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5. B A& English Language Education

5.1 Tin Shui Wai Methodist Primary School - Creating gamified
learning experiences throughout the learning environment

Teacher Name Mok Lai Ha, Tao Chun Ching
Subject English
Subject Level Primary 3

Learning Objectives Teaching module: Let’s go shopping!
Target vocabulary and structures: shopping places and
activities
Applied e-Learning Platforms: YouTube, LMS platform: Rainbow One,
platform and tools = Mentimeter, Wordwall, Padlet, Kahoot, Blooket, EDB
Educational Television Programmes, ZoomChat, CoSpaces
Edu, Spatial, Particubes, Scratch Jr.
Tools: iPad, VR cardboards, Merge Cube

Introduction of Lesson Design:
At the end of the module, pupils were expected to learn some
vocabulary and structures about shopping at a mall. The vocabulary
and structures were not so complicated, but the topic was related to the
children’s daily lives. Therefore, we seek to motivate our pupils by
using a variety of game elements in a non-game context to enhance

content comprehension and promote better retention of information.

Implementation, Assessments and Learning Effectiveness

I. Flipped learning ~ YouTube

Before the lesson, pupils were asked to watch the self-learning videos at home to
grasp the target vocabulary and structures. The background was based on a
shopping mall close to their living areas. The subject characters “Pinky Pig” and
“Breadi” helped to create an emotional connection between the teaching content
and the pupils. Pupils could personalize while watching the videos, seems like
they were shopping together.

Ii. Independent learning exercise ~ LMS platform: Rainbow One

After watching the self-learning videos, pupils were asked to finish an online
independent learning exercise. Pupils could gain a maximum of 4 stars in the
exercise. Pupils could use the stars gained to upgrade their personal icons or trade
goodies in the LMS platform. The point system (earning stars after each exercise)
encouraged pupils to work hard and try to do their best.
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li. Interactive games in the lessons ~ Mentimeter, Wordwall, Blooket

We tried to use Mentimeter’s word cloud to control how much information our
pupils could recall and remember in the module. Wordwall and Blooket games
were frequently added to the lessons to arouse pupils' interest in learning
throughout the lessons. The games helped stimulate pupils’ memory and
promoted the storage of new information. Competitions and leaderboards really
helped to create an environment ideal for focused learning.

Iv. Collaborative problem solving ~ Educational Television Programme, Kahoot
To cater to learner diversity, for the able ones, we reserved one lesson for the
pupils to watch a video clip from the Educational Television Programme. After
the TV programme, pupils were asked to read a story independently. After that,
they had to finish the Kahoot game collaboratively to beat the scores.

v. Writing task ~ Padlet

In the writing lessons, we used Padlet to facilitate the assessment of learning.
Padlet let pupils share their writing pieces online. Hence not only the teachers,
but all the pupils would have a chance to share, read, comment, and appreciate
independent work.

vi. A virtual reality consolidation game ~ Cospaces Edu

At the end of the module, pupils could play a Cospaces Edu virtual reality game
to consolidate what they have learned in the module. The game was specially
created by the teacher, so all the shops and questions were tailor-made for our
children. Pupils felt excited and most surprisingly even the less able kids screen-
captured their winning screen, sent it to the teacher via Zoom chat, and asked for
tokens more than once.

vii. A virtual clothes shop opened in the metaverse ~ Spatial

After Shopping Day, a virtual clothes shop was opened in the metaverse in Spatial.
In the English lesson, pupils were invited to visit the virtual clothes shop to do
window shopping together.

viii. An AR shopping mall ~ Particubes, Merge Cube

We let our pupils use the voxel editor app Particubes to create their amazing 3D shops
with little colour cubes. Then we put all their creations into an AR merge cube. Besides,
we selected some pupils’ recordings from their previous speaking practice and
uploaded them to the cube.

IX. Interactive stories and games ~ Scratch Jr., Blooket
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At the end of the module, pupils could program their own interactive story about
shopping using Scratch Jr. or create a quiz game using Blooket. Pupils could read
others’ stories online. They could also share and play their DIY quiz games.

Reflection on Teaching and Learning

I. Advantage of creating gamified learning experience throughout the learning
environment.

Throughout the learning process, pupils had various access to different game
elements, such as quiz games, leaderboards, virtual reality games, or the
metaverse. The interactive games strongly influenced pupils’ attention, which
made them more receptive to learning. Beating or winning the game positively
reinforced pupils’ eagerness to learn and do better. The immersion of virtual
reality and metaverse had extended learning not limited to the classroom setting,
but anytime, anywhere.

Ii. Promoting autonomous learning in the gamified learning experience

In the gamified learning environment, autonomous learning is beneficial. To
upgrade pupils’ levels, a self-directed learning mode was highly given throughout
the module. Pupils felt like they were the “boss”. Programming their own stories
or creating their own quiz games helped boost pupils’ creativity and apply their
knowledge in a more comprehensive way.

iii. Integrating curriculum across learning subjects and e-safety

To avoid technical problems in the English lessons, integrating different
information technology skills from other subjects into English lessons could
make the lessons smoother and more effective. Finally, ensuring our kids
understand the importance of protecting their digital identity is vital. We must
teach our kids how to use virtual reality or metaverse ethically and effectively
before and after the lessons.

Where do you want to go?

I want to go to a toy shop.
A T IS

-
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5.2 Lock Tao Secondary School — Al Revolution in Education:
From Classroom Assistants to Virtual Tutors

Teacher Name Cheung Wai Shan and Eric Chan

Subject English

Subject Level Secondary 5

Learning By the end of the lesson, students should be able to
Objectives generate and express ideas about the use of Al 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- Platforms: Google Classroom, Google Form, Padlet
Learning platform and YouTube (Virtual Reality)
and tools Tools: iPads and computers

A. Introduction
The use of artificial intelligence (Al) tools for educational
purposes has been a heated topic of debate in recent months.
Despite the different opinions on the acceptable degree of Al
use by students, it is still important for students to experience
the impact that Al brings to their daily lives especially in the
daily learning practice.

o Z

This unit design illustrates how I, the panel head of the English Department, and
the Native-speaking English teacher Mr. Eric made good use of Al to get
students engaged in the exploration of this new technology in the education field
by fostering communication and collaboration through peer learning; catering
for different learning abilities, styles and interests; and promoting self-directed
learning.

B. Lesson Design

Pre-task 1 — Pre-Lesson Questionnaire: Exploring Students' Knowledge
and Attitudes towards Al in Education

Here students were asked to (1) complete a brief questionnaire on Google Form
to gauge their general acceptance of using Al in teaching and learning, (2) write
down their opinions about whether they think Al can replace teachers in the
future; and (3) analyze the potential benefits of Al in education, valuing the
significant role of human teachers in the learning process.
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Pre-task 2 — Summarising ideas about the traits of a good teacher (an
extended task of their SBA module about a movie review)

In addition to completing a pre-lesson questionnaire, students were asked to
analyze how a good teacher was supposed to be and justify their views with
evidence as an online assignment completed at Google Classroom.

While teaching (both online and offline instructions included)

To access the teaching materials, students were instructed to navigate to the
Padlet link where they could get access to three videos to have a deeper
understanding of the potential benefits of Al in various contexts, followed by
conducting a Google search online using specific keywords to collect ideas.

Having been equipped with knowledge of the topic at
Padlet, students were asked to work in groups of four

DISCOVER NEW HORIZONS:

(.
to discuss and share useful apps and websites related H[NEN%@V%%EWE
to English Learning such as reading, writing, POSSIBIAN =S WITH
listening, and speaking. After the group discussion, a Me0GIES

mini summary was provided, emphasizing the
importance of using Al in learning.

Then came the class discussion on the qualities of a
good teacher, arisen in connection with their previous
learning materials.

