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  English Language Learning  

4.1 TWGHs Ma Kam Chan Memorial Primary School E-

Learning - an arrow pointing to success in Language Learning 
Teacher Name Li Zhouyang 

Subject English 

Subject Level Primary 4 

Learning 

Objectives 

1. Use superlative adjectives to make comparisons  

2. Plan to break a record based on personal assessment of 

their own ability  

3. Envision becoming the best version of themselves 
Applied e-Learning 
platform and tools 

Platforms: Edpuzzle, Kahoot, Wizer, Seesaw, Google 

Slides / Note Anytime / Keynote (Depends on studentsô 

decision) 

Tools: iPad, Projector 
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I NTRODUCTION OF LESSON DESIGN 

This is our schoolôs sixth year adopting Bring Your Own 

Device (BYOD). We use tablets to provide students more 

chances to listen and speak. More importantly, tablets are 

also a great tool to promote authentic learning experiences, 

while at the same time allowing students to develop values, 

attitudes and generic skills. To achieve the above goals, we 

try to improve upon units in the textbooks. 

For example, in this unit, students learn how to make comparisons by using 

superlative adjectives. However, the textbook only requires students to compare 

height and weight. We want to broaden the scope, therefore, we introduce 

Guinness Records and include contextualized and authentic real-world examples. 

In addition, we hope students realize that instead of just reading about it, they 

themselves can dream big and break world records, contributing to their whole-

person development. 

LESSON PLAN &  IMPACT 

[Stage 0] Flipped classroom  

Before the lesson, students are asked to watch a video which teaches the rules of 

superlatives and finish the questions 

[Stage 1] Recap  

Review comparative adjectives by reading a poem.  

[Stage 2] Introduction  

Students learn grammar rules through a game-based app Kahoot. Although 

explicit teaching of grammar can be unengaging for students, it is important that 

they learn the rules. Games are an efficient way to reinforce the learning of 

language systems like grammar. 

[Stage 3] Development 1: Information Gap  

The teacher introduces the concept of world records. Each student gets one puzzle 

piece. Students must collaborate to assemble all parts of the world records. 

During this task, students need to talk about many world records provided by the 

teacher. It scaffolds by introducing ideas for the final task. 
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Interview sheet Click the right answer Finish the information gap sheet 

[Stage 4] Development 2: Cloze  

Students watch videos on breaking records independently. To cater for individual 

differences, there are three sets of e-worksheets on superlatives, easy, medium 

and hard.  

 
 

Easy 

 

Medium 

 

Hard 

 

  

 

[Stage 5] Consolidation: Independent Writing  

After asking and answering and completing articles about world records, students 

need to think about what they can do and what they cannot do, then select and 

write about records they want to break using superlative adjectives. 
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Afterward, students are encouraged to record their writing and read and listen to 

othersô writing. 

[Stage 6] Extension: After Class Group Writing  

In the previous stage, students write about the records they may able to break 

according to their abilities. At the last stage, they are going to aim higher, 

challenge their abilities and make a collaborative Guinness Yearbook in groups. 

The following is an example: 

   

   

Students get the freedom to choose which app they use and how they make each 

book, selecting from apps they have used previously (Keynote, Google Slides, or 

Note Anytime). 

REFLECTION AND UNIVERSALITY OF DESIGN  

I felt touched on reading one of studentôs writing that said she wanted to break 

the record for being the poorest person in the world. She would like to buy things 

and donate them for the poor, ultimately becoming a poor person herself. Other 

studentsô ideas were also astonishingly meaningful.  

This is an example of one lesson. In other lessons, we follow a similar flow. 

Before the lesson, we use Edpuzzle to preview the lesson. During the lesson, we 

quickly recap and then introduce major concepts. Afterwards, we use game-based 

apps to check understanding. Then, students do controlled practice. Finally, they 

have a free practice by writing several lines and record their work. When they 

finish a whole unit, students need to finish a more complicated task by using their 

information technology skills, creativity and other generic skills.  
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4.2 HHCKLA Buddhist Chan Shi Wan Primary School Do you 

know how to give directions? 
Teacherôs Name CHENG BAO QIONG  

Subject English 

Level P4 

Learning 

Objectives 

Students are able to give directions by applying óturn 

left/rightô, ógo straight aheadô, ógo out ofô, etc. 

