imagine that they were Polly (the main character in 
the story) and show their gratefulness to Ms Evans - a teacher who unconditionally 
shared what she experienced in Italy with her beloved students. Gratefulness is the 
theme of our school this year. We would like to take this opportunity to incorporate 
Character Building in our English lessons. We let students choose the way of 
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expressing their understanding of the learning tasks and their feelings. In this choice 
board, students could choose to write a postcard, draw a loving gift with some 
written descriptions or broadcast (using the audio app on iPAD) to show their 
gratitude to Ms Evans. Students loved to have choices! From our observations, 
providing students with choices enabled them to express their ideas confidently and 
use English in different interesting ways.  

In the Teacher-led conference station, students of comparatively lower ability 
were to be supported by the teacher in this station. They were led to analyse the 
character Ms Evans. Students needed to find evidence from the story to support their 
analysis. Teachers knew their students’ level of ability best. Teachers were able to 
assess students’ progress in reading, facilitate comparatively higher ability ones to 
share their ideas and offer support for the less able ones in the group. In this way, 
teachers were able to stretch the higher ability students to achieve more by asking 
for more details, encouraging the use of vocabulary and asking more challenging 
questions. At the same time, teachers could provide language support for lower 
achievers to express their ideas.  

We designed 8 stations of different learning tasks altogether. Besides, to enhance 
students’ responsibility, a group leader was assigned to each group to coordinate the 
tasks and report the progress of work. This helped to stretch the higher ability ones. 
Checklists were used in each group for students to keep track of which station they 
were at and their progress of work. Teachers were facilitators and their intervention 
of the group was minimal.  

Global Connections with Japan and Korea  

During the month of December 2021, our Primary 4 Blended Learning Project has 
provided students with the opportunity to make global connections with the primary 
students in Korea and Japan via Zoom!  
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Our global connection experience –  

 

 

 

 

 

 

Our students introduced HK culture to our Japanese and Korean friends from afar! They wrote 
on the Padlet Wall and in return, the Japanese and Korean students gave lovely responses!  

With these precious virtual exchanges, our Primary 4 students were given an 
intimate glimpse into the daily classroom routines, habits, and cultures of people 
living thousands of miles away. In return, our students introduced Hong Kong 
culture to friends from afar. Both sides wrote on Padlet Walls where they responded 
to each other’s comments. Students were very excited and looked forward to this 
culture exchange. This unique classroom experience wasn’t just fun. The global 
connection experience increases cultural understanding and acceptance within our 
school community, diversifies a student’s academic knowledge repertoire, and 
greatly improves the speaking skills of our young students and their learning of a 
second language!  

 
Our students met students in Korea and Japan via zoom. Students shared their ideas and learned 
about different cultures. This global connection experience made our classroom learning wall-

less. 

Reflection on Learning and Teaching  
All students reflected on their learning after the project using Padlet or in written 
form. They shared their most unforgettable moments in the project. Some students 
found the cultural exchange fascinating because they could learn more about 
Japanese and Korean culture. They learnt about the earthquakes in Japan and they 
learnt about the special school bags they used.  
In this project, students also learnt to appreciate others throughout the process. They 
learnt to appreciate how teachers and Korean and Japanese students prepared for 
their learning. They could also see the teachers' effort and showed gratitude.  
From what they wrote, we could see a huge benefit from doing this project. It helped 
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to develop a sense of responsibility and autonomy among our students. They were 
more aware of the quality of their work, and wanted to do better for every task. Some 
of them understood that when they lacked something and they needed to seek help 
so that they could achieve excellence. The project also nurtured an attitude of 
gratefulness. A lot of our students appreciated the school, teachers and parents that 
were involved. Lastly, they were thrilled to make new friends and broaden their 
horizons, and it was made possible through technology.  
 