C. Reflection on Teaching and Learning
(1) The satisfaction obtained from the teaching and learning process

E-learning has been proved as a 3
useful platform that makes the W_—

learning  more  student-centred, -
creative and flexible and helps
students increase learning P T :
motivation and confidence as long as } | %

it comes with careful planning and
clear instructions. Therefore, we put
immense effort in the development
of  Planning-  Implementation-
Evaluation (P-I-E), by designing where and how to conduct online/offline,
individual/group learning space; recording student learning progress and
evaluatinthe functions of each learning method to maximize the learning
effectiveness. Making use of the innovative tool of VR with Padlet, we could
grant students with autonomy to plan their learning path, determine their learning
tempo, and explore what they were interested in. Not only did they gain
satisfaction in the learning, but so did | when witnessed their active engagement
in the unit through the digital tools.
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(2) Exploration of the key to success in the use of innovative e-learning

When it comes to selecting an e-learning
platform, it is imperative to consider various
factors such as accessibility, user- |
friendliness, and engagement. However, an
effective e-learning experience goes beyond | &
the choice of tools and platforms. From our o‘*
experience in this unit, we have learned the §
importance of forging a strong teacher- = -
student relationship to the success of e- learning. With the availability of
advanced technologies, teachers have access to a wide range of innovative e-
learning tools, each with its unique characteristics and functions. Then, here
comes the importance of a close teacher-student relationship, with which we can
select the e-learning platforms that students appreciate. In this unit, while we
noted the students hardly interacted with one another at Google Classroom, we
turned into virtual reality (VR) and Padlet, providing a unique learning
experience that resembles their favourite online games, making it engaging and
enjoyable for our introvert but able students so that they could customize their
avatars, interact with the given materials, and communicate with their peers with
purpose. This platform also provides students with continuous learning based on
their individual needs, resulting in the development of self-directed learning
habits and task achievement.

(3) Importance of team support and trust in the e-learning development
Innovative e-learning is a complex process that requires a strong and cohesive
team effort in the department, so the significance of professional exchange with
trust and flexibility cannot be underestimated. | played a role in fostering a
collaborative and supportive team environment, encouraging the panel
members to put forward the ideas and experiment with new approaches. Despite
the need to tolerate errors and uncertainty, | hope teachers can feel safe knowing
that these experiences can lead to valuable learning opportunities and help them
refine their strategies. Having prepared for this unit, Eric and | collaborated to
develop contingency plans and be prepared for unpredictable outcomes. By
prioritizing team support, trust, and flexibility, we believe that our efforts to
develop innovative e-learning in the teaching curriculum will be successful and
rewarding, and the students’ achievement is strong evidence of it.
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5.3 CCC Hoh Fuk Tong College -

Enhancing students’ English speaking and writing skills
through the use of interactive e-learning platforms

Teacher Name Wu Ching Man
Subject English
Subject Level Secondary 3

Learning Objectives By the end of the lesson, students should be able to
discuss an environmental problem and propose solutions
to address the issue by illustrating the cause of the
problem, how it affects the environment and how to solve
the problem.

Applied e-Learning Platforms: Edpuzzle, Nearpod, Padlet

platform and tools  Tools: iPad, computer

Introduction of Lesson Design

This is a double lesson designed for Secondary 3 students, which
aims to allow them to discuss an environmental problem and
propose solutions to address the issue by illustrating the causes
of the problem, how it affects the environment and how to solve
the problem. The lesson is divided into three parts: the recap of
what they have learnt about environmental problems,
collaborative work and group discussion.

Before the lesson, students have learnt vocabulary about environmental problems
as well as sentence patterns to describe causes and effects. They have used the
target sentence patterns to write about the background, causes, effects and
solutions to an environmental problem. They have also researched an alarming
fact and shared it on Padlet, an online collaborative platform on which students
can read and evaluate their peers’ ideas in real-time.

W W
4 Environmental problems

ssssssssssssssssssssssssssssss

D The o cot of ot e ([ © T e "—-i“
Activity 1: Padlet for exchanging ideas
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Apart from sharing ideas and sentences on Padlet, students have also watched
three interactive videos on Edpuzzle before the lesson. The videos have been
uploaded to Edpuzzle to scaffold students with ideas about the problems of
deforestation, fast fashion and plastic waste. From the videos, students can learn
about the causes, effects and solutions to the problems. They also have to fill in
the Fact Sheet to analyse the three problems.

9 sopuze

€ Video Preview

Activity 2: Edpuzzle video for visual input

During the lesson, Nearpod is mainly used for facilitating students’ engagement
in class. In order to activate students’ prior vocabulary knowledge of the topic,
students did a Matching Pairs activity on Nearpod at their own pace. They match
pictures or definitions with the corresponding expressions in the activity. Based
on the vocabulary which they have seen from the activity, students then complete
the Fact Sheet using the expressions to describe the causes and effects of different
environmental problems.

[&—]

e

Activity 3: NearpoAd'lMatching Pairs

The second and third part of the lesson encourages students to exchange their
ideas. Students select one environmental problem to work on. Each student posts
about an environmental problem with its causes and effects and proposes
solutions to solve the problem. They share their views on Padlet. After reading
their peers’ work, students then polish their own ideas and form groups to
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exchange their views on the environmental problem. At the end of the lesson,
they present what they have discussed to the whole class. In the meantime, the
teacher and classmates can give feedback on whether the elaborations of the
causes, effects and solutions to the problem are sufficient or not.

After the lesson, students can apply the vocabulary, sentence patterns and ideas
they have acquired to write a problem-solution essay on an environmental
problem.

Reflection on Teaching and Learning

By utilizing online research and exchanging ideas on Padlet, students can have
abundant input from the Internet and their peers. It also encourages students to
form a learning community in which they can learn from others’ well-developed
ideas or even linguistic mistakes. Students can compare the sentences they have
written and provide feedback to their peers.

Questions are embedded in the video in Edpuzzle to evaluate students’
understanding of the content and help teachers to adjust the teaching plan
accordingly based on students’ performance. The use of video provides students
with visual illustrations of the content so that they can develop the content
knowledge about the topic before the lesson.

The use of matching pairs not only allows students of different abilities to work
at their own pace and receive immediate feedback, but it also caters for students
of diverse learning styles and consolidates their vocabulary knowledge through
visual association and learning different aspects of a word
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5.4 Lok Sin Tong Leung Kau Kui Primary School (Branch)-
Gamification in Grammar Learning to Boost Learning
Motivation and Effectiveness

Teacher Name Mr. Lee Lam Tai
Subject English
Subject Level Primary 5

to distinguish simple past tense and present perfect
tense
- to master the structure of present perfect tense - has
/have + past participle
- to form and answer “Yes/ No” and “Wh-" questions
with present perfect tense
- to use the adverbs ‘already, yet, just, for, since, ever,
never’ in present perfect tense
Applied e-Learning Platforms: Wordwall, Kahoot!, Quizalize, Blooket,
platform and tools  Gimkit, Mentimeter, Classkick, Microsoft Teams
Tools: iPads

Learning Objectives

Introduction of Lesson Design:

Rationales:

Learning tenses is difficult and boring for some students,
especially those with low English proficiency levels. Present
perfect tense can be challenging to them. Therefore, | attempted
to design interesting and attractive grammar lessons with
different eLearning platforms. My goals are to motivate my
students in grammar learning and increase their learning effectiveness with digital
gamification. I want to change my students’ perceptions towards grammar
learning. Moreover, | want to use digital tools to promote peer collaboration.

Teaching flow:

Pre-lesson: In-lesson: Post-lesson:
Flipped Classroom: Diversified gamified Games as homework
Preview language eLearning activities for and extended learning
focus video consolidation and
formative assessments

The target class is a P.5 class with mixed ability students. The learning area of
my lesson design is grammar, focusing on the present perfect tense.

Gamification is the core and fundamental pedagogies of the lesson design
because | found that most of my students like playing video and mobile games.
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As mentioned above, grammar learning, especially learning tenses can be tedious
If it is taught in a traditional way. To motivate and engage my students in learning
present perfect tense, | applied 5 different attractive gaming platforms as in-class
eLearning activities and post-lesson homework.

| deeply believe that Choice is a powerful motivator, so | always give choices to
my students. To motivate my students to learn the present perfect tense, | asked
them to vote on the gaming platforms. | made a game on the platform with the
highest number of votes. For Gimkit and Blooket games, | let my students to
choose the game mode when | played a live game in class. | also allowed my
students to choose if they want to compete individually or in teams. From my
observations, different students’ needs were met, and they were motivated to
learn.