E-learning 

platform and tools 

applied 

Platforms: Edpuzzle, Nearpod, óSpin the Wheelô online, 

Youtube 

Tools: iPad, VR headset, computer, projector 

I NTRODUCTION  

E-learning has completely transformed the way in which 

learning is imparted to students. This is especially true when 

it comes to language teaching and learning. This topic is about 

giving directions, which is a key skill that P4 students should 

master. That said, giving directions serves as one of the daily 

life skills and thus is the main objective of this lesson. With that in mind, 

experiential-learning is applied in this lesson because ólearning by doingô. The 

highlight of the lesson also lies in the creativity demonstrated throughout the 

lesson, such as new lyrics for their familiar melody of the song óThe Wheels on 

the Bus go round and roundô, a map being devised with the nine target shops and 

students being divided into nine groups by re-arranging the desks and chairs 

within the classroom,  and VR is employed to make the Treasure Hunt game 

even more vivid and unprecedental. 

L ESSON PLAN &  I MPACT  

Pre-lesson: Flipped Classroom 

In order to maximize studentsô learning 

outcomes, flipped classroom is adopted as 

a pre-learning task which students can 

finish at home (self-directed learning). 

Students are asked to watch a video 

downloaded from Youtube (Locations 

and directions) through Edpuzzle. The 

video is edited and a few multiple-choice and open-ended questions are added in 

order to assess studentsô understanding on the directions. Students will know the 

answers and check the feedback from the teacher. The platform offers clear 

insights into studentsô problems, difficulties where the teacher can tailor-make 

the in-classroom lesson more effective.  
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In-classroom Lesson 

As a lead-in activity, students listen 

to song 'Where is the post office?' 

twice. For the first time, students 

need to tick the boxes on the 

worksheet if they hear óturn 

left/rightô, ógo straight aheadô, ógo 

out ofô, etc. For the second time, students are provided with 

a map with three shops are missing. They need to locate the 

post office and then stick the label of ópost officeô in the appropriate box. To 

make it an authentic task, the context is set to help a NET teacher to find out 

where the post office is because she is going to send a postcard back to the UK 

(Task-based learning). 

Input  

The teacher says, ófrom the song, we can hear óturn left/rightô, ógo straight 

aheadô, ógo out ofô, etc. But do you really know what these phrases mean? Now, 

please direct me to the post office. I will start from the train station.ô 

 

Students give directions and the teacher elicits studentsô answer.  

e.g.  Ss: óGo out of the train station.ô 

T: óOK, go out of the train station.ô 

Ss: óTurn right into Causeway Street.ô  

T: óWhich direction is right? (Clarifying) Should I turn this way or this way? 

(Narrow Focusing) Why?ô (Analysing) 

Ss: óBecause it is the only way. /Because it is faster.  

T: How do you know? (Verifying) Could you find another way? (Giving 

creative response) 

 

Various types of questions are asked to trigger studentsô deeper thinking.  

 

Instant quiz (Formative assessment) 

With the application of Nearpod, students are engaged in the assessment by 

indicating their choice. Nine MC questions are designed for students to see 

whether they can match the sign with the correct direction. The purpose of this 

formative assessment is to monitor their learning process and clarify any 

problems or difficulties that may arise. This is also a direct and fast way to make 

sure that they know the relationship between the signs and the correct direction 

before they could go into the next phrase: application.  
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Application  

The Treasure Hunt game (Communicative Language Learning) designed is in 

concordance with the learning objectives, where students are able to apply the 

target phrases for giving directions. More than just setting the scenario in the 

classroom, VR is also applied to make the learning experience even more 

authentic and unprecedental. With the VR headset, students have the feeling 

that they actually go past some blocks and shops.  

 

One student from each group comes out. He/She 

is selected by the online wheel to ensure students 

are fairly selected. He/She doesn't know where 

the treasure is. The teacher shows other 

groupmates where the treasure is on the screen. 

The group members need to discuss and draw the 

route leading to the treasure through Nearpod on 

iPad. Then they give directions to help the player find the treasure. Each group 

has two minutes. They are asked to use the target language ónext toô, óturn 

left/right into...ô, etc. This activity gets every student involved. Everyone has a 

part to play. This is a good way to foster cooperative learning and team spirit in 

the long run.  

   

Conclude the lesson 

Teacher concludes the lesson, óToday, we have learned the song Where is the 

post office. From the song, we know some phrases for giving directions, such as 

ónext toô, óturn left/right into...ô, etc. I hope you can take away with you these 

useful phrases and give the correct directions to others.  

 

Following-up 

Two graded worksheets (dolphin and seal) are provided for them to write down 

the directions. 