Our way forward would be to further enhance teachers’ professional training. We 
will develop teachers’ skills and encourage them to join innovative blended learning 
workshops. We would also like to promote teacher collaboration and in-house 
sharing of ideas in our school. In terms of curriculum development, we would like 
to develop a more student-centred school-based curriculum to promote student 
agency and autonomy in all subjects. Self-directed and collaborative learning with 
peers shall be our sustainable targets to achieve. Students can use their devices for 
learning and collaborating with peers inside and outside the classroom. Our global 
connection with different countries will be continued in the coming years.  
As educators, we have to prepare ourselves well for blended mode anytime, 
anywhere. Educators and students have just participated in a sweeping and sudden 
shift in the use of technology to learn in this pandemic period. There is a broadening 
recognition globally that a blended learning approach can provide the opportunities 
and flexibility necessary for the future of education. Prior to the pandemic, blended 
learning was a choice and now, it has become a necessity. With the growing number 
of our primary students with devices and access to the internet means students have 
access to a limitless amount of information, applications and online resources, we 
have to ask ourselves what is meaningful and of value to teach our youngsters these 
days. 
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5.2 Ma On Shan Methodist Primary School – A computer-assisted 
language learning (CALL) fable writing unit 

Introduction of Lesson Design:  
This teaching unit is a computer-assisted language learning 
(CALL) English writing unit. This plan consists of four 60-minute 
writing lessons for a Primary Six mixed-ability class. The 
teaching  objective is to enable students to write a fable with a 
clear moral and create multimodal fable demonstrating 
multimodal features with Book Creator. Various online platforms 
are used to increase students’ engagement and motivation in 
writing lessons and to enhance learning effectiveness, learners’ 
choice and voice and peer learning. 
 

 

This writing unit adopts the genre-based model. The teacher first discusses the 
purpose and target audience of a fable with students, then presents sample 
multimodal fables and deconstructs their features. Then, the class jointly constructs 
a new model writing and last, students write their own multimodal fables 
independently. This approach builds up models and scaffolds students’ knowledge. 
 
In lesson 1, students join a Lumio teacher-led interactive lesson, which allows an 
alternation between presentation of content and learners’ activities to enhance 
students’ engagement. First, students learn what a moral is through watching an 
Edpuzzle interactive unit and participate in team competitions on Lumio. Then, 
students read multimodal fables online to learn different examples of fables. Next, 
students view Edpuzzle Interactive units and learn how to interpret the morals in 
fables and share their own interpretation through the ‘Shout it out’ activity. Then, 
students deconstruct the key features of a fable through the interactive WordWall 
games or Classkick. This caters for learners’ diversities and helps teachers 
understand and address students’ learning difficulties. Last, the teacher creates a 
multimodal fable as a model for students to know the expected outcome. Students 

Teacher Name Kung Man Huen 
Subject English 
Subject Level Primary Six students  
Learning Objectives After the end of the unit, students are able to write a fable 

with a clear moral and to create a multimodal fable 
demonstrating features of multimodal texts (e.g. image, 
narration and colour) 

Applied e-Learning 
platform and tools 

Platforms: Lumio, Nearpod, Go Formative, PearDeck, Book 
Creator, Wordwall, Quizizz, Ziplet, Book Creator, Edpuzzle,  
Classkick, Padlet 
Tools: Google Form, Google Slides, Google Docs 
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also complete a self-reflection task on Ziplet to facilitate Assessment for Learning 
in helping students and teachers to monitor the learning. 
 
In lesson 2, a Nearpod teacher-led interactive lesson is designed to guide students to 
choose the moral, environmental issue, character, setting, conflict and resolution of 
their fable. Nearpod is chosen because it can present multimodal texts well and can 
incorporate “Time to Climb” competitions to increase students’ engagement. 
Students read multimodal texts on various websites to gather ideas on morals, 
environmental issues and animal stereotypes and use Padlet to brainstorm and share 
ideas with the class. Then, students learn about conflict and resolution in fables and 
use Google slides to collaboratively brainstorm ideas for the graphic organisers 
about their fables and give comments to one another.   
 
Before lesson 3, students engage in self-directed learning and collaboratively create 
digital flashcards with words from their writing worksheets on Google Slides and 
create quiz questions with Google Form. The teacher then creates a Quizizz 
vocabulary game based on students’ suggestions and students play the game at home 
to consolidate their vocabulary and promote self-directed learning.  
 
