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Research Questions

» What are some of the key characteristics
of the English language learning
environment under which a makerspace
spirit can thrive?

* What are the possible outcomes of an
English language classroom steeped in a
makerspace spirit?

» What kind of pedagogical designs can
support the promotion of the makerspace
spirit in the English Language classroom?



This project aims to develop teachers’ capacity
to:

Project

Objectives




Project Focuses

Agency Design Thinking

Collaboration Thinking Routines



How can the English Language Classroom become a Makerspace?

_ Applying language knowledge
Meaningful and purposeful and skills to exercise one’s
communication in English creativity, collaborate with others

and solve problems

Using language to facilitate the
application of thinking routines
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Transitioning from F2F to Online Learning

Makerspace SEED Prjct
Yuen Long Public Secondary School



Our Sharing

Part 1- Mr Dan Henry

How students and teachers used the design
process to face challenges this year by
transitioning from F2F to online learning

Part 2 - Ms Catherine Lee

How thinking routines were infused into the S.2
curriculum and scheme of work
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Our Objectives

Students will be able to:

e Explore new patterns of thinking
e Share ideas, work, and collaborate with classmates
e Use design thinking inside and outside the English

classroom



School Profile

e an EMI School
e has been established for 75 years

e STEM elements infused in KLAs to
develop students’ talents in
STEM-related areas




What is Design Thinking?



Professional Development

Our school joined other schools in a Makerspace Workshop
held by the Operation Solnno Project at PolyU and the NET
Section.




Introducing Design Thinking

We started the year with F2F lessons to introduce Maokerspace
and Design Thinking.




What did we design?

The Monopoly Board

Game

Board games for S.1 students using
themes from their unit texts - food
waste, recycling, social distancing

and cyberbullying.
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Step 1. Empathise

As teachers, we had to consider our end users
and the unique challenges they faced.

Were students willing to collaborate in new
ways?

Were students able to adapt to the transition
from F2F to online learning?

Could students visualise and actualise their
ideas?




How often do you play board games?

Qdvesticas to Ak S| cludents |-

i
E - @
~ ____ Before designing their board
[ 1 games, students designed

questions to survey their end
users - S.1 students.



After collecting their survey
results, students thought of
how to define the problem —
How might we design a board
game for our end users’
needs?
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Step 2: Define the Problem

As teachers, we defined the problem — How might we design a
project that allows for collaboration online?




Step 3: |deate

As teachers, we brainstormed
iIdeas to continue the Design
Process online.

Some e-learning tools, Peardeck,
Padlet, Jomboard, etc, worked
great for our students, while other
e-learning tools had limitations.




Step 3: Ideate

Teachers designed board games online using
Flippity.net




Step 3. |deate
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The Booklet

e Guidling students to do
the project

Yuen Long Public Secondary School
5.2 English (2020-2021)

Dewelopirg Students” Creativity; Colaborationand Probkra- Soking
Skills through Creating & IMakerspace in the Secondary Erglish Language

Contents Page

o 5.2 Makerspace inthe English Language Chssroor Booklet - cover
o Contents Page —p.2
o Intmdution to Ivikerspace Project—p.3- 35
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Parts, Purposes, Complexities

Parts - What are the parts?

Purposes - Why do we use the
object? What does it do?

Complexities - How do the parts
work together to make something

happen?






Parts, People, Interactions

Parts - What are the parts? What
do they do?

People - Who are the people?
What do they do?

Interactions - How do the parts
and people work together?



Parts, People, Interactions

Students reflected on how the players interacted with the
parts of the game and other players.

£ Monopoly?
arts and people 0

Rules o) What are the p

Set-up e
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Think, Feel, Care

Think - What does this person do
in the system?

Feel - If you were this person, how
would you feel?

Care - If you were this person, what
would you care about?




Think, Feel, Care

Students considered what was important for theirend
users in designing their board gomes. =




Step 4: Prototype

As teachers, we modified and tested e-learning strategies to
facilitate group work and the design process.

Dlsconnect Cards

[ Ask your group about the special rules. Do you include the special

rules in your rules?

[ Is your game interesting and educational?

[ Ask your group about the pieces and cards. Do your rules explain

how to set up and use the pieces and cards?
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Step o: Test

Students tested their board games on Google Jamboard. After
playing, groups considered what worked well and what needed to
be improved. '
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http://www.youtube.com/watch?v=Q6S0syM0OFc

Give it a fry!

