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Background

A CMI secondary school, a STEM school
Presentations of STEM products in English
Band 2-3

The entire S.1

o 5 groups, homogeneous grouping
o Class size: 20-30

6-8 English lessons a week, mostly double periods
Joined this ‘Seed’ Project in 19/20
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Input Teachlng th|nk|ng routlnes IN various

units
Unit 1: hakdDaobsds, @dmplexities:
A new start Analyse the school facilities, and enrich the description of school facilities for writing
a letter to a primary school teacher
Unit 2: Parts, Purposes, Complexities:

Strong, fit and fast Analyse the bicycle at school
’ Parts, Purposes, Complexities & Parts, People, Interactions:
Analyse the new sports mentioned in the textbook

Think, feel, care; Imagine If:
Create a new sport for classmates and design a poster to introduce and promote it

Unit 5: Parts, Purposes, Complexities:
Yum! Analyse chocolate cookies mentioned in the textbook and the food pyramid

Parts, People, Interactions; Think, feel, care; Imagine If:
Analyse the school lunchbox system

Imagine If:
Analyse smoothies and ways to improve them



Overview of the 4 thinking routines

TR 1: Parts, Purpose, Complexities
What are the parts?

What does this object/system do? Why do
we use it? What does each part do?

How do the parts work together to make
something happen?
What if a part were missing or changed?

TR 2: Parts, People, Interaction
What are the parts?
Who are the people? What do they do?
How do the parts and people work

together? What would happen if a part or
person was missing or changed?

TR 3: Empathy - Think, Feel, Care
What does this person do in the system?

If you were this person, how would you
feel? Why?

If you were this person, what would you
care about? What would be important to
you?

TR 4: Imagine if
How could we make it better?
How could we make it more effective?
How could we make it more efficient?
How could we make it more ethical?

How could we make it more beautiful?

Learn about the people you are designing for |

Who are they?
What do they think?

What do they feel? @ 2

What do they say?

What do they do? &
What do they care about? !

Come up with a problem based on what you
know about those people
- What problems do they have?
- Write a problem statement based on ONE
problem

Think of ways to solve the problem
- How can you solve the

e )
- Adding things? m

- Combining things?
- Creating things?

Make a testing model of a possible solution
- Choose the best solution and make a model

(prototype) @®

Test the model and reflect if it works
- Does the model work?
- Do the users like it?

(32
- How to make it beue(? @ @

O gy

anguage input:
Modals
You should...

Wh-questions:
What do you like







“Good artists cOpy,
great artists steal.”

Pablo Picasso



',

What makes the
game fun?

How do players
move?

- =
X ot
-

What are the
elements of luck /
strategy involved?

What makes the |
game unique?

What is/are the
How does / do a e Sk HE _ | shape of the board
player(s) win? S B e e e e game?



| Theme?
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Preparation
of the
project
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4 Thinking Routines

Parts, Purposes, Complexities
Parts, People, Interactions

Think, Feel, Care

Imagine if...

EMPATHISE

DEFINE

S

Stages of
Design
Thinking

IDEATE

PROTOTYPE
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Makerspace Online Training (2)

LST Yu Kan Hing S§

A Wedding Planner

What to do with teaching?

A Convenience Store

‘What to do with teaching?

Step 1

EMPATHISE / DEFINE

A Housewife

Wt 0 do with eaching?
iy
BTy

A Tourist Guide

‘What to do with teaching?
5 -

Step 2

IDEATE

@

A Makeup Artist

frimrey
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+ Lo e oy

A Carnival

What o do with teaching?
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The Lunchbox System

‘What to do with teaching?
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2.2 Curriculum Mapping‘and Scheduling

TR1: Parts,
Purposes,
Complexities

TR2: Parts,
People,
Interactions

TR3: Think, Feel,
Care

TR4: Imagine if

Design Thinking

Analyse the school facilities

ANew Start | GieiERoS! eacher
: Analyse a bicycle Analyse new Design a poster to Design a poster to

Strong, Fit & Analyse new sports sports Fromote anew sport | promote a new

Fast or classmates sport for classmates

Amazing :

[V First term exam

Analyse cookies and the | Analyse the Analyse the Analyse the
Yam! food pyramid lunchbox system | lunchbox system lunchbox system
* and smoothies
Design board games
(F;un and for S.1 students
ames
Pack Your

Bags

Final exam

Sharing in June




During the
project



3.1 Makerspace Handbook

e A systematic record of the entire
Makerspace “Seed” Project

o Introducing the 4 thinking routines and
Design Thinking

o Definitions, examples and practices

o Gradual release of responsibility



Lok Sin Tong Yu Kan Hing Secondary

S.1 English Language

@

5 facts you should know about
Mokerspace.

1. What is a Makerspace?
> A makerspace is a space where you can work with others.

> It helps you think more positively and solve problems in better ways
by using 4 thinking routines.

2. Why am I learning this?
> It helps you to solve problems.
> It helps to prepare you for the future, e.g. jobs.
> It helps to see opportunities, e.g. start your own business.