In lesson 3, students complete GoFormative interactive worksheet in class to learn 
the five senses technique and the use of strong adjectives and verbs in fables. 
GoFormative is chosen because it includes different task types such as “showing 
your work”, which facilities students’ annotation on the model text. On formative, 
students first recap the story arc structure through Youtube videos and diagram 
labelling tasks. Then, students use Google Slides to collaboratively plan for a 
storyboard and other groups can give peer feedback. After that, students use Google 
Docs to write their first draft, which is followed by teachers’ feedback.  
 
Before Lesson 4, students watch a video explaining how to use Book Creator. 
During the lesson, students join PearDeck interactive lesson to learn how to revise 
and edit their first drafts using the “drawing” function in writing samples. Then, 
students compare traditional writing and multimodal writing texts to interpret the 
functions of multimodal elements such as colour, moving image, language and 
sounds, and how they work together to convey meaning. This develops students’ 
multimodal literacy. Based on their first draft, students create a multimodal fable 
using Book Creator. Book Creator is chosen because students can add GIF images, 
links and audio narration, and share their work online.   
 
This writing unit originates from the school’s writing topic, with the traditional 
writing activities transformed into innovative CALL-enhanced ones based on 
SAMR (Substitution-Augmentation-Modification-Redefinition) Model. The lesson 
content, form of teaching and writing process are “augmented”. The traditional 
printed writing samples are enhanced to multimodal fables through Edpuzzle 
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interactive viewing unit. The teaching format transforms from one-way PowerPoint 
presentation to interactive ones. Interactive tasks such as “Time to Climb” on 
Nearpod enable students and teachers to get real-time feedback. The writing process 
is augmented through the “spell-check” function on Google Docs, which enhances 
students’ quality of writing. Students also gather ideas online. 
 
Furthermore, the writing process is ‘modified’. Students go from writing their 
graphic organiser individually to collaboratively constructing it with their 
groupmates on Google Slides, sharing it to the class and giving online feedback 
through peer editing. Technology changes how students plan their writing. Most 
importantly, the writing task is “redefined” through technology. Instead of writing 
on paper, students create a multimodal fable with moving images and audio 
narration, then publish their writing online. In addition, technology is used to cater 
for learners’ diversity. For instance, students can have choice on attempting different 
difficulty levels of interactive tasks in WordWall or ClassKick. Students can also 
express their ‘voice’ by sharing various moral issues on Padlet.  

 

Photo 1: A multimodal fable done by student 1 
(Good choice of image to express the character traits )  
 
Reflection on Teaching and Learning  
This teaching case can be a model for teachers on how to transform the traditional 
writing curriculum into CALL-enhanced ones based on SAMR Model. On top of 
using technology for engagement, writing tasks can be redefined with technology. 
This teaching case also helps address the issue of lack of students’ engagement in 
writing lessons and transform the dynamics in writing classroom. Many students are 
motivated to participate and write using technology. CALL also helps students 
gather ideas on writing, providing content input. It also enhances students’ writing 
accuracy with the spell-check function, which students find it very useful. 
Furthermore, teaching students to comprehend and create multimodal texts is rather 
novel but important in students’ writing education. Currently, students are not well-
equipped. In the future, teachers should expose students to a variety of multimodal 
texts such as infographics and students should be explicitly taught the visual 
metalanguage for comprehending and composing visual meaning, such as symbols, 
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lines, colours, distance and viewing path. Students should also produce various 
multimodal writing in the General English Writing Curriculum. 
 

5.3 Lock Tao Secondary School—Learning English through Virtual 
Environments in the Senior Classroom 

Teacher Name Cheung Wai Shan 
Subject English 
Subject Level Secondary 5 
Learning Objectives By the end of the lesson, students should be able to 

generate and express ideas clearly and effectively with 
relevant examples through collaborative learning in the 
discussion; and improve their critical thinking skills and 
problem-solving skills under a better understanding of the 
topic. 