Blooket combines quizzes with a range of interesting games that students get to

play on their own devices in a self-paced manner. Students answered randomly

repeated questions to reinforce the present perfect tense. I held live games in the
classroom and assigned games as homework.

Gimkit is a web-based learning platform that allows teachers to use a set of
guestions to create a game. Students participate solo or in teams to earn in-game
money and they can purchase items for their avatars. It has a unique feature that
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teachers can play with their students in the games. | held live games in the
classroom and played as a participant with my students together. | also assigned
games for my students to play at weekends. This is the most popular platform
among my students.

Photos showing students who enjoy my gamified English lessons.

Reflection on Teaching and Learning:

Lack of learning motivation is always a major concern for all English teachers.
By adopting gamification with a wide range of eLearning platforms, it has been
proved that they make grammar learning more student-centered, interesting, and
flexible. More importantly, students’ motivation and learning effectiveness were
proved to be increased sharply. Yet, whether gamification can benefit students
most entirely depends on teachers. Though choices are given to my students, |
assign different games in different stages of their learning process. Games are
also selected based on students’ needs so that I can make sure they can learn
effectively while playing the games happily. Apart from it, | have formed the
routine of using the eLearning platforms with my students. My students know
that games can be their daily homework. As blended learning is a new normal,
gamification can be adopted not only in lessons, but also be used as pre-lesson
and post-lesson activities.

Honestly speaking, it takes time for me to make games on the 5 gamified
eLearning platforms. However, | believe that gamification is effective only when
teachers can apply it continuously. | kept using gamification in my teaching
throughout the whole academic year and extended it to another P.2 class that |
taught. Apart from teaching grammar, | also use gamification in teaching
vocabulary. I am glad that my students’ attitudes towards English language
learning become positive. Not only did my students gain satisfaction, but so did
I when | witnessed my passive students get actively engaged in the learning
process through the innovative use of different eLearning platforms.

60



5.5 Baptist (Sha Tin Wai) Lui Ming Choi Primary School —
Robotics Ltd.

Teacher Name Chang Heidi, Ho Wing Chi Joey
Subject English
Subject Level Primary 6

Learning Objectives - Students will be able to learn about Artificial

Intelligence and advertising techniques and design
a robot to solve a real-life problem.

Applied e-Learning Platforms: Loilonote, Google Classroom, Edpuzzle,
platform and tools  Dream Al, Flip, Seesaw

Introduction of the Module Design

In this module, teachers are the Chief Executive Officers
(CEO) of the company. Students are grouped into project
teams of four. They work cooperatively to create and

funding from the CEO to sell the robots in the market. There
are six phases to scaffold the students to achieve their goals.

Tools: iPads

Brief Introduction

Self-learning reading and multimodal materials about different
types of robots are shared with students via Loilonote (LN) and
Google Classroom (GC). Follow-up video tasks are set with
Edpuzzle. Students will acquire a variety of vocabulary items
related to the topic in the process.

With limited resources of the company, the CEO can only invest
in one of the project team’s robots and sell it in the market.
Therefore, students will have to write an article to persuade the
CEO. Teachers will first introduce the 17 Sustainable
Development Goals (SDG) and the main vocabulary of robot
functions. Students then brainstorm the functions of their robots
based on a real-life problem with reference to the SDG. Then,
each team creates images of their robots by typing the robotic
functions in the app - Dream Al. After that, team members choose
the best image which suits their design and describe it in their
writing in an organised way: top to bottom, left to right, or outside
to inside.

Phase

Phase 1:
Meeting the
Bots

Phase  2:
Designing a
Bot

Phase 3:
Company
Conference

In order to create a think hub in the company, the company holds
a Research & Design Conference. During so, the staff members
have to share their design with other teams, and then report to
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their own team what they have learnt. As such, students can
practise presentation skills, note-taking skills, as well as to
practise using reported speech to quote what the other teams say.

Advertising
Course

Phase 4:

To advertise their robots, students learn the advertising
techniques and the poetic techniques in advertisements. Students
also watch a few advertisements on Edpuzzle and analyse the
techniques used.

Promoting
your Bot

Phase 5:

In teams, students create and record a jingle using Flip or Seesaw
with different language features for promotion. Students can
apply the poetic techniques learnt, such as alliteration, rhymes
and repetition, in the design of the jingle. After that, they make
an advertisement with the jingle and promote the robot.

Reviewing
the Product

Phase 6:

After reading a product review, students learn the expressions to
show advantages and disadvantages. They will then use the
expressions to highlight their own product features and edit their
writing.

Effectiveness of the use of e-learning tools in the activity design (Phase 2)
Affected by the exposure to animations and cartoons, our students used to design
robots with a manly face. They usually have a pair of eyes, arms and feet! To
make the whole project authentic, we introduced Dream Al this year. After
students had designed the robot on the mind map with annotations on the features
and functions of different parts of the robot, teachers required students to type the
description onto Dream Al.

Students were able to generate various images of robots based on their
descriptions of robots. They chose the one that suited their description and design
best. Eventually, students moved on to the writing stage. The use of Dream Al
largely stimulated students’ design of the robot, from Figure 1, students’ draft to
Figures 2 and 3, robots generated by Dream Al.

o (Figure 1)

1:,"

= T

=
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In an English lesson, teachers normally do not want students to spend too much
time on drawing the “perfect” robot. With Al, teaching and learning are more
focused. Students get to brainstorm ideas while practising their writing skills. The
lesson becomes much more effective.

Reflection on Teaching and Learning

Robots and Artificial Intelligence (Al) have been heated topics and our students
are not new to these. While our school offers STEAM education in their
Astronomy, Science and Technology (AST) lessons, we uphold the essence of
infusing STEAM in language learning. And here, we have got STEAM in English.

In the Module, our students effectively used the target language items “I wish...
so that”, and the passive voice in the future tense “... mechanical arms will be
attached to the sides of the body...” when they described their robot design.
Besides, they were able to apply their learning on descriptive writing “from top
to bottom” or “from left to right” to their final output.

The introduction of Dream Al, alongside the use of Loilonote (LN), Google
Classroom (GC), Edpuzzle, Flip and Seesaw has undoubtedly helped cater for
learners’ diversity. Students who are self-motivated to read about the SDG and
magazine articles about existing robots in the market were provided with
multimodal resources on LN and GC. The use of Edpuzzle also stimulated our
visual learners to analyse advertisements and prompted students to create their
own.

Nowadays, more people are engaged in the career of content creators. The
adoption of Flip and Seesaw provided the opportunity for students to translate
their creative ideas into videos. What is more important is that they all have an
audience, other than just teachers, in their work.

The various e-tools used in the module did not just simply add to the fun elements,
but successfully improved students’ language skills. Al plays the role of
visualising students’ ideas and inspiring them to realise their designs. Students
feel like Al has expanded their audience for their writing and speaking output.
Their product catalogue, article to the CEO, jingle, and 1-minute advertisement
created throughout the module were not seen as “simply” primary school
homework. Some teachers considered approaching innovative technology
companies and discussing the possibilities of creating a robot to be sold in the
market.

Al has enriched the content of our education, as well as advanced the way
teachers and students experience teaching and learning in the classroom.
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7.5 Lui Cheung Kwong Lutheran College,

Tsung Tsin Christian Academy - Dream Career Experience
in metaverse - A VR and Al inter-school collaborative project

in practice
Teacher Lok Chin Hung, Lam Chun Pui, Siu Hoi Wah
Subject Junior ICT
Subject Level S3
Learning 1. To appreciate the 3D spatial model.
Objective 2. To build an avatar by using real life images.
3. To create 3D objects using the latest Al ideas and
tools.
4. To create a metaverse
To work collaboratively with other school students
Applied e- Tools: Spatial (metaverse), Shape (Open-Ai model),
Learning Devices: PC/iPad/Android, Oculus Quest 2 (VR)

platform and tools

A. Lesson Design:

A.l Introduction
Background:

We are entering the post-covid situation. Without physical classes for a long time,
many students still need to adjust to it; Students are more diverse in their abilities
and many need more motivation and to learn at their own pace. In this project,
we will use the latest technology of VR and Al to encourage self-directed learning
and collaboration.