Thinking Routine What is this object?
Parts, Purposes,

1 big enough
oMmpltexity . e
School bag image Wide enou

Complexity: ::::,

ow

Imagine you do not have (a part). 70 clogg
How does this change your object? :: fit

ccﬂ?u,'n

1 IfIlﬁ not have the straps, then I\would not be able fd carry the

bag on my back.
Complete this table with Adjectives and Verbs from the Word Bank.
2. If I|did not have the zips, then I{would not be able td undo or do up
the compartments, Parts Purposes Complexities
straps — thebag |fNecdiole SN
3. If Ildid not have then Ilwould not be able 14 fuheomrietons | | Aassiu ke b
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(a part).

Thinking Routine [

How does this change your object?
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Units in which thinking routines were
infused



Thinking Routine

Parts, People, Interactions

Textbook Texts

Good Food Going To Waste
Supermarkets Aim To Reduce Waste
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Unit 2. Green living

B Copy of Unit 2 Supermarkets Jamboard

Q: Can you

reduce food

waste? Circle

your answer

on Jamboard.

Copy of Unit 2 Supermarkets Jamboard < TJ >
1. Who are
these

people?
2. What
are they
doing?

3. Where are
they in the
supermarket?

s @B omaT@s v

o o a -
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set background

Clear frame.

To reduce food

waste, we have to
understand the
system, people and
interaction of the
supermarket.

Setbackground  Clear frame

e
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WHAT IS THE

Farmers

|| management routes  generation g -

What is the
interaction?

Factory owner, factory workers

o
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production Packaging
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Transportation
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People, Interactions

Set background Clear frame

Factory owner, factory workers

> Truck
Mlnufacturlng driver
Packaging

Transportation
/ Alternative waste Waste
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»
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¥  Unit 2: Green living

Why are journalists (reporters) important in this story?
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YouTube Video on
The Life of a Plastic bottle



Extended Part

I Plastic Bottle Lesson_PPI

S c Q - Set background Clear frame

The Life of a Plastic Bottle

Who?
(People)

"f'“ The driver
picks up
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Thinking Routine
Think, Feel, Care

C @ docsgoogle.com/drawings/d/1VQ1rpIwkISSI6VBI6yaVITVPhFLRMXT2g4HT pEetA/edit

Textbook Text
Don’t Feed the Trolls

Copy of Empathy MapV2 % B &
File Edit View Insert Format Arrange Tools Help Lasteditwas on November

~ B8

2 Share

The target

s want to get

status /
recognition
from peers |

supporters

The want to get
bullies protection

Steps:

1. T divides Ss into 5 groups.

2. Tinstructs Ss to select one
person in the pic/ video to
practise the empathy map.
Use the sticky notes to write
down what the character think

scream

being
called by
nicknames

not

& feel, see, say & do, etc. (15
mins)

Each group presents their
empathy map. (25 mins)

Youtube video link:

LISEEEA? The Wrong Way to Fight

Against Bullying

have fun

shout at
the victim

jeer, poke
and tease
escape
from the
bullies

get
involved

others

wanting to
get
involved




Thinking Routine in Unit 3
Think, Feel, Care




Thinking Routine

Think, Feel, Care Textbook Texts

Giving kids a ‘Room to Reao’
An enterprising solution to social problems

What is iBakery?

iBakeryisa(o)____that (b)_and (c)_ people
with disabilities to sell (J) ___.




Thinking Routine in Unit 7/

Think, Feel, Care
Imagine you are a new customer, and you want to

learn more about iBakery before you visit their
Use Peardeck shop.

Think: What are you going to do to learn @ Search and visit their

Call their store.

website.
more about iBakery?
o
5000 | SO s | (@i o Send them a letter.
-~

) . . We are a social
Let's go to their website. L

Tung Wah Group of
Hospitals.




Thinking Routine in Unit 7/

Toe

of the Page

Hours, Logo

Language
Option

Why did iBakery choose
these colours?

Your visit to iBakery's website

Why did iBakel
these pictures

Feel: When you visit their website, how do you feel
about iBakery?

eg. clegr, organized, inviting, A textbook reading text
confusing, welcoming, cold, etc. entitled “Giving KIdS a
Room to Read”

Students, write your response!

Task: Design a website for ‘Room to ‘Read’
using Google Slides



Thinking Routine in Unit 7/

Think, Feel, Care

‘Room to Read’

Read Unit 7 pages 42-43.