3. Is it difficult to learn this?
> No. Practice more and you can master it.

4. Why start now?
> The earlier the better!

5. Where can | apply it?

> Anywhere as it is everywhere. It can also be used in other subjects,
like Science, Integrated Humanities and writing tasks in Chinese!

> Don't forget to apply it in your daily life. It can make you and others’
life better!

S.1 Makerspace Bkit p.2

What type of person do you need to be when you
leave school?

The world doesn’t need...
« Students who can only pass exams.

The world does need. ..
independent leamers ?—
creative people w ‘
who see the problems of the world y
as puzzles
and work hard to solve them '
even when itis difficult.
Gever Tulley, Brightworks School founder

can help you prepare yourself

'son.

Understanding the
purpose of this
‘Seed’ project




Overview of the 4 thinking routines

TR 1: Parts, Purpose, Complexities
What are the parts?

What does this object/system do? Why do
we use it? What does each part do?

How do the parts work together to make
something happen?
What if a part were missing or changed?

TR 2: Parts, People, Interaction
What are the parts?

‘Who are the people? What do they do?
How do the parts and people work

together? What would happen if a part or
person was missing or changed?

TR 3: Empathy - Think, Feel, Care
What does this person do in the system?
If you were this person, how would you
feel? Why?

If you were this person, what would you

care about? What would be important to
you?

TR 4: Imagine if
How could we make it better?
How could we make it more effective?
How could we make it more efficient?
How could we make it more ethical?

How could we make it more beautiful?

What are we going to do this year?

September 2020

October 2020

November 2020

December 2020

January 2021

February 2021

March 2021

April 2021

May 2021

June 2021

@00 @ 2000 o0

Introduction

TR 1: Part, Purposes, Complexities

TR 2: Parts, People, Interaction

TR 3: Empathy - Think, Feel, Care

First Term Exam

TR 4: Imagine if

Designing a board game

Tests and Modifications

Presentations




Thinking Routine 1:
Parts, Purposes, Complexities

What parts are there?

/C\\ What does this object/system do? Why do
& =) we use it? What does each part do?

P) How do the parts work together to make
L something happen?
What if a part were missing or changed?

Example: A push ballpoint pen

This is a common kind of pen. Have you ever looked at it very closely?

S.1 Makerspace Bkit p.6

©-
What are the purposes of | How do these parts work

these parts? together to make the pen work?
What if they were different?

Practice 1:

To__hold __theink
chamber in position

Why is it important to be able to
unscrew the tip and the barrel?

To What if there is no grip?
hold the pen

To__house _the inner parts | What if there is no barrel?
of the pen

To________ thepen What if there is no clip?
more easily

The ink chamber =8 +9 + 10 + 11

5) spring To the What is the difference between a
&) thrust position of the ink chamber push pen and a pen with a top?
rust

device

7) thrust tube

8) ball What is the difference between

using a ballpoint pen and a
9) socket fountain pen?

10) ink

11) reservoir

parts?

(e
€

What does this object/system
do? Why do we use it?
What are the purposes of

How do these parts work

together?
What f they were different?

Hints: control, write, make it easier, carry

S.1 Makerspace Bkt p.7

S.1 Makerspace Bkit p.8




Thinking Routine 2:
Parts, People, Interaction

What are the parts?

Who are the people?
What do they do?

How do the parts and people work together? What would
happen if a part or person was missing or changed?

Example: A canteen

This is our school canteen. What part and people can you see? What is the
interaction between them?

® @

What are the parts? How do the parts and

: people work together?

Who are the people?
What do they do?

Food and drinks

Tables and chairs

Draw arrows if you think the parts and the people are related.

What are the parts?

iﬂowdomepansand :
. people work together?

What do they do?

S.1 Makerspace Bkit p.11

.1 Makerspace Bklt p.12




Thinking Routine 3:
Think, Feel, Care

What does this person do
in the system?

If you were this person,
how would you feel?
Why?

If you were this person, what would you care about?
What would be important to you?

Example: A canteen worker
Before we start, answer the following questions:
Q1) Do you like the canteen worker of our school?

Q2) Has there anything good happened between you? What was that?

Q3) Has there anything bad happened between you? What was that?

S.1 Makerspace Bklt p.14

G1°d g soedsiaNel L'S

() What do they HEAR?
Students, "Faster!”

Teachers, "We need to remind
students to be responsible and
clean the place after using it.

1) Sell food as fast as possible.

) What do they need to DO?

- stocktake the food and drinks
- clean the tables and chairs
- sell food and drinks

0B

) What do they THINK and FEEL?

BAD GOOD .
What e e feary, W e Dy wants,

ustatons e wwetes’ teeds hopes and Jess®

She is afraid that people  she hopes that

She is trying her best to :“"'“'"‘"d"
understand her
be faster, but there are ituat )

The pany can be understanding
and trust her if there are compiaints.

© What do they DO?
2) Clean the place.