The project:
Students are asked to create an avatar and the 3D working environment of their
dream career.

The use of VR and Al:

With an immersive 3D learning environment, students are more motivated.
They will use their own face as the avatar. They will use Al tools to automatically
generate 3D objects for the working environment of their dream career. It helps
to arouse the creativity of individuals. Wearing Oculus Quest, students can
literally enter and experience their created environment. They can own their
projects and realize their dreams.
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Group projects:

Students of similar careers are grouped together to develop the environment.
More ideas can be generated. Students are invited to visit others’ environments.
It helps students to give each other feedback and to enrich their own environment.

The Metaverse:

The environments are put together to create a metaverse.  This allows
collaboration across schools from different districts in Hong Kong or even in
other countries. Groups of students can access and give feedback on the
environment anywhere, anytime in the world.

The Overview:

In this project, students will be able to generate an avatar in Spatial for the
metaverse, add various 3D objects created by generative Al 3D tools, create their
own world in the metaverse, and collaborate with others to edit it. Finally, they
will be able to join the world using the Oculus Quest 2 headset!

A.2 The lessons (Teaching video of below activities:
https://youtu.be/GG7DI14kT1Jc)

A.2.1 Activity 1: Create an avatar in Spatial

Customize Avatar CREATE ;:Lf?‘-"::'.'a AVATAR
ﬁ A i ‘ﬁ GENERATE HEAD
Yy

e RN

Cancel

To enhance immersive experience, every student is needed to create an avatar to
represent him/herself. S/he can use a pre-existing image or upload his/her photo
through a webcam. The avatar will then be put in the metaverse. It makes use of
new technology and helps them to be fully engaged in the metaverse.
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A.2.2 Activity 2: Create objects in Spatial

B =P coment
.' = [ { . -
e~ ‘ AR /\’\ (NEN
FURNITURS
Haven Stage Agora SKETCHI e Saddie meha
Oes o0 Q0000 i
v
Lyl —
KChae Solo Reso -
8 rsone
0 mesues
e —
3 [ "= o
Position Reset
X
O 119
y
O 0.58
z
O 0.34
Rotation Reset
O 125
Scale 1:1Scale
O 1.00

Create an environment to add different kinds of 3D models to your metaverse.
Students should be able to scale the object with the correct scale and x-y-z
direction.

A.2.3 Activity 3: Use Al tools to create more objects

Shap-E

T3

Text-to-3D Image-to-3D

With the aid of an Al generative models, Shap-E, students can make 3D objects
by text or image. The tool will automatically generate the 3D models which are
described by students. Students can experience and appreciate the use of Al.
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A.2.4 Activity 4: Put the creation in the metaverse

Students can insert their 3D objects into the metaverse. When students have
finished it, they can share their environment with their classmates. Students can
give each other feedback and edit their world together. It promotes collaborations
not only within a class but also across classes or even schools..

A.3 Pedagogies applied:

Learning Subject: Students can build the occupational workspaces of their
dream career (e.g. a doctor/astronaut/diver) They can also enter their mates’
virtual world and experience different occupations.

This teaching aims to create infinite experiences in limited space through
immersive learning. VR can provide immersive learning experiences and
simulate realistic environments. By constructing unforgettable spaces, students
will be involved and motivated throughout the learning process. VR helps to
demonstrate complex and abstract 3D concepts. The use of Al helps to generate
objects that may possibly be beyond students’ imagination. It helps to brainstorm
ideas and to enhance their creativity.

Secondly, through grouping, this project uses collaborative learning. Through
basic steps such as whole-class teaching, group activities, students can cooperate
with peers to create ideal occupational spaces, understand hardware and software
as a synergistic system, and train computational thinking. Group learning
promotes peer-to-peer active interaction, communication and collaboration. It
can also promote friendship, mutual learning, and team spirit among students.

Finally, we have peer-to-peer evaluation and feedback based on the rubric
(please refer to it in the next sessions); Students can appreciate the work not only
within their classes but also across classes or even across schools. Their teacher
will also check the results and give group commendations. Excellent groups
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will share their learning experiences in the whole school assembly and be
commended. It enhances students' self-esteem.

B. Assessment methods:

Peer-to-peer assessment carries 20%; to avoid cheating, students are assessing
students of the other classes/school.
Students are asked to write their learning journals. We do not assess only the end-
product but also the learning process.
at what they have done, their thoughts and the tools they have explored and used
during the process.

Assessment Rubric:

For the learning journal; we are looking

5

4

3

2tol

Score

Design-
Relevance

All  designs
are related to
the topic and
make it easier
to understand.

All borrowed
media have a
source
citation.

All designs are
related to the
topic and most
make it easier
to understand.

Most borrowed
media have a
source citation.

Most  designs
related to the
topic.

Most borrowed
media have a
source citation.

Some  designs
related to the
topic.Some may
not be clear.

only a few or
none of the
borrowed media
have a source
citation.

Content
Accuracy

At least 7
accurate facts
are displayed
in the
metaverse.

5-6  accurate
facts are
displayed in the
metaverse.

3-4  accurate
facts are
displayed in the
metaverse.

Less than 3
accurate facts are
displayed in the
metaverse.

Attractive
ness/Creat
ivities

The
metaverse is
exceptionally
attractive in
terms of
design,
layout,
neatness.

and

The metaverse
is attractive in
terms of
design, layout
and neatness.

The metaverse
is acceptably
attractive

though it may
be a bit messy.

The metaverse is
distractingly
messy or very
poorly designed.
It is not
attractive.

Learning
Journal

Reflection
demonstrates
a high degree
of critical
thinking  in
applying,

Reflection
demonstrates
some degree of
critical

thinking in
applying,

Reflection
demonstrates
limited degree
of critical
thinking in
applying,

Reflection lacks
critical thinking.
Superficial

connections are
made with key
course concepts
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analyzing, analyzing, analyzing, and course
and and/or and/or materials,
evaluating evaluating key | evaluating key | activities, and/or
key CONCEPIS | o)\ rse course assignments
and theories
from concepts and [ concepts and
readings, theories  from | theories  from
media, readings, readings,
discussions. media, media,

discussions discussions

Total:

Max: 20 marks

C. Teaching Reflection:

The VR teaching experience allowed us to gain a deeper understanding of VR
technology and its application in education. We learned how to operate the VR
equipment proficiently and guide students to explore the virtual environment.
When students encountered difficulties, we was able to provide assistance and
solutions in a timely manner. Some students lacked experience in
manipulating VR equipment, so we grouped students and paired them up to
promote collaboration and peer learning.

One challenge was the limited number of VR devices, which made it difficult
for all students to experience VR at the same time. In the future, we will try to
source more VR equipment to benefit more students. We will also design more
interactive tasks in the virtual environment to sustain students' interest and
motivation. Overall, VR technology has the potential to create an immersive
learning experience that enhances students' engagement and understanding. We
will provide VR for the STEM club students to promote this immersive learning.

Through this teaching, we gained valuable experience in employing innovative
technologies in education. With practice and reflection, we can use VR more
adeptly and unlock its potential to benefit student learning. We hope this sharing
can inspire fellow teachers and encourage the innovative use of technology
in the classroom.
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T
= ~ - .g(

ETFIRSHERSES - RERSSETEAE
BERE

E-RENET, MFRCERBESEBNES, BERT TS
Ta, MBERFNKBNACBEEOROKET S, HAFNEIHT
Ho 1P 2 SR 5 B B R S .