Applied e-Learning 
platform and tools 

Platforms: Google Classroom, Google Form, Padlet, 
YouTube (Virtual Reality) and Kahoot 
Tools:  iPads, computers, mobile phones 

A. Introduction 
A virtual learning environment (VLE) is an online-based platform that 
offers teachers and students digital solutions that enhance the learning 
experience. Unlike an online lesson, VLE harnesses e-learning 
platforms and tools to create an interactive, active in-class experience, 
with digital communication, interaction, practice, games and 
competitions. 
 
This unit design illustrates how an English teacher adopted the VLE with the use of 
various e-resources and e-tools to facilitate the teaching and learning of English in 
a senior classroom by: 
 
 fostering interaction and collaboration among students to boost confidence in 

English learning; 
 catering for different learning abilities and interests; and 
 promoting self-directed learning. 

 
B. Lesson design 
The target class is a mixed S.5 class in which a number of students’ English 
proficiency is comparatively higher than the rest, resulting in the situation that only 
a few students do most of the talking in the class activity while the rest remain silent.  
 
To arouse students’ learning motivation and engagement in the activities, different 
e-learning tools were adopted in the topic ‘Pleasure or pain or both—Working 
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Holidays experiences’. Students were expected to generate relevant ideas with the 
use of Google Form, Padlet and Kahoot for the further presentation and discussion. 
 

 Stage 1: Students were required to answer some questions in 
the Google Forms to check their prior knowledge of working 
holidays. Some hints would be given when they made the 
wrong attempt to help them understand more about the topic 
under the teacher’s scaffolding.  
 
Stage 2: VLE was introduced to 
students with the requirement of the 
use of English as medium of 
communication in this virtual 
environment to facilitate their 
learning. Students were guided to log 
in the VLE and customize their own 

role and character. With the use of Virtual Reality (VR), 
students could watch a short video about working in an 
apple orchard and answer the questions in the Google 
Forms. Students were encouraged to complete the reading 
and listening tasks based on their English proficiency in the VLE. Immediate 
answers were provided, followed by the teacher’s further explanation in class.  
 
Stage 3: Students were assigned to work in pair or group to 
summarize what they had learnt in the lesson and then 
discuss what difficulties they expected in the workplace 
and find out the solutions so that critical thinking and 
problem-solving skills could be strengthened through 
collaboration. In addition to their pair/group activities, 
students were required to conduct their own individual presentation at home to be 
the final assessment. Their presentation would be recorded and uploaded to Google 
Classroom for other students to watch and give feedback at  
Padlet. Peer assessment was applied. 
 
C. Reflection 
Lack of learning motivation in English is always the biggest concern in schools. 
However, a wide use of e-learning tools with digital audio and visual aids as well as 
a variety of e-learning tasks at different levels can successfully draw students’ 
attention to the topic and get every student engaged in the learning activities. 
 
In addition to the improvement in learning motivation, with the use of e-learning 
tools, immediate feedback can be given to students’ work as opposed to the 
traditional classrooms where teachers take the work home to mark it and return to 

Hints are given 
when the answer 
is not correct 

Students were engaged 
in the learning at the 
VLE. 

Comments of the 
presentation were 
posted at Padlet for 
peer assessment. 
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them a few days later. More importantly, teachers could base on students’ learning 
program to provide necessary scaffolding, facilitating the practice of assessment as 
learning and assessment of learning in the daily teaching and learning practice. 
 
E-learning has been proved as a useful platform that makes the learning more 
student-centred, creative and flexible and helps students increase learning 
motivation and confidence. However, which e-learning tools can benefit students 
most entirely depends on the teachers’ professional judgement over their students’ 
needs. Therefore, in the Planning-Implementation-Evaluation (P-I-E), I will assess 
the needs of students and then analyze the functions of each learning method to 
maximize the learning effectiveness. Through the innovative use of different e-
learning tools, students can plan their learning path, determine their learning tempo, 
and make improvement in confidence in speaking English. Not only did they gain 
satisfaction, but so did I when I witnessed my passive students get actively engaged 
in the learning content through the digital tools. 
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5.4 HKTA The Yuen Yuen Institute No.1 Secondary School-    
How integration of E-learning can help ideas generation and 
feedback in English writing 