- prepare food

- Dirty tables with rubbish

- Customers (students, teachers)
€) What do they SEE?

- Food and drinks

©) What do they SAY?
1) What do you want? How many?
$10, please. Next.
2) The students are so lazy!
They don't clean up the
place!




Thinking Routine 4:
Tinkering - Imagine If...

How could we make it better?
How could we make it more effective?
How could we make it more efficient?

How could we make it more ethical?
How could we make it more beautiful?

Example: A schoolbag (backpack)

How can we make our schoolbag better?

.1 Makerspace Bklt p.18

61°d Ipig soedsiaen L'S

The fabric changes
colour under the sun.
-> More colourful

W

Look better

More efficient

Attach key rings to the #
front for users to get

their keys more quickly.

-> More user-friendly

Use very light but strong
fabric, such as nylon.

-> lighter, stronger

Add pockets to the
sides of the bag.

-> Carry more things

Attach straps at the bottom
of the bag, so that it can also
be used for camping

-> more functions

More effective

Use companies which hire
the disabled
-> better for society

Use recycled plastic.
=> reduce waste




gn Thinking

Learn about the people you are designing for

Who are they?

What do they think?

®

What do they care about? ’—i‘]
Come up with a problem based on what you
know about those people

- What problems do they have?

- Write a problem statement based on ONE
problem

Think of ways to solve the problem

- How can you solve the

Make a testing model of a possible solution
- Choose the best solution and make a model

(pmwve). @

Test the model and reflect if it works
- Does the model work?
- Do the users like it?

- mmmmnmn@ @

v} Q
S r'\
.,

o k4

S.1 Makerspace Bkt p.22

Practice 9

What do you know about the target people?

Define
What problem(s) do they have?

Ideate
Choose one of the problems above.
How can you solve it? Think of as many ways as you can.

&

Prototype
Choose one of the ideas in IDEATE and make a prototype. Draw/ Write the details below.

Olcia)

S.1 Makerspace Bklt p.23

Test

Does the prototype work? How can you make it better? @ @

S.1 Makerspace BKt p.24




3.2 Unit1 A new start

TR1: Parts, Purposes, Complexities

o Analyse the school facilities for
writing a blog entry



32 Unit2
Strong, fit and fast

a) TR1: Parts, Purposes, Complexities

e Analyse a bicycle to help students
understand the reading text

b) TR1: Parts, Purposes, Complexities;
TR3: Think, Feel, Care; TR4: Imaginé if

e Create a new sport and write a poster to
promote it

e Use of wh-questions and modals




Engrunbok

t team sport mixing leaning
5 Eng\ish,run and basketball
Fgglalhg';’éyggﬁ we play this gr? e? basketball field
2.Q What equipment do you ey 2asKEDAIC
A.English book and basketball
3.Q.how long time we play this game?
4.Q:how many player ?
5:how many groups?

A.30 minute
Atsix to eight

A:also can at lest two groups

1.Players must come out 2 Players have 5 minutes

with a seflof English ¢ ramember the words. [&
here can be |

10to ] | words.
e turns to

lak out one

score and

say the icorrectly,
they point.

shoot and 30 minutes.
word. If t] i
The player with the

most points wind.

R A

hich country is running ball?
g Kong
any-teammates ofeach teaW.

-Five

No. of players
A:THERE ARE FIVE PLAYERS ON
EACH TEAM.

Matchpoint

TEAM THAT HAVE FIVE POINTS
WILL WIN THE GAME.

many teams during the match?.

patch?

Serving

PLAYER RUN FAST TO GET BALL,
THEN USE FOOT TO PASS THE BALL
TO THEIR TEAMMATE.THEY NEED
OOT THE BASKETBALL NET E

A:You have

A'team sport mixing
Basketball,badminton,Running

QA time

A:on badminton court.

2.Q:What equipment do you need ?
A:Rackets, basketball.

3.Q:How long do you play this sport?

A:30minutes

4.Q:What are some features of Runbadket?

A:Players must
hold a basketball
with one hand.
to2-4 f it leaves the hand,

1 point will
players. be deducted.

A:Players must
not exceed

[A:You must run when!
deducting points,
but if your opponent Jl§ AThe game ends
deducts points later, fJj *hen S points are
deducted from
you do not

aplayer.
need to run. he other player wins}

32
Runminton
Aindividual sport mixing badminton ,running

1Q:Where can you play the sport game?
A: On badminton court

2.Q What equipment do you need?
AA court, a net ,a racket and a shuttlecock

3.Q: What are some
features of Runminton?
No of player Rule fuile
There can 2 A player Pin
player on each must keep  PlaYer
individual jumping must no
cheat

Q:How long do you play this sport ?
A:35 minutes
Q:How do you play win game? A: If
the score is 20-20,a side must win
by two clear points to win the




3.3 Unit5Yum!

TR1: Parts, Purposes, Complexities;

TR2: Parts, People, Interactions;

TR3: Think, Feel, Care;

TR4: Imagine if

e Analyse cookies, smoothies, the food
pyramid and the lunchbox system to

enrich students understanding of the
theme

® Mini-lessons



“l would hand in the order
form on time from now on.”