BRENHRBHTE, TERBSEFARS, ROBEES, BT
REME, BEITNREAS, SRAEERN SN EEENER
FREFGRREEEN., BEESASDE—5 BOMSH—2 FBA
ZHMIER, FEALZWER, B | I
trresEsEREneE. D — e
BAOMSTEMBETERREEE pass
7 R R T R W, o 5 o .
SHBNLRER, HREENRE
4 I B — OISR R
RINTOERROEE,
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7.8 EREER/NB- KL HKLEH

ZEm HEREIRE - BHAERIRE - REIERIRE
R XERER - RFIEELM - FIREER - BRI -
FERREELD

ER®E wa N2 ICT

FR /Y

BEER 1 REEEBNRERREERE  UAERLEEBIRA -

2. REEYNERESR -

3. BRELUKMAM L #MER AETEE - WHREMmEN

DAl

4. 38 F microbit BRIFBEENZEKEKE -

5. YL RENEA - URIDBEEIRNEBFZNER -
ERTHETFHE HETE: makecode * Microsoft Teams + Nearpod
ESTHE Padlet

A BBEKFE - microbit RYIEHREY -
R
"HAREEF  FREARTL - L RAEBOHBLEHERRIE
FWZMEE  BRARENREREEWI ? FEBEZE
BENTEEEY - RUKESHEERIBITE? &
KHEXNMYBMASEAFTR RSB ERERBLHIE  E0NXE
SEEBNF ? EREIBENEP - WERBLELUNETER
BFRERBE IR LAMAIBE -

HERGT REFHEREHR

BESRHE Teams FEBEEREERERRENT R  RBRAZETH
i RN - BMEFEERERWMANRRE - RAEBELEMEANRERAEN
FIRGEEE - WHRKRETHN  E—IWBRNESR - BESHEBER -
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oAt Teams Fa LRFRBEARXRNEE - &% - BELUVNEEAR
B - REBREWEFRELETER -

X |
— .’ &, Vi il
— e,’ff’é’m‘ i £ xf

BEBBEYNERZRNKMATER - ZHLL Nearpod EFRE -
AEBORZEWEREROE - FRERBENZEANTT - Eeckh TRIKEEE
RAEMEENET O - 5E S BREHNAR - IETVETKIMER - B
REBEKHKEC BRI B EER HRE IR AAKBERERA - BEREFRTIK
REABUNEBER R B/MIERRAER - EBEZEHLL microbit &&ET
BT LER - Mo DIEBEKHIREZEIRNANE - BEREMIERE
F7K B E R L # jy

- -
o
. ~

BEREIKMREREDR B2 BRI ST E BE /K RAVER A
HERE

EHBRRET  BEREAE : "DIEKBRD  ERAEE  RAERE
ZHERX  JZ2BRE  BERABZNEE  BERXTHEA S - L E9&EY
REBEZFEFRZ - ERERMEREMENHIM D ZLEE - MBE
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MAEMMARVEER - mRRIFLIERS - RBED - HEERBRBAE
BE - EZOILL 448 Microsoft Forms ZRUNEZEMRRE - RABLER
PIEWEARNEE - cBAMMESSFLRES - BREED - 26
£FHZ) Nearpod ‘& EITERHE - B4 iPad LETHNESEABSIRKE
TEHNABERE - ERRESREANESIIREEMIHAE - EPHE
Z/METRS - BENBESNER FMBEMNEE BN - EMFLEERVEE -

B 7 R0 BB IR AL B2 S R AR

PIGEREMNERNEE B —REEELEREXENHERRE
F - EREEREEMES  BEFEREBET AREANBELFLA
i% - BERBEEPETBEEILE  ABXBENRK - BHEEYRIAK
& BEEHFRBYRZMEEESANER - HREERBIAEEM
ANRBERE - AEEBENERTE R - TRABBE (BRI T #HEER
AEZE - MBS BRI ST B K RNBEU UK EEFNRRER
. fEMERETRES IR T K A B B #BKRIEBEK R,
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79 =EEVHE =B /NS FTREERES

ZEh RREEME - Ok EEm

FERRB BE(C) XX~ ME2BEMFER

FR IN_

BRBEET o B STEAM 25T # ( Engineering Design

Thinking ) BIEARER
o IFBEEBAH STEAM HEERE L
o RABEHFM - WHIFFE ) KRR AERIS
ERTHEFHER HETS : LoiLoNote School learning platform -
mERIR LEGO Spike App
521 1 iPad - LEGO Spike Essential Set
ARERIT
SRV NBEEFM - HIFAEN REBEBRRIS - AREEE
177 LEGO BEIR AR AR - ILRIESEIBHEELYH STEAM
MEBRED  LEDNEEEE STEAM R &t B # 4HBe
( Engineering Design Thinking ) WEXREZ - I ES /05

BRERE -

RS

BIREA—LIME5 3T 30

& 51BN _BENTHOMERD - RFUNSERBEEEFNER - HES
EBRA STEAM WEIRRRFTIEE) - MBNEAFANER F—ER% "EMICEE .
RIREEEE - EEREFFEAN - SENBMNEEZEMERNESRIES - BICaIH
BolES 30 A o REWBCEME - EOUASLESE T - HIEAM—FR " &l
JCEE 1 VKR T RI1E - KAPEERM S H " EMRICEE » BR - halEARE
HOMZRA - BEREHMELL LEGO &at—8FBEs0T BUE BRI ES - EBIKT]
EREE -
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INERREE— BT (Hands-on ) - t1EHEE ( Minds-on )

STEAM HERZDIBERER  AMEBENEZEE - TEEEHP  BEREE
Fl LEGO et—E#AS B NANBEENIT R EER - 5@ PSS 5 & fth
STEAM & 5T B #4E ( Engineering Design Process ) FIEZRZRIZL -

BERBASTF - BT/ NESTERERBISHEEHBRE - HEaMME STEAM pE
MFBED - S ETRET - BEAANE MK - L AEETSEENERLE - @
- tPIEFEZRERGEE - TIBENMRIRVERE - DIEREREES B It BRUE
g -

BEHENEERRSHREENRIENNMEEEY  BREEMMERES - &t - TE
BITMNHBEREPNFSEES - BB STEAM RETEBERER - BEREGRLMEE -
ETHR - SIERRS R - BETHENIGE - AREERSEREEEE - HIEA
HEWE - BERARMMHBEEHSERETRORI -

E1XAY STEAM HEBTARHEEBERAIE - HHAIBHENBOREERNEET - B3
BB 50 - T8 - 2MNSENER - IMAERE - BRSENEERER
BERHABRRNEIFEMESE

BFIR RASBUE

B BEMB NS TA Loilonote - TEHIETHERMNE (RE—FE
D) - BEREMTNETA CETHHRNNET - BETARKTSERETA - 0
SR - RERTRRRES - AORBENSE - 19 - FABTIHUHREAFE
255 - HEEIMBEETEBERHEBTS - Loilonote KM & B B AEAIHET

BROBELER - BB HEBEURLIRESEEHUR

For Students (week 1-2)

s (week 3-4)

[Part 1] BMSRRIEREE
ol Setting: WIS 2. [t

. (2] SRLHEEE [2b] FBHS
-
[Part 2] RNSETES

1. 18#2App 7 2. JigERE 7
:ru:mo\ 2a. English 20. X

pike B = E
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tna i ie——EITEY STEAM TR

EREBNTEBEEFHE  BAETEZEEERE  ZRE (SEESENERHREN
T ) UREEBEERIG - 5 - MR LUER App 2REIE " EEMRYEEE L T
St BIREERE - EARBEM A E - B4 olDIFA LEGO BAAH R REMIEIRE
BMTE - EREAH - BELEYLUER LEGO Spike App RIFEET - B LUE
F Loilonote School Z2EEERENMAMEN - HMFLE BB THELEES
SEFMIBENMERNENTERE  BRERMMINAIS DR REEREE

#EBRE

aFRE— B HEAET]

