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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?



Project 
Objectives

explore the place of maker-related skills in the English 
Language Education Key Learning Area;

cultivate the makerspace spirit / maker mindset;

design English language learning activities that support the 
development of design thinking;

identify effective maker-centred learning and teaching 
strategies that empower students; and

assess students’ English language learning and maker-related 
skills and attitude in the makerspace context.  

This project aims to develop teachers’ capacity 
to:



Project Focuses

Thinking Routines

Agency Design Thinking

Collaboration



Meaningful and purposeful 
communication in English

Applying language knowledge 
and skills to exercise one’s 

creativity, collaborate with others 
and solve problems

How can the English Language Classroom become a Makerspace?

Using language to facilitate the 
application of thinking routines



Making it 
Work

Makerspace SEED Project 
Yuen Long Public Secondary School

Transitioning from F2F to Online Learning



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:
● Explore new patterns of thinking

● Share ideas, work, and collaborate with classmates

● Use design thinking inside and outside the English 

classroom



School Profile
● an EMI School

● has been established for 75 years

● STEM elements infused in KLAs to 
develop students' talents in 
STEM-related areas

 



What is Design Thinking?

Empathise

Define

Ideate

Prototype

Test



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 Makerspace 
and Design Thinking.



What did we design?

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

The Monopoly Board 
Game



Students’ 
Work



 Students’ 
Work



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?



Step 1:  Empathise

Before designing their board 
games, students designed 
questions to survey their end 
users - S.1 students.



Step 2:  Define the Problem 

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?



Step 2:  Define the Problem 
As teachers, we defined the problem → How might we design a 
project that allows for collaboration online?



Step 3:  Ideate 
As teachers, we brainstormed 
ideas to continue the Design 
Process online.  

Some e-learning tools, Peardeck, 
Padlet, Jamboard, 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:  Ideate 
Google Jamboard gave the best flexibility for 
groups to collaborate, design and test their board 
games.  



The Booklet 
● Guidling students to do 

the project 



Step 3: Ideate   
Students used Thinking Routines 
to brainstorm ideas to design a 
board game focused on their end 
users.   



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, Purposes, Complexities
Students considered the relationship of parts and 
their purposes in a board game.



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.



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 their end 
users in designing their board games. 



Step 4: Prototype   
As teachers, we modified and tested e-learning strategies to 
facilitate group work and the design process.



Step 4: Prototype   
Students designed boards, pieces, cards on paper in the 
classroom.  Then students took pictures to upload to Google 
Jamboard.  



Step 5: Test   
Students tested their board games on Google Jamboard.  After 
playing, groups considered what worked well and what needed to 
be improved.  



Makerspace Board Games



Infusion of Design Thinking in 
the Curriculum

Use of everyday objects and 
familiar systems to 
introduce thinking routines 

Match with the Scheme of 
Work 

http://www.youtube.com/watch?v=Q6S0syM0OFc


Thinking Routine
Parts, Purposes, 
Complexity School bag image



Thinking Routine
Parts, Purposes, 
Complexity



Units in which thinking routines were 
infused

Textbook units



Thinking Routine
Parts, People, Interactions

Textbook Texts

Good Food Going To Waste
Supermarkets Aim To Reduce Waste



Unit 2:  Green living



Parts, People, Interactions



 Students’ 
Work



Unit 2: Green living

Why are journalists (reporters) important in this story?

A hideous orange looks e_ _ _ _ _ _ _ _  (adv) ugly.  



Extended Part 

YouTube Video on 
The Life of a Plastic bottle



Extended Part 



Thinking Routine
Think, Feel, Care Textbook Text

Don’t Feed the Trolls



Thinking Routine in Unit 3 
Think, Feel, Care

Cartoon images from the textbook



Thinking Routine
Think, Feel, Care Textbook Texts

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



Thinking Routine in Unit 7 
Think, Feel, Care
Use Peardeck



Thinking Routine in Unit 7 
Think, Feel, Care

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

Think of the parts 

A textbook reading text 
entitled “Giving Kids a 
Room to Read”



Thinking Routine in Unit 7 
Think, Feel, Care

Use Google Slides

https://docs.google.com/file/d/1pmwz19rNCKJvGBNIGLCk-i_HKEYXOzGS/preview


Teaching of Grammar 

1. To-infinitive Clauses



Teaching of Grammar 
2. Connectives of Time



Teaching of Grammar 
3. Imperatives



Newspaper Cutting  
Parts, People, Interaction

Discover and connect 
with others.



Newspaper Cutting  
Understand the bigger 
picture. 



Newspaper Cutting  
Imagine If...

Explore and ideate.



Notebook  

Think critically.

Parts, People, Complexity
Parts, People, Interaction

 



Makerspace Worksheets  



Provide opportunities for language use.

The Project   



Evaluation