Introduction of Lesson Design 
Activity 1: Escape Room Game using online resources, Google 
Slide & Google Classroom 
Students go to the Investor and Financial Education Council 
website and play the Escape Room Game. A Google Slide is 
posted to Google Classroom. While students are playing the 
game, they must note down vocabulary related to financial 
management on their slide. The aim of this activity is to 
introduce students with some financial management knowledge. The teacher makes 
use of readily available online resources as introduction to new vocabulary.  
Activity 2: Name One Thing You Regret Buying using Mentimenter 
The teacher asks students to type one thing they regret buying recently on 
Mentimeter. Students are invited to share their purchase experiences with the whole 
class. This activity is to draw on students’ personal financial experience to help them 
brainstorm ideas for the writing task. The think-pair-share strategy reduces learner 
anxiety and facilitates idea sharing too. 
Activity 3: Recounting past experiences using Padlet 
After the Mentimenter activity, students immediately go to Padlet to practise writing 
sentence structures to recount shopping experiences. The teacher has provided her 
own experience as an example. This activity is for students to practise writing the 
target structures, which will help them deal with the writing question later. Students 
can leave likes and comments freely on Padlet. A more cooperative and 
collaborative environment can be created to improve students’ self-esteem.  
Activity 4: Developing student ideas further using Google Form 
After the Padlet activity, a Google Form  is provided to ask whether students have 
had the stated financial experiences. This is to give students more ideas about what 
personal financial experiences mean because financial literacy is a relatively alien 
concept. The teacher then invites students to share, comment and discuss. Students 
note down each other’s ideas in their notebook. This activity helps prepare for the 
ideas development of the actual writing task and at the same time cater for learner 

Teacher Name Yeung Wai Fan 
Subject English 
Subject Level Secondary 4 
Learning Objectives Students will be able to (1) acquire financial management 

knowledge (2) recount a past financial experience (3) generate 
ideas with the help of technology (4) receive and give 
feedback from both teachers and peers in various ways 

Applied e-Learning 
platform and tools 

Padlet, Mentimeter, Loom, Google Forms, Google Slide, 
Google Classroom 
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diversity since less able students can have something to rely on when they write. 
The results from the Google Form can be a good form of assessment for teachers to 
know what difficulties students might have. Then the teacher can reteach certain 
items.  
Activity 5: Writing with the help of iPads and online resources  
Students are given the writing topic. Analysis on text-type, audience, purpose, etc. 
is done together. The teacher provides them with some websites where they can find 
more information. Students then work on their own with the help of iPads and online 
resources. Students learn to be independent learners by doing research and selecting 
only relevant ideas for the writing topic.  
Activity 6: Peer feedback and collaborative learning using Padlet 
After students finish their compositions, they work in pairs and exchange their 
physical copies of writings to do peer marking. They mark with marking codes and 
focus on certain language errors only. They are also given guiding questions on how 
to provide feedback. After marking, students take pictures and upload them to Padlet. 
In the description of their post, they need to give feedback adopting the praise-
critique-suggestion-encouragement feedback approach. The teacher has included 
feedback demonstration for students to follow. Students can read other classmates’ 
compositions and feedback on Padlet and leave likes or comments. This self-paced 
activity is a great opportunity for students to read and learn from each other. Students 
are also responsible for written corrective feedback which was often treated as the 
teacher's sole responsibility in the past. This share of responsibility allows students 
to take a more active role in their own learning.  

 
Students do peer marking on Padlet. 

 
Activity 7: Teacher oral feedback and student engagement using Loom 
After peer evaluation, students can revise their drafts. The teacher scans students’ 
compositions and makes screen-casting videos on the Loom website. Transcript 
functions of the videos can be enabled. Students can respond to the feedback video 
with emojis, text comments or even videos. They can also watch other classmates’ 
feedback. This activity allows teachers to give feedback in a more innovative way. 
Students not just receive comments from one single mode, but multimodal feedback 
can be given with the help of technology. It also encourages students to engage in 
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not only their own writings but also their classmates’ works. Feedback will not be 
bound by place and time. Timely clarifications can be made. Multimodal responses 
to feedback can also arouse student interest in writing in a more interactive 
environment. 