Use Google Slides and image search to design a website for Room to
Read.

Include;

a logo

introduction statement

dropdown menu

location / hours

titles / pictures of progrommes organized
by ‘Room to Read’

% iBakery Makerspace Lesson % B &
File Edit View Insert Format Slide Arrange Tools

tre BT Q- AHE-A N

Cofeond Bokery |
nus

Introducti
Statement

Why did iBakery choose
these colours?

Information Information
about the staff about the Why did iBakery choose
food
these pictures?

This is a Pear Deck Text Siide
' To edit the type of question, go back to the "Ask Students a Question' in the Pear Deck sidebar
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https://docs.google.com/file/d/1pmwz19rNCKJvGBNIGLCk-i_HKEYXOzGS/preview

Teaching of Grammar

Yuen Long Public Secondary School
S$2 English Makerspace Lesson
UNO Flip! WS

Name:- Class: S.Zl Group: NBICID@ Date: 3/6 /2510

Part A

1. To-infinitive Clause T e o 1 200
FLIP to thei:1 @31[=

Flip the Deck HIENES

The classic game
you know and love

- - - - > Q
To-infinitive Clauses q@i”
From the above example, to-infinitive clauses are used to explain the purposes of the card

game. Let’'s read some more examples of the special cards in UNO Flip!. Underline the J

to-infinitive clauses.

. Play the “DRAW FIVE" card to make the next player draw five cards.
. E.g. Play the “SKIP EVERYONE" card to skip all other players. 1. What s the objective of UNO Flip!? (Tick TWO correct answers).
. E.g. Play the “WILD DRAW COLOR" card to make the next person pick until they get a [0 to get as many cards as possivie

color of your choice. to get rid of all your cards
. E.g. The first player to get rid of all their cards wins the round. Ertowin by being the first player

N

2. Write a sentence to state the objective of UNO Flip!.
The objective of the game is to get rid of all your cards
win by being the first player




Teaching of Grammar

GRAMMAR

‘Connectives of Time

>
[} [ J
2. Connectives of Time
Connectives of time (subordinating conjunctions) such as when, after, before, until, while,

PK CﬂCE once, as and as soon as are used to connect an action or an event to a point in time.

Fillin th ith itable : Write down two examples from the video.
> YA e S Wikl @ SURabI connechiver. 1. Play the “WILD DRAW COLOR’ card to make the next person pick

How to Play UNO Flip! , %M%"mmbyeww
Setup '

o 1. A& (As / When) the cards are double-sided, make sure all of the
cards are facing the same way.
Each player draws a card 2 reveals the light side to the
other players. The playe umber (special cards count as
zero) will be the first dealer.
Shuffle all of the cards and deal seven cards to each player. Players should hold
the cards 3. _ <O QQ l ._(so/ so that) the light side faces them, and the
dark side faces their opponents.



Teaching of Grammar

3. Imperatives

PartD

/e ‘
W ﬁ Imperatives

You will use imperatives to write the rules of your board game. Watch the video again. Fill in the
blanks with a suitable imperative.

e R S ™ S

x 18 Deal each player 7 cards, light side down.

2 Place the deck light side facedown to form the draw pile.
3. _Tumover the top card to begin the discard pile.

4. Match with number or color, just like in regular UNO!.




Newspaper Cutting
Parts, People, Interaction

::::”W. CIass. Date: {7’! ')"L (

Read the article on this website: https://www.sdawards.org.hk/article/detail/ MTR-

Board-Game

Part A Vocabulary

Vocabulary Meaning Example Sentence

> 5 This wovs co wpeY o
A heMOLY e o

4. Would you like to play this game? Why / Why not? . LoD r Lyaio® T /] | % e 1
- i
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3. \ g She nse -{nbgihe
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STOIY r /!JU n/\ ;‘:\f’é& in '\S!"‘

Part C Feedback 4. R g,,\;k n large
1. What kind of board games might be interesting to S1 students? Why do you think M /ﬁ 1) % ¢ j 'rf)g‘mz:;\ b3el

The clerks

s0? Explain your ideas. % Lo Wi oW

1 think Seamimes S| SEAMNES  shonlh B LA | e e

[i Ke 9T0130\r\v\ EQ(O\W$€ ]'t Ol\\V} k@q V\WQS Part B Short Questions
TR pJ | €Les Sho he LON R f OIC'WLVV lyﬁ:\m;im;T; ea‘[,\‘z;Qo»‘tl"}/ o v OREN )Y Ably
Am)\ (’,(7\5"\ 4o Wt AND —FU\[\ ; MR oY) ank Aepo\ 5 plondy }mrrm'?55 :”N('\%_
_ 2. Who are going to play this board game?
o 1 v vey V) hoth
Dlscover Ond Con neCt \' , 3. Whatcanplayersleamfrom:Istoardgame"U\ P
i ‘Leapn  politen€SS Anc J;:Md\&\

with others. hirep iness .
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Newspaper Cutting

8.