3.4 Unit7 Funand games
Design Thinking »

e Make a board game
e _Wirite reflections



Board games

uage elements

The textbook Imperatives
Fun & Games
unit ,, Wh-questions

Conditional Sentences



Lok Sin Tong Yu Kan Hing Secondary School
5.1 English Language

Unit 7

Board Games

What are we going to do from April to June?
April 2021 @  Designing aboard game
May 2021 . Tests and Modifications

21 May 2021 . Final products |

June 2021 . Presentations & Showcase

Your board games will not only be

. but will also be running
for the following awards!

The Most The Most The Most

Fun Educational| Popular
The Most The Best The Best

e RE
Game Came

I\ Avard Aviard

Avard

Board Game p.1




_ Teacher’s Game 1 Teacher’s Game 2 Your favourite board game

Name of board
game

How do players 1. take turns to throw the dice, and
move

How does / do a | 3. land exactly on the last square
player(s) win?

What makes the 4. & player can take 10 steps

game fun? backward if he steps on the snake. @ @
What makes the 5. Players from 3 - 80 years old

game unique? love this game as no skills are

What isfare the .

shape(s) of the

gameboard?

YWhat are the 2. land on the square with nothing, a
elerments of lucks | snake or aladder

strategy

involved?




Board Games
Worksheet (1): Part 2 Glossary

Narme: { bl Class: Group:

Take out your notes and tum to p.3-4. Look at Part 2: Glossary on Board Game
Elemerts and cormplete the worksheet.

Level 1: Matching
‘What do the following pictures mean? Match themwith the correct words! phrases.

of

players

throw a dice

draw a card

counters

tiles

take turns

collect

land

attack

winners

opponents

agameboard

- Level 2 Fillin the blanks (Ludo)

Watch the video about how to play Ludo. Try your best to understand the game
inthe video and use the glossary to help you complete the following
instructions. The answers MAY NOT be inthe video.

Part 2: Glossary on Board Game Elements

A. Actions

rollf throw a dice

spin a wheel

move fornard!
hackward

jumpi leap

(] © ##4
s 9 b

vs

&
f

La
f

take tums

attacks capture
A3

drawa card

exchange! swap

A

Pack
1. Ludoisa garre for 2-4
. thasa garmeboard.
. It has four sets of coloured
. Players use a six-sided to decide who to play first and how
mary steps the moves.
Howto move

5.

and move the

6. If a player's counter onthe ‘s counter, the

latter one will fall hack to the station.
7. If a player's counter on another counter with the same colour, they

become double pieces.
8. There are four safety onthe board with star signs.
Howto win

9. The first player who moves all four counters once around the board is the

collect

B. Things

meeples

B B4

a stopwatch

&

gam e pieces! counters

iitsn

amarble

tokens




Turn to p.2 (Part 1} of your notes

Stel,s (6 Gards) 2) For each group, get 6 cards of different colors

3) Write the answers of the 6Qs onto 6 cards
o ™ The answers can be from different students
4} Passthem to the teacher when you finish

p.2

Teacher’s Game 1

Teacher’s Game 2 Your favourite board

game

‘Name of board game

Snakes and Ladders

Upwords

Q1. How do players move?

1. take turns to throw the dice,
and move

1. Puttiles on the gameboard.

Q2. What are the elements
of luck/ strategy involved?

2. land on the square with
nothing, a snake or a ladder

2. Spell longer or shorter words

Q3. How does / do player(s)
win?

3. land exactly on the last
square

3.Use all the tiles and get the
highest points.

Q4. What makes the game
fun?

4. A player can take 10 steps
backward if he steps on the
snake.

4.Show people how good my
English is.

Q5. What makes the game
unique?

5. Players from 3 - 80 years
old love this game as no skills

5.We can learn a lot of English
words.

Q6. What is/are the
shape(s) of the
gameboard?

are needed.

6.Square

Part 3: Creating a Board Game

Group Leader:
Groupmates:

What is the name of
your board game?

Ourboard garme is called...

there?

How many players are | There can be

(Parts)
6

The pack contains:

There are...

1z

How do players move

2 (1204005

The first player who

P~
How do players win? 3




< Y 4

a4
Qi %/

s e
W% 5 ‘." ;ﬁfwﬂy o the cndaf

e s sirplanes.
a, 1 Serbey ‘
b b |




Language support for doing
group discussions

e Provide stems
e Adopt an award system

Part 4 Testing a Board Game

Name of the board game:

Test players:

What do you think about the board game? Circle the numhberthat shows how much you
agree ordisagree with the following statements.

1= 2=
strongly | disagree
disagree

4 The rules are clear.

5. The name of the hoard game is
eye-catching.

6. llike the board game.

Howwould you change the hoard game to improve it? Give two suggestions.