B VEBUBEHERDREBCHTEE - RPKEEIBEANE - ETEIFE
7% - RIBEBENENNED - ZEMoEKEBEEAE—ERE  NEZFZEFETE
BENNAENETEBLE - N\HARERE "HEE. ~ "HKEXR, - " HIFEE,
MTEERE, (RE=) - B8/)AESF S2LEHAEEMNEESUEE
NS - TEEEIREIERIIN -

b

\

B

FRNEGE  BERBEEMMEE - BIEMAZEE - BEAESHEXERC
NER ERTHFEZSZEENMEHMEENER - EESIFEENIREBIR
EEEENHKEET - NEESE BERFR - BIENMEBERILSE - BEREL
B FHNEHPHERE  TERARBER

S NMEEERE

AlfsiEE [BIRER [CliHfFHME [D) AISAE
. GESER . o E-EEHE o RO A

RE . it

o ZEHEREPNT
8 A

(B=)

BERE IRERTEBAET]

mE LR ARSI RBEEREEETEENHE - ZHANESBEEEN

AR EEBEENREETHE TEEEExT  BE/)N_BEERFRIFRE

N ENES N FEZABE2BRE - BETERF —EENRKRRITEIERE -

R IERBEREIFBEXERT RHESBENEN - ZMFSIAREPERR " #%
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2+, RAZBERED (FHABXRURKES=ZE) - BABRN "HI K, 198
A BEREB2ENCUEAERMNER - tMFEREEBRRIINBREE -
EELFFEERTESEMNNRA -

HERE

STEAM AEZEF — MR Ehhx

HMER T ARNE#TEREESENREZRES - EEEETHHBRETF
FEFATUNEEARNE#TE  ©MESENEETHE T AENEEZR
@ -

1. STEAM &etR# . ERRELINENBERBU KB # - DIFREE - 58
EAELDE  BFM - B B - B - BENRE - BRBEESR  BF
RESR A BB EOREE - FRIEEMMNEIE DM AEZEEE

2. BIEX : EETEENEESHIMETIERNNE - 2L ECHEIR
DENBEZNFZLNRAOMT - BREEEHNEIBRE - BEREHRFA MM
RUEREEANBIRRBEDD - W R ER SRRV -

3. B#EEZR (MindMap ) : EETEEBSEL "24 @EMFRIE WOEER
St B CHESRRIE - WETRIEENLF - BREERE(CAVIERS
SBIBNTERR - BEEHEFI FEEKEENES - BEWMIENGRSEE
N EPERRNEENESPEEFHRF T -

#EA24AERDF

-----

=i
EERHET BRERESMRBENEIED - BZENMERERERBED - B
B FEBRENTEANKREBENTER - EPELEB BB SR REMPINEE -
ERtIEE f SFEEMEKEENSE -
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HEARER Hands-on B Minds-on—ER&EWIEE

BRT7YBEEANHE  BUBBKZSENEETEARENEEZEBERY— LEAE/NAES
EPESHINNARET - ZRBIENRE  BEENKCEEENHREBRE  WER
HRHRIEEANENERIE @ - ALARITEETE T RZREAIKREEAINEET T
AEZRE TEEAROYHE L RUFTIRENK - SoIsEEEMPREKOMKLE - BEHTEE
EFEOENKE - TRELLER - ZE0LIERSZEREE "999 REAW, WHE
= DUBIBIB KA UERNEE - FZMAEE? "KW, 2 "IN, M2 -
LS - IBEBENRBETEREPIEEEEN—IR - SRR SEBEE
WmIFEES) ~ BIRERRBENMBELERENS - BB/NHSIFNBRE  2E0DIEAR
BIEA (BRH)  BENOUEEWNMBEMASER  HHA LF TBEEHEMA
MNERMNEN RESBEEHNMEERLFEEERNEE

EH EREZASEESASNUEENIESE - EENRERBNERETRLE
FmE - WIS mERss -

(% LECENT)| RE EOMER.
” ik 4

=Y

A
foep
\U

YT BN AL an (B
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7.10 B EFE L EBR - 5858 Scratch 3.0 & Stretch 3.0
(B EERY Scratch)

ZEm EEERE - ORIEEE - EBBREDE -
mEE bl - BIREZE - FHMEED - hEEZED
ERAME FHaEL - BBER
FR INER
BEBR NAEMAEEERFE R INENTG - EMmREASR

A EEEN R EER R E L RO EE -
B THIE F2L Scratch 3.0 - Stretch 3.0
BXHEyTH

AR

W

REBIGRE - MABRINAEB - AEAR - BREREFSH
E/MER - BR/NEFEEESZEBREFRRERERIS
REFRETEMNERCSANSE - BRERESR - MRS

H - HENGCABEETRR - RABPESH - WHOREERETEA -
BREH :

MBS |
IMEFE— : EB (Scratch 3.0) ".

EEENS BRI, BRNIUS - RE
SIERERERBEHEANRSF - BE —

E=a
ot REERIRVIEIETIEERRE - =0 — =
BREBEERT "BY . RS - = -l
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- NMEFB  EEEEL (Scratch 3.0)
S WL TEe, e TBEEE. S

ﬁf' REEHIIEGEGREY - 5T RS
_ T sEswE . rmyErEEREE—
=  NBRENES . REEREEEeN

&~

BfF  EREZ—HEEEE -

7= . EiEERER (Stretch 3.0)
T ARIEFTINEE Posent2Stretch - 5851 E B EREM R E L FRE A ULIH

NS
BE °

E70Y - KPR (Stretch 3.0)

LW DEENE TEKER ) NIUE  RREE
‘ N S ERUSEAS  WEHSESEE
| | Tk mpiEesERRTESEAEN
2 BHEBLEIRIK—MNER - SERIK—
MR - ZEEANAHEREZAEEIX M

EENERETHIRIFERE - KBEURAEERES

ERFERR - ZEIURSEBENERE - ERBIUAALERNER N -
T2 EEHBIFECHBRMMR] EEREEE M - WEmiRRF a9
BEEK - ARIEEIR - S0MAIREEEREB R Lalinlzy - WIFH
B .
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HERE

HKU Frig R ROZED TIE BRI RME Z BN E 2R R E TR0 R E

= ARBEERE LWBEENEERA - il Ei 0 BEEHREMRIRE
- REBRMNZEE - EREMEHERETEEARN/NER - FEEE
EHERMMRFE - ERE L - EACZHBENRSHNEEELT/NER - #
BRENHBHNBE -
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BERANHE

History and Humanities Education

8.1 BEBHEAREBERE/NE -
L Micro:bit iXR PRI E X EREE/)VE20A

b RAE - @MXE - MR - AL - BaF -
RREE1E - BEY - ZBARE - REEE - BOTHZ -
ShIm3s - 2ME - SRAER - BRME - FEILE -
ZIEE - FREEX
FERRE B
FHR I\IY
BREARF BLREERA HEFMEEENSE - HBAEASHKR
FRPEHANEERBNAE - EMmEEE5E|
SN KRR BB RE
ERTHEFHE HEYS: Padlet - Flip + Microsoft MakeCode
afEEk LR =2 : VR IR#% - &4 + Micro:bit
REGE N
3. ‘
L 53 2. S|#EEN S 4. IR hREE 5 L 6. LEfERE
L N HE &
-#F B & R|-BEPH | -BER | -BEwEE | -afAN | -1BE flip
padlet 7=ARE | VRIZF | h# 0 SEREEEG £EFE2E | FRHRET
PEESEER | HENTR | @21 | BB BHME | 8 &E B EH
RARWER
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W PE | BER | -REEENT | -RERMN ENEE
ABEES | 2 b INEERA | A
HIEHER Sm A | BB | - THEs
e micro:bit ¥47 | NEBEEIL | B B
W oW E WERANE | %E S E
% hES e
REEEE

— &=

EENRRETHEE - LBERPOLHEE
1. BIBHEHEE
RRBDETEERBEERAZEB Padlet BEEL "8, BEE - PET
SEERRABNER - flMNPEANERNEYRT
o BRNAMEEYNSINS - EMAEZMERR
ERERUEASSNE - BREFFaNER - 2
FREERRAIT A D AR/ NERE - ERRERES
B ESREREAMEET BB NI

