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School context

® English-medium of
instruction Government
secondary school

® Students are from lower
SOCIio-economic
backgrounds

® 2 classes parficipated in
the project over 2 years
(S2 to S3)




Why the Makerspace Projecte

»To further develop units of work that were enhanced in the
Critical Literacy “Seed” project

»To identify how Thinking Routines and Design Thinking could be
incorporated into the school-based English curriculum

»To enhance students’ creativity, collaboration and problem
solving skills

»To extend students’ English language skills in authentic and
purposeful contexts




The 15t Year: S2 (2020/21)

Overview




The 1" year: S2 (2020/21)
Term 1: Billy Elliof

Billy Elliot »Students read Billy Elliot and

by Melvin Burgess watched scenes from the movie

»Students analysed the characters,
sefting and events using Thinking
Routines

[Image removed]

» Values education: empathy,
tolerance, perseverance




The 1" year: S2 (2020/21)
Term 2: Matilda

Matilda w»Students read Matilda and
by Roald Dahl watched scenes from the movie

»Students analysed the characters,
sefting and events using Thinking
Routines

[Image removed]

» Values education: empathy,
respect, perseverance




The 15t year: S2 (2020/21)

Thinking Routines

Parts Purposes Complexities

[Image removed]

Parts People Interactions

[Image removed]

Think Feel Care

[Image removed]

Imagine if...

[Image removed]




The 1" year: S2 (2020/21)

Introduction to Design Thinking

@ cg®




The 1" year: S2 (2020/21)
S2 Game Design Day, 30 June 2021
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Overview




The 219 year: S3 (2021/22)

Slumdog Millionaire

Slumdog Millionaire
by Paul Shipton
(based on the
screenplay by Danny
Boyle)

[Image removed]

»Students read Slumdog Millionaire
and watched scenes from the movie

»Students analysed the characters,
setting and events using Thinking
Routines, e.g. Think Feel Care

»Theme: The World and You/You and
the World (India and Hong Kong)

= Values education: empathy, respect



The 2nd year: S3 (2021/22) M,

Slumdog Millionaire & the SDGs 5,“‘~

[image removed]

[image removed]

Students studied some of the
Sustainable Development Goals
(SDGs) to understand issues in the
story related to:

NO ZERO GOOD HEALTH QUALITY
POVERTY HUNGER AND WELL-BEING EDUCATION

il ]

GENDER CLEAN WATER DECENT WORK AND REDUCED
EOUA[[TV AND SANITATION ECONOMIC GROWTH INEOUALITIES
O Rall S




The 219 year: S3 (2021/22)
Slumdog Millionaire & Design Thinking

» Students used the Design Thinking

Process to design games for English
[image removed] Fun Doy

»The challenge for the S3 students

was to design games for the S2
students to introduce Slumdog
[image removed] Millionaire and the SDGs in an
engaging and educational way




The 219 year: S3 (2021/22)

umdog Millionaire booklets
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The 219 year: S3 (2021/22)

Sustainable Development Goals (SDGs)

SUSTAINABLE ™ &
DEVELOPMENT \J%u¥ ALS




S3 Game Design Day
25 June 2022




The Design Thinking Process

@ cg’




Empathise
Putting yourself into the shoes of the players

Questions to investigate
» Who will play the game?

» What kind of games do they likee

= How well do they know:
» Slumdog Millionaire? [images removed]

> the SDGs?e




Define
Defining the problem

[image removed]

Questions to investigate

» How can we design a simple game that will teach
players something about:

» Slumdog Millionaire?
» the SDGs?

®» How can we make the game fun and engaginge




ldeate
Brainstorming ideas about the game design

» What type of game is it¢ How many players can playe
» How do players wine Is it a game of luck or skille

» How do players interact? Is there a facilitatore

» \What can players learn about:
» Slumdog Millionaire
» the SDGs

» \What makes the game fun and engaging?




Prototype
Using tools and resources to design the game

[images removed]




Test

Testing and tweaking the games

One positive
comment

I really like your
gome because..

One thing that One suggestion
needs explaining

Can you tell me One +hin3 +o
WhY"‘ Improve on IS..



S3 Game Design Day




Day

S3 Game Design




Day

S3 Game Design




S2 English Fun Day!
11 August 2022




S2 English Fun Day!




S2 English Fun Day!
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S2 English Fun Day!
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S2 English Fun Day!
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S2 English Fun Day!
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Our Observations about the Game
Design Day and English Fun Day

Successes Challenges

» Ss collaborated very well to = | earning about the SDGs in

~ create their games during English involved
the S3 Game Design Day. difficult vocabulary.

» Ss were able to tweak their = 53 Ss needed more time to
prototypes to make the ideate, prototype and test
games more suitable for the their games.

s v Bay. = 53 Ss had to create games

» 52 Ss enjoyed playing the that could be played within 10

games and learned mins for English Fun Day

something about Slumdog
Millionaire and the SDGs.




Challenges & Takeaways
In the Makerspace “Seed” Project




Challenges

» Conventional classrooms vs Zoom lessons
« 30-minute online lessons (2020-2022)
* Digital reading (in place of reading a book)

» Designing games was only possible in F2F lessons

» |[ntegrating Thinking Routines, Design Thinking and
Makerspace with literary texts and the SDGs was
ambitious.

» The planning and implementation of the project
lessons were disrupted by the special holiday
arrangements.




Takeaways

®» © New reading experience for students
-» Extended student learning beyond the stories

» OOO Broadened students’ worldviews and

perspectives and engaged students in being
"Makers"

» OOOO© Excellent collaboration with the NET Section



Thank you!

‘ \ Diane Kopman, NET

%%\ Thomas Ma, English Teacher

Kwun Tong Government Secondary School