(a) We would change/ ac delete/ combine

(b) We would change/ ac delete/ combine

the Board Game
After testing, how will you change/ modify your board game?
1. Wewill change/ ac¥’ delete/ combine

2. Wewill change/ add/ delete/ combine




Parts 1-5: Making the first draft

e Students were very excited

e They got the gist of it

e Knowing the process and got the
habits of giving and receiving
feedback



Part 6: How to create a better board game

Design Thinking

Learn about the people you are designing for
Who are they?
What do they think ?
What do they feel?
What do they say?
What do they do?
What do they care about?

Come up with a problem based on what you
know ahout those people
- What problem s do they have?
- Write a problem statement based on ONE
problem

Think of ways to solve the problem
- Howcan you solve the problem ?

- 2dding things? @
- Combining things?

Deleting things?

Make a testing model of a possible solution
- Choose the best solution and m ake a m odel

(prototype) @

Test the model and reflect if it works
- Doesthe model work?
- Dothe users like it?

- Howto make it better? @ @

, Purpose, Complexities
What are the pars?

What does this object/system do? Wy do
we use it? What does each part do?

Howr do the parts work together to make
something happen?

What if a part was missing or changed?
TR 2: Parts, People, Interaction

What are the parts?

Who arethe peaple? What do they do?

How do the parts and people work

together? What would happen if a part or
personwas missing or changed?

TR 3: Empathy - Think, F eel, Care
What does this person da inthe systern?

Ifyou were this person, how would you feel?
Wity ?

Ifyou were this person, what would you care
ahout? What would be irportant to you?

TR 4: Imagine if
How could we make it better?
How could we make it more effective?
How could we make it more efficient?
Howe could we make it more ethical?

How could we make it more beautiful?




Part 7: Assessment Criteria

Project Overview
@ You will be assigned to a group of FOUR. You will design a board game
together.

e« Tobuild your board game, youwill design THREE items:
1. Instructions/ Rules
2. The gameboard
3. Game pieces

@ To design your board game, you will follow the S steps of design thinking —
empathize, define, ideate, prototype andtest.

@ Totest your board game, you will complete AT LEAST OME TEST with the target
players. Then, make necessary changesto it.
OLd

diNarKks ped e -
Meeting the 10 rmarks O Does your board and game pieces promote your
needs of the theme?
target players 0O Does it answer the needis)/ solve the problem(s) of

the target players?

Theinstructions | 10 marks O Are your instructions clear
O Are your instructions grarnmatically correct?
O Dovyour instructions explain the set-up, niles, and
parts of your board game?
O Dovyour instructions promote y our theme?
O Does it answer the need(s)/ solve the problem(s) of
the target players?

Thedesign of 10 marks O Areyour pieces and gameboard attractive to
thegame board players?
O Dovyour board and pieces have interesting designs
andgame
% that promote the theme?
pieces

Design Process | 10 marks O Have you finished all the parts in the worksheets?
in Workshees O Have you kept thern clean and tidy ?

Teamwork 10 marks O Is the group leader responsible?
(individual) | O Does everyone in the group contribute to the work?
O Do all group members communicate well?
O Have you done your part?

TOTAL: 50 marks




Part 8: Empathise
. A Board Games

Ermpathy in design thinking is learning about the people you are designing for (the g § - \
users). e . ¥ Worksheet (2): Part 8 Empathy

‘Who are they? R . - o

_ =2 - F= < Name: { ) Class:

\What:do they. thirk? e (Take out your notes and tum to p.10. Look at Part 8: Empathy and complete the
‘What do they feel? g g worksheet)
What do they say? R - ) In the lesson, two empathy designs for blind people were irtroduced. Your solutions

5 5 " 3 > " , - b % were very creative with nice illustrations. However, how do we describe your ideas in
What do they do? - v English? Use the hints belowto complete the sertences.
What do they care about?

. ; Empathy Design 1: A Milk Carton
Examples of Empathy Design e ok - | Hints:

Take a look at the following pictures. Think about what problems/ needs they have s " = Actions: adic, feel Thirgs: a hole, a straw braille, opening, side
and how you would do to modify the design and help blind people. You may draw
on the pictures.

Need Drink the milk inside

Milk hoxes IPedestlian lights 3" e © Potentia problems | Spill the milk because they open it on the wrong side
User Blind people v i E & , B =2 - 8 B w Yk Possible solution 1

To solve the problem, we can (action)

Need Drink the milk inside Crossthe road safely thing), and (a thing).

Potential AL ' . the cartontop.

problems

Then, blind people can the hole and put the straw

Empathy - . into it safely.
Design =

Possible solution 2
i To solve the problem, we can (action)

thing). tothe _top_ofthe carton.
Then, blind people can the word and open the
carton onthe conect side.

MILK

Possible solution 3
1 To solve the problem, we can (action) one

' mote (a thing) to the catton.