. Why are toilets important to people? (Thinking Routine: Think, Feel, Care)

Bearase toifeds i - .
" mmf Understand the bigger
HAMR S e gicture,

mpmbmsung_
hNk fowl o sonritoty gojlet.

2. What are the problems with the public toilets in Hong Kong? What do Hongkongers need in a
public toilet? (Defining a Problem)

p[nra® numey- of bncterion
ha®. opp DI in prplic i fets

“n FopaKonay . Many of which e § ot Phyongh the oy

¥ i

e s o is podr-Hong Ko R peeth fo;Mfrw‘L +he toilet
JITARAEeh .



Newspaper Cutting

Imagine If...

C. Feedback (Thinking Routine: Imagine If...

1. Imagine if all the toilets disappeared, what would your life be like?
Dh ne! T polk khink Tneeh to SRy VIR oF  conkfe

+hig 15 AN BR d\qqew\%\of\ L n Yot , FHER ar no
Ho1VES, b wotlb~ shonlin he Fal\ ob £\ /IS owd
Y yeaply shoni¥ R Jecowph of” Hhes ,z»nsvthLS LLOT

2. You are an urban planner of the Hong Kong Government. Draw your design of a new public toilet
in Yuen Long district. (Ideate) A

s
50 £S5 [d4

Explore and ideate.

Empathize

Implement




Notebook
(e emr— PO S, People, Complexity
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T ——— Parts, People, Interaction
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Makerspace Worksheets

complexities of each part?

“wR need duce to woll, Thg die need

L ve b1
“M‘lp_ gj eunongh Yo See e Vg,

R We noog o
p‘«.ky 0N IThe Yoy o 1y ould ":,gm'é.b

OrdanTeed S0 i/ Qa,gy-ko play
Yhe g ame

Parts, Purposes, Complexities

ot are the parts needed? What is the | How man
Purpose of each part? What are the int

Ls o move, The pece meeq | s d
= hould -+ vl e 8 druwucund /imove
b &i d‘gfé’er%"& 50 tach playar\snood Lhevy,~ "

Y players? How do the players
eract with the parts and other players?

Tuere V.hll he W The “ pfayorj
Lwvns, On Cadn LI qp(uyev-

kece . Whei, aplayer lands on
purple ¢ PR |t e w Fhat player §
& Card When a player Land (g, a gree
then 'U'ley lOiQ gu’('qw\ A

Parts, People, Interactions

How will players feel about playing the
game? What will players think about
playing the game?What will players care
about when playing the game?

IPL@yers WL he Competitice-
‘{',p—faaj 0 win

How can a board game that you know be
changed?

wh o c,(quhqa dhe 5peces 0 o
\\l\onobo‘\/ boapd
Yo be clagrooms att YLPSS.

Think, Feel, Care

Imagine If..

urpose
To pack and store the game
when not being played

To describe the game that is
stored inside

Complexity
Toescribe the game and
attract buyers/players.

The box should be
interesting to look at so

‘The main props for the
game.

e g

takes in each round.

Steps the player takes in each
round.

Used to represent the ownership of
the house in the game

Game props can increase thy
fun of the game.

in the interaction with players such as
‘transactions and exchanges.

To repren Hhe plyer

e~y Oy S




The Project %

|
Provide opportunities for language use.

2

§1112

Rules 22|2%
il 31132

1. We will go from number one to 49, and those who go to 49 are victorious.

2. There will be some trash cans and recycling bins on the way. 41 42

3. If you go to arecycling bin, draw one from a good card, and then you can
do it according to the card's reward.

4.1f you go to the trash can, you need to answer the question, draw one from
the red card, and there will be a question in it. If the answer is correct, you can
move around according to the math of the dice. If the answer is wrong, stop

for one round.




Evaluation




