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What is Makerspace?

explore ideas

use tools and materials

develop creative projects

a mindset, more than a physical space



Why Makerspace is right for our school:
-to teach students skills they can use cross-curricularly

-to prepare students for a shift in skills sought for careers and post-

secondary education

-to facilitate multiple learning styles and intelligences

-to inspire creativity, open-ended exploration, and engaging play in the 

LA classroom

-to prepare for the end-of-year STFA Seaward Woo College Tech Expo



Getting started:
● outlining our goals

● the learning objectives 

● consulting experts 

- STFA SWC teachers
- Richard Cowler and Stephen Cooley, NET 

Section, EDB
- Albert Tsang and Gwen Chan, 

HK Poly U
- Anita Ma, LST Yu Kan Hing Secondary 

School
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Makerspace Handbook
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https://docs.google.com/document/d/1Y-U-qzfPz5O7i-B4wlczwKDltzIuFrmt/edit


The 4 Thinking Routines of Makerspace

Parts, Purposes, Complexities

Parts, People, Interactions

Think, Feel, Care

What if...



Logos, Slogans, and Product Packaging
Our start-up companies:

Kelly’s
Kindergarten

Sam’s 
Sportswear

YoYo’s
Ice Cream

Harry’s
Health Food



A Sample Lesson: LOGOS

[images of logos removed]

https://docs.google.com/presentation/d/1MdE7iH6QYst7ZJekIbrmy8INQHd9nst8/edit


SLOGANS
“THE BEST LESSON YOU’LL EVER HAVE” 



Parts Purposes Complexities

Words 

Think different

adjective

noun

verb

imperative (base verb)*

short phrase *

complete meaningful phrase*

Why did they choose these 

words?

They tell us what to do.  They tell 

us to think in a different way.

They make me feel interested in 

being smart or different.

Do not follow rules of grammar 

(adj, not adv)

Think is like what a computer 

does

How would the slogan be 

different if one part was 

removed or changed?

With no full stop it would not be 

as strong.

With colours it would be less 

simple.

How do the parts work 

together?

The full stop and the imperative 

work together to tell you what to 

do.

Punctuation

Capitals (A B C)

lower case (a b c)

exclamation marks (!)

Apostrophe (‘)

full stop(.)

Why did they use 

punctuation/this punctuation?

‘End of conversation’

Design Elements

colours*  black & white

font (traditional*, modern, all 

capitals, tall*, narrow*, thick, bold* 

Why did they use these design 

elements?

Simple, style like Steve Job’s 

Apple design

[image of ‘Think different’ 
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Term 2 Student work 
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https://docs.google.com/presentation/d/1MErpAY-gjeoHtqOPAL2NZIyXA9BpSDXJbqvSEGOGnDo/edit#slide=id.gd82278c36a_4_59
https://docs.google.com/presentation/d/1f5LL_2Oin8IXnxV9x7-7iTjbdTHdP1_vPgaMKAF0pc4/edit
https://docs.google.com/presentation/d/15ueienQBBv3NJWGg1VgPfwCLHW3DQO4j-BdSlVYMyQc/edit#slide=id.p
https://docs.google.com/presentation/d/1p4CSxW5lWHBWc19LPEZQJN4AlSUjOhI1aeSUCUPAHXM/edit#slide=id.p
https://docs.google.com/presentation/d/1lH_MlnupbH7vwJ0ae7_-YJ9hIXuTTTmBaI2qZpl2QWE/edit#slide=id.p


The Design Thinking Process

Ideate

Define

Empathise

Prototype

Test
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Step 1: Empathise

Who are our customers?

What challenges do they face?

What do they want or need?

Empathise
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https://docs.google.com/forms/d/1xcrTrpDD7G3zTbOp1dtOvvvLgmxuaLxsPMveNz43Z0E/edit


Step 2: Define

finding -> insight

most interesting finding

problem statement

“How might we…” question

Define
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Our customers would like an app that helps them study and learn English in a fun way.



Step 3: Ideate

Divergent Thinking

Convergent Thinking

Ideate
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Step 4: Prototype

making a blueprint

Prototype
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a blueprint of an app designed by students in class 1D

The Hare and 

the Tortoise



Step 5: Test

make a working model

present to testers

collect feedback

tweak and improve

try again

Test
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Feedback, Tweaks & Improvements, and Retests
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Final Presentations

Students present and demonstrate their final product, including their use of the 

design thinking process along the way.

Presentations are graded based on adherence to the Design Thinking process, 

oral presentation skills, and functionality of their app models.