MILK Then, blind people can easily open ary




Since you are going to design a board game for another group of students based
on a unit in your textbook, you need to know more about them. The following
questions are some examples. Also, as another group will design board games for
you, they will ask you questions as well.

o Who are the players?

+ What do they want the gameboard to look like?

s What do they want to know more about the theme/ unit?

1A

1B

1c

1CD

1D

Theme of
the
board
games

U1: A new
start

U4: Amazing
experiences

U2: Strong,
fit and fast

U2: Strong,
fit and fast

U4: Amazing
experiences

Target
Players

1C

wWhat other questions would you like to ask them?

Boord Games
Chiaracteristics

Group:

Another group of students are going to design board games for you. YWhat would you
like to tell them ahout you?

Q.1 What doyouwant the garmehoard to look like?

Q.2 What do youwant to know mare about Unit ;

CoreVocah
for tests and
exams

Q.3 Why?

Because it
isimportant
for tests and
exams! we
want to do
hetter in
tests and
examsl we
are not
familiarwith
it

Q.4 What other hobhies/ interests do you have?

Manga




Part 9: Define

Before designing the board game, we need to define the problem or the need of
the audience, such that we can focus on soking or meeting it.

After asking students in ancther group, here are our findings.

Ste 1 - Findings and Insi hts

We ctill dow't know come of the rooms at
S'D"lﬂo{

Fro m the S \ ol 2 We otifl dow't know the mames of come

teachere and clasematee

characteristics list el

5. Treacvre bunt We Feel good when we find the Ereasvre

6. The Amazon Rainforest | We like the animale and plante theve

Example: HOWMIGHT WE help our husiness by developing an app to help {who) our
customers to (need) share ice creampics and {insight) connectto friends?

Your turn: HOWMIGHT WE design a board game to help (who),
to (needs)

and (insight)




To nspire students
spice things up
e based on their

Here are some ideas for you. Think about what you can do to make

(1) The game pieces/ counters/
tokens

is1¢@
0l®

- Real ohjects?
- Using playdough to make them?

(3) The design of cards/ tiles

L

The shape

One sided/ two sided
Colours?

With holes?

With words andfor pictures?

- your board game more interesting and fun to play.

(2) The gameboard

- To do something silly, like throwing
a toy to opponents to attack
others?

- To play paper-scissors-stone to
decide on the turns?



Part 11: Writing instructions

After having some ideas of your board garre, itis time for you to learn how to write
the instructions. Learn from the following examples and write your own.

4YeTAVATAYAVAYS
! VaVAVAVAYAVAVAY

Name of the board game: Snakes and Ladders

Name of the board game: 10 Days in Europe

Number of players: 2 or more players

Name of the board game: | Aeroplane Chess

Number of players: 21tw4 players

Name of theboard game: | Chinese Checkers

HNumber of players: 2,3,4 oré players

The pack contains: 1 dice, 1 game board,

6 counters of different colours.

Mumber of players: 2t04 players

1 dice, 1 game board,
4 counters {eroplanes) of 4 different colours

The pack contains:

1 game board, 48 country tiles, 19 transportation tiles, 4
sets of tile holders

The pack contains:

The pack contains: 6 sets of 10 marbles with different colours,

Before the game:
® Each player chooses a coloured counter.

Before the game:
® Each player chooses a colour
* Place the aeroplanes in the corresponding hanger.

1 hexagon board with each triangle with

Before the game:
e Each player chooses a colour

® Place the 10 marbles with the chosen colour in the comesponding coloured triangle.

How to play:
1. Take turns to mave one marble.
2. Move the marble to an adjacent open space, or jump over other marbles that are right
nextto the marble.
. A player can move a marble in any direction, forward or backward, one hole at a time.
. A player can jump in a straight line over ary neighboring marble and can continue

Jjumping over neighboring marbles as long as he desires.

How to play:

. Take turns to throw the dice. The one with the highest number starts first, followed by
the second highest number and so on.

. Put your counter on square 1.

. Take turns to throw the dice and move your counter forward according to the number
of spaces shown on the dice.

. If your counter lands at the bottom of a ladder, you can mave up to the top of the
|adder.

. If your counter lands on the head of a snake, you must slide down to the bottom of the.

snake.

How: to win:
The first player who gets all of his marbles to the opposite point of the star wins.

How to win:
The first player who lands exactly on the last square wins.
If you throw a higher number than needed to land exactly on the last square, your
counter “bounces” off the last square and maves back.

How to play:
1. Take turns to throw the dice. The one with the highest number starts first, followed by
the one on the left and so on.

. A player must throw an even number to move an aeroplane out onto the launch area.
If the player already has one or more aeroplanes out of the hanger, he can choose to
rmave an aeroplane to the launch area or mave one that s already out of the hanger

. Move aeroplanes clockwise around the board.

. If a player throws a6, he can either launch or move a piece, and then throws again.
Haowever, if two more 65 are thrown, the piece{s) moved by the two previous 65 are
sent back to the hanger.

. If aplayer’s piece lands on a space with an opponent’s aeraplane, the opponent’s
aeroplane is attacked and sent back to their hanger.