 
Students receive multimodal feedback. 

 
Reflection on Teaching and Learning  
E-learning is not something new to teachers or students anymore. The battle of 
traditional learning method versus E-learning has long been over, but now it is rather 
a question of how technology should be better utilized and integrated into teaching 
and learning both inside and outside classrooms. After trying out this topic, I 
realized that there are many ways we can make good use of technology.  
 
This approach of integrating e-learning tools and platforms into different stages of 
writing can be applied to different topics. The researching, drafting and revising help 
students develop a habit for self-directed learning. The experiment of this E-learning 
writing topic has made me realize so many things. As teachers, we should always 
try to walk in students’ shoes. If we think from their perspectives, we will have more 
idea about how difficult the tasks can be or how they might feel about the teaching 
topics. If we understand students more, we will be more able to devise strategies that 
can better cater for learner diversity.  
 
The idea of interactive peer evaluation and screencasting feedback videos are also 
possible alternative feedback practices that can be carried out regularly to enhance 
feedback effectiveness and learner motivation. These more interactive modes would 
be more interesting and familiar with students as technology is what their lives are 
around now. The collaborative and learner-centred approach during the feedback 
process allows students to learn from not only the teacher but also their peers. It is 
not one-way feedback anymore.  
 
Another reflection I have is that we do not need to start everything from scratch. 
When there are readily available online resources, we use them, as simple as 
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that. What we have to bear in mind has always been whether the resources can help 
enhance teaching and learning effectiveness.  
 
Reflecting from my past teaching, technology has never been my thing and I have 
never imagined myself being tech-savvy, but I have come to realize that we learn as 
we teach. If we, teachers keep an open mind to new ideas and innovations, we will 
find a way to seek for alternative ways to teach better and make students learn better.  
 
With the current situation of COVID-19, we can see that the blended mode of 
learning and teaching will be something normal in the coming future. While there 
are so many ways to integrate technology into teaching and learning of writing, it is 
very easy for teachers to lose track and shift too much focus on the E-learning 
platforms and tools rather than learning and teaching themselves. How much 
educational benefit we can reap from technology depends very much on how well 
we are able to integrate it into our daily teaching and learning. I would like to 
conclude with a quote I find online, “Technology will not replace great teachers but 
technology in the hands of great teachers can be transformational.”  
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6.  Mathematics Learning 
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7.  STEM STEM & 
Computational Thinking Education 
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8.  History and Humanities Education 
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香港大學電機電子工程系電子學習發展實驗室總監
霍偉棟博士

電子學習發展實驗室會繼續發展電子學習和 STEAM 教育，讓學生們有更完善的 STEAM 學習模
式和電子學習的支援，使他們能活學活用，在未來的日子為社會和科技發展出一分力。感謝過
去不斷支持我們的教育界同工，我們會繼續不斷努力，在技術、教學法和學校支援等方面為教
育界繼續努力，做多一點貢獻。

佛教沈香林紀念中學
何嘉琪 老師

在跨學科相互配合下深化學生各科知識，讓學生體驗到跨學科知識與現實生活議題互相依賴的
性質。從中培育他們的創造力、價值、知識、技能及態度(V.A.S.K)的成長。

青松侯寶垣小學
盧卓霆 老師

學習材料是學習的核心，在創建學習資源對於學習的意義十分重要。讓教師學習創建不同學習
空間及組織處理不同的學習資源最為重要。

萬鈞伯裘書院
曾菀嫈 馮順寧 蕭潤貞 林子華 陳秋雲 老師

融入生涯規劃元素的教學設計，有助學生掌握更多相關資訊，有助建構生涯。

聖保羅男女中學
劉庭琛 老師

配合其他不同課堂，讓學生有機會嘗試不同的學習模式、發揮所長，從而提升學習數學的興
趣、體驗數學與現實世界的連繫及建構數學思維。

Lock Tao Secondary School

Cheung Wai Shan

Through the innovative use of different e-learning tools, students can plan their learning path, 

determine their learning tempo, and improve their confidence in speaking English.

 https://elearning.eee.hku.hk