2. BRAMES BR1: B8R
BT EE RN B AR T EE S EER AN EN S ZMN B RT
4 Padlet NE - BEBBEERTES  BRAPEABRSISDERBLN
BE . AHEHBLEENERNS S BEBERASNSENREE(E
B 1) SmHEET BRSNS - B RS S e BB R
S BELSSHENHRBBNBBIE - BENBETELE Fip HEE
EMARNEZARER  RHSEMANRESE  E—SETRE -
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3. 51F23&

EERREFDRUA—AE - BBEH TS HETHEEELEF - 8
BPE2EFURREEANE - BAFEROHM RS - BEEHERK
RENANEEES - UAHEEESRRIE MR EERE

ERAMNEFIREKERY

1. %

BUEEREFRRFEENT R  F24E0IIREELRESHENEH
ERAMOMUEZRREE 4 EHRE - IRBEHZR -

2. Padlet

BAOFEREERNERE  E/BRPEISEEFERBOUAR (M T8
ATE)  EARMEEBYS  BHEEMEESHNEN  ZIEMHE
PIEEBEZBNER -

3. Flip

Flip 2—EZZ2LEHEBREAENSZEFS  EXENHEEHENSENE
BN ARER  BEtMIIANEEM o DIBEZEE RIF2Z RRA
am AH A A R -

4.VR

BAODRERBERFEBEATME - 28— NRAADDIERRER
Mg - AN AABFEE - LWER T oIDURFEBEE - INEEINRE
AEZ -
5 Micro: bit e —— -

servo p1 - EES Annn @)

BEanRFgE&EE P IIA micro: bit 4R1Z (  CTTT
(NN N . - - ERME  BULEEFAN ZIW ve v >- pE O
B 2)  BEREREURIROBEE 23 S

MBEE  TEMMEREBENER LB I8
57 -

BE BT SHEEENCIE re v

(C]

A 2 : Micro:bit
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HERE

BEAEHARPEORNELERR  BREZEENSHNSI - BERHI
BIFREZHDRIBR - IS - BEHEESHAYmERRIRE - 8RB
FRECRITREBNRE - RE eSS ERERZ B - B MIBMNBEHEHE
REEE - HMEZERZBHETE  EARAEZEMMAEER fBEE
EERIEMIER - BREHEEE  BEJBEMEFEHAEANES - I
BENORIRARRERARGNSGE - EFREEER - B - ZE0JLUR
ADMEERERRE - ERRE - ZN5 - LUIRSBEEHEENIER
MEREREE

EiEEEE S HE  BRUJUTABESHEMNEHMERRSK - T#E
ARG - WEEMNEREEBMIR - REBENEEML
RS - BF - oG STEM 2B XREEHEHBE S - EEEEFHEAN
R OTEMNBBNEEEGBRIRRESUER - ZRENDIJHEBXRES -
EETHECHRREHERNASRZOMRE - DIKNUERRIE IURE
LEELAR -

BREENABLT - BEJLUNUBEEBNANEBESE - BRAENTAE
EPESHVABMINEE - HAMBEHRFEDBERABNE TS
WEHKBES2EEAEB®BRFES - W Padlet ~ Flip & - EHRRBE
D HENCI BN - ARHM - WEHBHAT D Z RIS MK
BH%E-

ERET  FEREEBENER G TS ENHE - BEERRIIBEC
NWEENMEEHER - BEIJLIZER Padlet A Flip F a0 EMKRERR
AR - RN HEITE B ERENER PR HRER - BERNBELN
FESEE T B IR AR A ERRE - RIFEEMMNEFES] - BZ6E
MFREZERET) - IR PIRELILL A EEREREE - E— P ERREAM
B AHERERNHBT

0
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8.2 IE RN B M E AR P
EBIAGAR T Giza Project, RBEREE LR XAEE

2R IRfEEEAR AR A P2

ZEm FIEE

ERAME FESER]

FR h—

BEBER s RSEIR MAVERR ® KBRS E

1EE  BAMALEIRW "Giza Project ) )ETER
BB HENHENEE RMENEE
ERTMEFHE HEBFS: Edupuzzle - "Giza Project .

B TR E . VR EREBRFREE/FE
PRI

B ERNANPEE 2 — - 2 FEABERRER
—EEZRH AR BAEE N TAVRE - 2FLUE
RELEFANEZ - @RI AN ABEIMNRZAK
NNREFE - RN BEERBERERELIFSS
MR ERA 7 BRI -

BRI BHKEBEKRI " Giza Project s - M 3D BH# &
matterport £1i7 - BIF IR R AEMIZRN VR BE - AR 0l EBALL - 12
BIRRARME - B THREFE, ~ "F 4 THBEEM-_EHERE,
Z-mE EREFPEILBEEANESFEAENAMNBEE - ERE
"Giza Project; PETSHEH - ART—RIHHS—RNESERLZ -
BRERIERNEZME  BEGEHHEAXABERAN TR - TEE
e TR ENEERS -
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HERRE

SREITEE ¢ | TEIEHE,
® 5B Edupuzzle ¥1T "#EH=E,  FBLHER
B FEEHRIERB YD HRH
REIRE) . | BABOERE)
o EPMRHREE Edupuzzle WEZE - T EEBMNEHI K
HFRE -
SIHEENHE « ML ERE
o EBAREEBIGHBAE "Giza Project, BEASERM
—HZITENESER  SFEEERM-_tHEZEING
- BFEMNUE B8 JRIVES  EBLH
BEZM - ETEFELRNRE - WSIEBENE
1% -
EEEE REWPUEE
e %iBVREREBRZHEE/FNEN FBLEAR
HBAREBEREEN "F 4 THEERFH -—MHERFE
MEBE  WEBTA  SIEBLEEARRH
PUY B R AR - B4 © LB EENENE
# - DIEERNRnEE  DIEREEPAMBEZKR
N 7% - ERAAGARNYR - 21T
EEHNEGRSE
INEETER
o EESHRIIBER  HEHIFHR  BE/NHEB
B UEELEE - DT EiNAR - EFAEEE
HEEEE DT H G IR KRR
INBEERR -
o EENBFBENDEZMMIMF AR
o EPRESEEWHITELNF
R B "HREBWIE R 2k o WL F
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o ZEMRN[EEEMA Giza Project WER KARZEEN
KE - mE—Risa - RROEERE - BEE - 2R
ACE T EACEFT RATE - W ol2B ) - LIrEH
R R CHRRY RN -

o ERIMRBLEMEIA M BENBRED "ZobBE
RRERAT ) BT - Dissc A Vi LIE A - IR
ARENBENTFE - EFEERTEBERR -

FSER VR EREHETH | SERH =t Y FTEHE
£E
HBRE

AEABANBNHAGERBBEZENIRE - EFEBEERE—RFHERLX
iR - BRERFEBHZENEEE - —FER PRI L XS
B SREELENEERE - A8 HLERBERBETIIRGE - R
m - AIRBEBARBEREHGCEENRARE - flll - E2EX(EE
ERN ERGHAFEMES  DIRESHE  ARBERERNES
SRR EZEPRASRIBER - I - RIFRBEXYIRFROEEE - 1
ASER EZREE - IR RRELZE - BIEEY RARTIFNERE -
BEAREEEBZENOARIELNAE -
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8.3 AP EE

BSEERS REHIERhE-

IRIEEIR (AR ) HEREIR (VR ) EEERAMIEMENX
(CEEERENBEIER

ZEm
ERAME
FR
BEBER

BERTHETHER
B TR

HIEERIRE - HERBEED

RS R

h—Zh—=

PP REERRE 4 B8 WHURMNKCFEEHE REX
BT ( EBEE ) ZIBEIFMBEEE (3FE ) BEBS
Bl - BoeZEEMER Al ERRNTEENRCRTA
o B E AJRERR  RERNERENEE -
KAIEEIE B EBERES HEMAETENREE -
HEYS . (BEERZES5 . RMKFEE) - 360 &
R~ Al EHZEEBE A4 - AR Fashion Designer -
Google Drive / Form/YouTube

=& f AR EBAE
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AR IT

ME - R - ExiRE . F=BEMER

A i JE
EEE
# 2 Bl
%

FET BB
BRI A

HERMAFEHEEZEF
SMAPARNWK IS - B
B Y EFH - KR

1) =M | Efs - KL - RHW - HX
A EB | BELW -~ DR ME
i3 HFEIVEE - MEH EE®I

B - (7 2011 FIIAZE=#E

BXEFEMVEXLEESR
0 5% E?ﬁ%?ﬁ%’é\ﬁ?%%é— + 585
o B X - RIFBEEEES - 1
P BHEZIE -~ SER - SE B
s g 4 BN - g FEfE
- 7E ~ MAIREME - 182K - R

ETERZS -

3) E™
e

ERBEREEBACEHUR K
HZ10 - ZFi 34 w5 BE
ZH AR KRRIAE BEXFA
BB, Ty TRy
BEARERE "/NEEEL
5. K TFEL S EAARA
BIERERERTLE -

r=
=5

me 4 RHEE | &

iERIESE ~ X1k
A R——BRIE
)& 3B 38 E R A
it fEER AR

REBE - HMUW

SHKEEEIME | &

A S 52 R tHRE RY
EN&C ?