. If a player's piece lands on a space with its own calor, it jumps four spaces forward to
the next space of its own color in addition to any attacking that is done.

. If a player’s piece lands on a jurp point, the player jumps by following the dotted line
to the space across the board in addition to any attacking that is done.

. When a player’s piece has reached the final stretch of its own colour, the piece
continues its maoves toward the centre to its horne base. If the dice value is too big to
land it on the home base, it must move backward and go away from it

Before the game:

® Place all country and transportation tiles face down next to the game board and mix
thoroughly.

® Each player has two card holders. Fill the tile holders without taking turns. Each player
draws atile, looks at it, and places it into ary open location, DAYS 1-10, until all
players have placed ten tiles in their holders.

® Stack the remaining tiles, face down, to form a draw pile. The three top tiles are then
placed, face up, next to the draw pile to for three discard piles.

How to play:
1. Taketurnsto
 draw a tile from the draw pile or the discard piles, replace one of his tiles in the
holder and discard the old one, or discard the drawn tile onto the discard piles,
® or swap two tiles in the holder
2. If the player takes a tile from the draw pile, all tiles in the discard piles, except the top
ones, are shuffled together to form a new draw pile.
3. Players must connect countries by foot, ship or aeroplane.
® By foot If two countries are connected with a blank line, solid or broken, on the
map, or located next to each other, no extra tile is needed.
By ship: Two countries can be connected on the sea or ocean desighated on the
ship tile.
® By aeroplane: If two countries are of the same colour, they can be connected by an
aeroplane tile of the same colour.

How to win:
o The first player who gets all of the four aeroplanes to the home base wins.
* The remaining players continue the game to detenmine the runner-ups.

How to win:
® The first player who collects country and transportation tiles to complete a ten day
journey, where each day connects to the next day, across Europe wins.




-

Part 12: Report on Prototyping
Write down the details of your board game below. Step 1: After testing, what problems with your hoard game have

Name of the boarc you found? Wite at least ane.

Name of the board game: Test players:

E.g We have found that our board game istoo boring.
Number of players: It is a game for s Circle the nurrber that shows uch they agree or disagree with the following 3 "l o | E.g.¥We have found that our board game is not colourful enough.
3 e | |Eowehavefoundthat the rules are too simple/ complicater; not clear.
B e Statements 2= 3= 4= . ; there is notmuch English element in our hoard game.
The pack contains: : \\ disagree | agree | strongly - 1 E.0 We have found that 3
£ | agree " E.g We have found that our board game does not totally match thetheme.

{(Howmuch co you agree with the statement
that...)

1. We have found that

. - The game l0oks be
Before the game: e P 2 cards, etc)

2. The game design is creative (hoard, - i
rules, etc) : 2. We have found that

3. tisfunto play. N
4. The rules are clear. 3 3. Ve have found that

How to move:

5. The name of the board game is catchy.

6. tcan help uslearn English.

7. ttcan help uslearn more about theme)

Step 2: How will you change/ modify your hoard game?
Use 'Imagine if' to brainstorm ideas. Write at least one. @
(Hints: How to make the ftoard game more beautifl? Fun to piay?

8. We like the hoard game.  Helping in learning E nglish and the theme?)

1. [0 We will change/ ade¥ delete’ combine

How would the testers change the board game to improve it? Use
‘Imagine if to brainstorm ideas and write down two of their suggestions.
(Hints: How o make the hoard game more beautifiui? Fun to piay? . . .
Helping in feaming £ nglish and the theme?) e : 2. O We will change ad deletef comine

How towin: 2 - E (a) They would like to change’ add¥ celete/ combine

The first player who

(b) They would like to change’adc/ celete/combire ] & Step 3: Which change(s) would you make? Put a tick in the box in
Step 2




At least

ONE visible change

Part 15: The final version
Write down the details of your board game below.

How to move:

How to wil

The first player who
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" Teacher’s daily work

Briefings and debriefings before and after
lessons every day

Raising questions and finding solutions
Making sure every teacher is on the right
track

Catering for diversity in every class
Sharing tips If any class

goes faster



3.5 Writing reflections
1. Design Thinking:

e Revision, favourite stage, improvement, potential
projects

2. Teamwork /K@nc\echor@

3. Achievements: Y

e Contributions, likes, things learnt
4. Challenges: : ]
e Dislikes, difficult parts :

5. Conclusions: f
e Advice for students and teachers next year



Reflections



Fun and a sense of achievement

Willingness to explore other
methods

The spirit of Makerspace

More exposure to English in daily
life

Interpersonal Communication

Perseverance

A

Your turn:
(1) Design Thinking has helped you design the board game step by step. My favourite
stage is fretotype . This is because o
i o T ZM l m TI\g process | feel _thﬁ_
fun and o Sehe of achievement

