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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

○ 5 groups, homogeneous grouping
○ 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: Teaching thinking routines in various 
units 
(Pearson Spark!, Units 1, 2, 5)Unit 1: 

A new start
Parts, Purposes, Complexities:
Analyse the school facilities, and enrich the description of school facilities for writing 
a letter to a primary school teacher

Unit 2: 
Strong, fit and fast

Parts, Purposes, Complexities:
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: 
Yum!

Parts, Purposes, Complexities:
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



Language input:
● Modals 
● You should…
● Wh-questions: 
● What do you like 

about…?
● etc.





“Good artists copy, 
great artists steal.”

Pablo Picasso



1.1 Board Game
What makes the 
game fun?

How do players 
move?

What is/are the 
shape of the board 
game?

How does / do a 
player(s) win?

What are the 
elements of luck / 
strategy involved?

What makes the 
game unique?



Target players?

Theme?



1. Core vocab

2. Knowledge 
about salad
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2.1 Teacher Training



5 
Stages of 

Design 
Thinking

4 Thinking Routines

Parts, Purposes, Complexities

Parts, People, Interactions

Think, Feel, Care

Imagine if...



Design Kit 
by Solnno 



Online Training Workshops by PolyU



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 
for writing a letter to a 
primary school teacher

Analyse a bicycle
Analyse new sports

Analyse new 
sports

Design a poster to 
promote a new sport 
for classmates 

Design a poster to 
promote a new 
sport for classmates 

Analyse cookies and the 
food pyramid

Analyse the 
lunchbox system

Analyse the 
lunchbox system

Analyse the 
lunchbox system 
and smoothies

Design board games 
for S.1 students

First term exam

Final exam Sharing in June

A New Start

Strong, Fit & 
Fast

Amazing 
Experiences

Yam!

Fun and 
Games

Pack Your 
Bags
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3.1   Makerspace Handbook

● A systematic record of the entire 
Makerspace “Seed” Project
○ Introducing the 4 thinking routines and 

Design Thinking

○ Definitions, examples and practices 

○ Gradual release of responsibility



Understanding the 
purpose of this 
‘Seed’ project















3.2    Unit 1   A new start 

TR1: Parts, Purposes, Complexities

○ Analyse the school facilities for 
writing a blog entry 



3.2    Unit 2   
Strong, fit and fast 

a) TR1: Parts, Purposes, Complexities
● Analyse a bicycle to help students 

understand the reading text  

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

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

● Use of wh-questions and modals  



Wh-questionsModals

Language elements Multimodality



3.3    Unit 5 Yum!
TR1: Parts, Purposes, Complexities; 
TR2: Parts, People, Interactions; 
TR3: Think, Feel, Care; 
TR4: Imagine if
● Analyse cookies, smoothies, the food 

pyramid and the lunchbox system to 
enrich students’ understanding of the 
theme

● Mini-lessons



“I wouldn’t be so hard to 
the lunch ladies anymore.”

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



3.4    Unit 7   Fun and games

Design Thinking

● Make a board game
● Write reflections



Language elements
Imperatives

Wh-questions

Design Thinking

Conditional Sentences

The textbook 
Fun & Games 
unit

Board games



Board Game Handbook
● Not printed or given one in one go



Part 1: Introduction

Questions 
will be 
used for 
later parts



Part 2: Glossary + Worksheet
● Language support



Part 3: Creating a board game
● Experience some parts of Design 

Thinking





Part 4: Testing a board 
game
● In-class

Part 5: Modifying the 
board game

Language support for doing 
group discussions
● Provide stems
● Adopt an award system



Parts 1-5: Making the first draft

● Students were very excited
● They got the gist of it
● Knowing the process and got the 

habits of giving and receiving 
feedback



Part 6: Introduce Design Thinking
● Together with the thinking routines



Part 7: Assessment 
criteria of the project

Language elements

Design Thinking



Part 8: Empathise
● Analyse empathy designs in daily life



Understanding the needs and likes of 
target users



Part 9: Define 

From the 
characteristics list

Brainstorming 
possible themes 
of the board 
game



Part 10: Ideate

To inspire students/ 
spice things up 
● based on their 

performance in 
the trial



Part 11: Writing instructions
● Language support
● Cover most elements of board games



Part 12: Report 
on Prototyping

Part 13: Test Part 14: 
ModificationMore language supportMore language support



Part 15: The final version

At least 
ONE visible change



Teacher’s daily work
1. Briefings and debriefings  before and after 

lessons every day
2. Raising questions and finding solutions
3. Making sure every teacher is on the right 

track
4. Catering for diversity in every class
5. Sharing tips if any class

goes faster



3.5    Writing reflections
1. Design Thinking: 

● Revision, favourite stage, improvement, potential 
projects

2. Teamwork 
3. Achievements:

● Contributions, likes, things learnt

4. Challenges:
● Dislikes, difficult parts

5. Conclusions:
● Advice for students and teachers next year
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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



Teamwork

Time management

Budgeting



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 energy.

Teachers’ feedback



It was a challenging yet 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’ feedback



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

not be bounded by the language. 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.

Teachers’ feedback



Achievements 
& 
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5.1 Achievements



5.1 Achievements



5.1 Achievements



5.1 Achievements



5.1 Achievements



5.2 Appreciation

● S.1 English teachers
● S.1 class teachers
● The NETs
● The English panel head
● The principal
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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?

❖ 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



6.3 Scale 
❖ Keep the project manageable

➢ 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
● Test and reflect