BEABRE . B8
tEIFERRH? B
LEIRIE 1R H B 301
AT EREE?

BIFIEERE
( AR ) HEHE

)
B B 5

DHELEER
gL (/R
Ef - _F&E
B/ & h
R IEXFE
B X FE

)

DTS BT
HERES Y
BERE
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BESEFIH:

EFfTH BHEIR® XX
Google Google Drive( & £ 2 & ¥ | #EB BT EH
Education &) * Google Form(zF1t) - ISR S|
Youtube(FHREZ M) AR
QR Code BEAS ; A2 LANG2A RABERIRZHEEN
iPad/F# R - Z5R 5 RARBIRRERINEHAE
atl
VR 1B FFR2E MR AREABRE—EZH
RE RABLEEEEK
AEIEF REBLTIFERRIIESE MEEENEIRELIE
FERZEI (BEERZRS  RNKES | #HEANMEIFRERIIZEE
-
Al ERGKERE R
AR Fashion Designer

BEBMEETEAIGE - DHHER
AEAER  TSRARKBERER - DREMMMERES =2&]
DP—EERETHH - LB EETHERN  HEEFHENEEN

NS
BE °

jIifas
dm
Xia
I
T

WAHER AT E - ERAZBREP - DL VR FRELEBTBTH - HHEH
NWEBMBCEBEEREFEaZ L BARBRAEINABHEFESF
LR - B - BECERICRHERBOMEE - WEETEUWERE -
ELRE - ARBESANMEENRERS —ENAIRAS - FILRE L
O DUEARENR - @ - ERE LBERNHEFEEFoETES
SLFAST SRR - MU LIEREETZ I - BEERE P IJLUREE
THIEHE e BAEAARNRRES AN AARE ; HHERVREETT
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HIFRE N - ZEMSEBENERFLRR - ERJLUEF RIS
AR - WERSFERABPEEERENER -

HERE . BEERANEIFEE FEUREERER

TBRHUEBE - VHAEWRRIBER (AR) BEREIR (VR) RlImE
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Citizenship and Social Development
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9.3 St. Paul’s Convent School- Understanding 16 domains of
National Security using Mastery Learning

Teacher Name Ng Yeuk Man Crystal, Hui Pui Yu Ida, Priscilla Wong
Subject Citizenship & Social Development
Subject Level F4&F5

Learning Objectives To develop a students-driven e-learning quiz app to help
students understand the 16 domains of National Security
through collaborating with different academic subjects. It
aims to arouse students’ interests, awareness and sense of
belongings on the domains through gamified learning.

Applied e-Learning Platforms: School-based quiz platform — ELMO

platform and tools  Tools: Applnventor

Introduction of Lesson Design:

In recent years, our school has placed more emphasis on the integration
of a STEM-based curriculum both inside and outside the classroom. As
such, we strive to equip our students and teachers with the most
innovative practices, to ensure our curriculum suffice the educational
needs of the 21st century. National Security and its 16 domains are one
of the important topics in the Citizenship & Social Development (CSD) :
curriculum. It is hoped that all students in the school could approach the topic

in a holistic approach and obtain in-depth understanding on each domain. Hence,
in our lesson design, we would like to ensure that all the quiz questions and the
designs of the interfaces are the work of our students. We hoped that students
can master the ability of selecting what is best for their peers’ learning from a
learners’ perspective and increase their sense of belonging and ownership.

SANULAG oS

N/

,lh F:Qulz1 NSLQuiz2 NSLQuiz3 NSLQuiz 4 NSL Quiz9 NSLQuiz10 NSL Quiz 11 NSL Quiz 12

NSLQuiz5 NSLQuiz6 NSLQuiz7 NSLQuiz8 NSL Quiz 13 NSL Quiz 14 NSL Quiz 15 NSL Quiz 16

Fig 1: Interfaces created by students with incorporation of elements of our
school
The delivery of the lessons are collaborative efforts of more than 15 academic
departments including the ICT department and the academic subjects responsible
for different domains.
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1. Adopting teaching pedagogies like collaborative learning, scaffolding and
self-directed learning, students have learnt the followings in mass lectures

and classes:

Basics of the concept of
National ~ Security in
CSD lessons

Computational thinking
skills, design elements
and basic app making
skills with ApplInventor
in STEM lessons

Research methods , data
collection skills, setting
of multiple choices quiz
questions in  mass
lectures

2. Using the pedagogy of jigsaw learning, students were then divided into 16
domain groups depending on their subject disciplines and interest. They have
conducted research and set 80-100 quiz questions based on the assigned
domain. Expert teachers from different subject disciplines are assigned to
supplement students’ research and provide assistance. Students have designed
the interface and design of the app as well and implemented their design via
Applnventor. ICT teachers were presented to help students solving technical
problems in app development. In the meantime, English teacher was invited
to proofread the questions and improve the consistency of the questions set.

Fig 2: Consultation between expert
teachers and students

Fig 3: Students learning coding and
database design in STEM classes

3. Skills in data presentation, data management and handling were coached in
STEM lessons. Students have developed question bank database and input
the questions to the school’s internal e-learning platform. Pilot tests were
conducted among themselves, app designs and questions were modified
subject to the data collected and feedback from their peers.
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4. To consolidate their learning, students showcased and presented their
learning journey to all F4 and F5 students. They prepared presentations to
introduce the domain assigned and reflected their learning on data collection
and research skills. At the last stage of jigsaw learning, all students were
able to obtain a full picture of the content of 16 domains, make sense of
their learning and reflect on their way of interdependent learning.

Fig 3: E-Learning
Quiz App developed by
students

Assessment Methods

To assess the effectiveness of the platforms and evaluation of students’ learning,
several means were adopted. Qualitatively, an expert in the education sector was
invited to try-out the platform and give constructive feedbacks to the students and
the teachers. A detailed reflection and evaluation was provided to assist students
and teachers to improve, especially in the interface of the apps as to ensure the
apps / questions can serve all ages. Quantitively, the platform was being trial-run
to all Form 2 students. Data were collected and analysed for modification of the
interface and to adjust the difficulties of the questions. All the data and feedback
are generated for the students’ reference and further self-reflection. With the
formal launch of the apps/ e-learning platforms in the near future, the statistics
and data collected will serve as a more valid assessment criteria for students’
learning.

Reflection on Teaching and Learning

The success of the lesson plan depends on the extent and quality of the
collaboration among departments as the teachers served as important resource
persons to scaffold students’ learning and provide appropriate guidance in
question setting and factchecking of information. Students’ positive feedback
reflects they enjoy their ownership of the app / database and are perfectly capable
to develop e-learning tool to facilitate learning autonomously. The data collected
will serve as an important indicator on the planning of future National Security
Education related activities and adjustment on the levels of difficulties of
questions. Talks or activities could be organized to target the domains with less
desirable results. Regarding the way forward, the database would be expanded to
include the 4 new security domains added and a quiz on the Basic Law and
National Security Law Test would be developed to further students’

learning in different key learning areas.
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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 as long as it comes with careful planning and clear instructions.
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