-/

(2) If possible, next time, | would __MiAke Mo VW\\/S {0 U[&\\/ ‘% ANV)QI
because ‘H’leye [¢ not #hmugh ‘MWZH fo ,ln /IZ ‘”MJ kwma%
ol n olly yol| the dice_and choce o pibh -

(2) If possible, next time, lwould 0l QO COV\\XJ(Ef 1o ]rarﬁmsf@/ m\d\fM‘UM@
because \{ L 0\0\ ( ‘Vrom /F—L €A W\YJ& AClete Tt So X s JAN

‘FQSW{

L bue kot How o we e Erald fo wite the ik od "Bgidl

ToHs . At fhe game Tme I can fAA‘/\jS et vow Aokt agually E/glf(/\

T feel fhe sholp poject 1S mfmsmj od, crealib becowe it could
bl's  cheative 1t oureehe( . I adyice  would il mote Cohhhicafiph
of yal qu{mn o students do ﬂ]ﬂjl)hjﬁd' hat yerr . I gue fe

= . £\ : \ A F S T
- wend £ Sy (!(_r«u( Qve up. ’Jf_o SWertS W ho Wou 08 (o t} uu‘fx [QCT NeXT el
- - - ;

-T | . ~ = . -0 e | | 4 S
Ix‘mux _l_ Jﬂ’\.-gg s Vary it 1o deSign ¢ Qames on_SToCt 1o
: ' [ J

- A O sy b [ of | \
————-"“bk‘p"'& )’w,\&wnﬁx Qome ,vou meed To find  materials Tor the Juaro

":!Oﬂ\t ang  moke J\', 10p. Wil hat To Qiin uf Many L ;'.‘L).Lxﬂ. atter You TIadA

ﬁ\ﬁ \M\l’d Game. . fow ',V,&I. Vely (L\{a{ ‘iu‘;.\ ;Lrl‘ QL 4o > Tk naniy s 1he Qreet




Teamwork

Time management

Budgeting

> RS 3 3 MR Ly’ : : o
1 kared  foguerk (i this bowd gone . becauwse in this oM

w&’i k'\)ﬂ \A/'f/“ S 1 fo| e« llfﬂr 3}\*{ te W«Eeonfﬂ

&MLE—M%&( me ond them became ware  comtorfalble
ﬂm__kﬁe_._l_kd_m_}mmm 1 Con g ohly male Ntw
Trionds Jut  0ls \oow that teamwork i very Lm?ortpwt.

X Hm/ know how b allecabe time,
NS hn 15 net ip fa lock of fime ¢o we con oo
better thon wow T woud] Susaect that the tenche shull inorenge
e cut JJM/"’% materals fo t}wt«(. i %rt}{ yuan Rec auge vher
-‘L—L“’;‘ ﬁf materils of our Gmf\ikox of Chess pieces CoSts more
Hhan tuenty vuon Therefore 1 think thoe S’Lw‘l,/ be o litte incrense
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Teachers’ feed back

Under the influence of the pandemic, it has not been an easy journey. We
have to constantly make changes on our teaching schedule and materials
to cope with the changing schedule. As we were still new to this project,
we also have to make changes according to the reactions and learning

outcomes of our students. Despite all the difficulties, it has been a fun

project. Students had a chance to practise design thinking and gained a

non-conventional learning experience while teachers could witness the

students’ creative enerqy.




Teachers’ feedback

It was a challenging vet fulfilling process to have achieved a certain

goal with my students. Throughout the whole project, we had to adjust our
teaching schedule and teaching materials according to students' needs
and understanding. With endless briefings and debriefings meetings, we
were able to design the best materials to get students to be on task and

finish the whole board game unit. The best moments must be seeing

students playing their self-made board games with lots of laughters.




Teachers’ feed back

This project has taught me that Makerspace is a mindset and it should

not be bounded by the lanquage. Also, as there are fun elements, it can

be an opportunity for teachers to motivate students. In addition, a lot

of generic skills and values can be infused. With careful consideration

and planning, it is feasible to cultivate students this thinking habit and

make it happen in English classrooms.



Achievements
&
Appreciation
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51 Achievements

Home

How mony ,,1%} “aNldial] Ovigipated
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Tips for
Sustainability



6.1 Curriculum Mapping

% How can we integrate the project into the existing

curriculum?

The reading texts?
The grammar items?
The listening tasks?
The writing tasks?
The speaking tasks?

YYVYVY

% How can we make the project meaningful to students?



6.2 Language Teaching

% How can we infuse the target language items into

the project?
> Grammar items
> Vocabulary

What language skills do students need in the project?

> Group discussions
> Expressing ideas

o
<



6.3 Scale

% Keep the project manageable

vy

YYVYVVYYY

Time

Students

Teachers

Resources

School facilities (Unit 1)
Analysing a bike (Unit 2)

Poster of a new sport (Unit 2)
Mini-lessons about food (Unit 5)
Board Games (Year based)



Makers @ School

Empathize our students

Define their needs and problems
Ideate possible pedagogies
Prototype teaching materials and
lesson plans

Testland reflect