 

REFLECTION  

The various activities, such as listening to the song activity, sticking the label of 

post office into the correct box, indicating their choices of A/B/C/D using cards 
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and treasure hunt, are coincide with the learning objectives. Various levels of 

questions were devised and the teacher allocated enough time for students to think 

about the MC questions, which enabled every student to get involved as well as 

fostered S-S and T-S interactions. Throughout the lesson, students were highly 

motivated. They were grouped into six groups. The treasure hunt activity made 

sure that every student had a role to play. One of them was chosen as the player, 

while the rest of the group needed to work together and directed the player to find 

the treasure. Weaker students could give easy clues to the player, whereas 

stronger students could provide higher level clues. This is a good way to foster 

cooperative learning and team spirit. The teacher gave instant feedback when 

students chose the wrong answer by asking ówhy?ô and explained in detail why 

A was correct instead of B/C/D. The teacher asked the students to self-correct by 

raising a question, óShould I turn left or should I turn right?ô The teacher provided 

positive reinforcement to students even when they were not able to finish their 

task within the time limit by saying ógood tryô. Formative assessment was also 

introduced as a way to monitor studentsô learning process and identify any 

difficulties that may arise, so that the teacher could provide instant feedback and 

adjust the teaching progress. In addition, two graded worksheet (dolphin and seal 

versions) are provided for them to consolidate their learning. 

 

4.3 Christian and Missionary Alliance Sun Kei 

Secondary School- Learning English through 

Workplace Communication ï Headhunting for 

Extraordinary Jobs 
Teachers  Mr. Christopher Yan, Ms. Haity Man, Ms. Vivian Tang, 

Ms. Joyce Tam  

Subject  English Language  

Subject Level  Senior Secondary 1 (Secondary 4)  

Learning 

Objectives  

1. To expose students to multiple unfamiliar jobs through 

reading a range of texts;  

2. To engage students in professional dialogue involving job 

matching in a headhunting firm, hence enabling them to 

articulate the job duties, entry requirements, benefits and 

challenges in different jobs; and  

3. To equip students with the necessary skills and knowledge 

to come up with their own job advertisement post on a job they 

have selected. 

e-Learning 

Platform and 

Tools applied  

e-Learning Platform: Newsela, Google Classroom, Google Docs, Liner  
Tool: iPad  
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FOREWORDS  

How would one perceive a 21st century classroom? ñInteractiveò, 

ñteachers as facilitatorsò, ñwith diverse learning needsò, 

ñproviding real-world experienceò, etc. are some common 

responses we receive from our colleagues. These qualities are also 

the pillars of our lesson design. Our team believe that an ideal 

learning environment comprising the above qualities can be created through the 

introduction of innovative e-Learning technology. Coincidentally, we discovered 

an app called óNewselaô, which offers texts of a plethora of genres with different 

linguistic complexity to cater for readersô diverse language competency. Thus, 

we incorporated the materials available on Newsela, with other familiar e-

Learning platforms like Google Docs, into our teaching module and 

realized that the learning outcome was very promising. This article 

serves to introduce to you how we conducted the lesson with the 

complementation of various e-Learning tools for learning and 

assessment.  

Overview of the Module 

In this module, one of the elective modules in the New Senior Secondary English 

Language Curriculum ï Learning English through Workplace Communication ï 

is selected. This module aims to provide opportunities for students to enrich their 

English learning experience and extend their language skills through workplace 

communication. The unit óHeadhunting for Extraordinary Jobsô is developed as 

an extended topic for the module after introducing the basic topics (e.g. 

description of some common jobs, workplace etiquette, etc.). These extraordinary 

jobs are chosen since it is likely that students are unfamiliar with these 

contemporary yet scarcely mentioned jobs, so students are motivated to engage 

in the learning activities due to a sense of ófelt-needô and the unit additionally 

offers some new insights to their career and life planning.  

The end-product ï job advertisement post ï is incorporated in this learning unit 

since it is an effective way to train students to describe different aspects of a job 

precisely and concisely, which is a crucial skill in Paper 2 (Writing) and Paper 3 

(Listening and Integrated Tasks) in the HKDSE Examination. 

As a whole, we would like to immerse students in a contextualized workplace 

scenario and expose them to different workplace-correspondence.  

Implementation of the Lesson  

https://newsela.com/
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The learning unit adopted the pedagogical approach of flipped classroom and was 

carried out as below:  

 

EVALUATION OF THE L EARNING OUTCOMES 

Studentsô learning outcome is evaluated through both formative and summative 

assessments.  

Formative Assessment (Assessment for 

learning)  

Studentsô work submitted through 

Google Form (Task 1) is first evaluated 

by the teacher. This allows the teacher to 

keep track of studentsô progress and 

check their understanding on the job nature and requirements, as it is vital for 

students to accomplish the subsequent tasks. It can as well act as a reference for 

the teacher to allocate students into different groups depending on studentsô 

performance, for instance, a higher-achiever can help others clarify any 

misunderstanding.  

Figure 1: Feedback is provided on Google Form 

https://getliner.com/
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The Discussion Summary (Task 2) is also evaluated to see how well students can 

apply their knowledge in a more authentic situation with help from their 

colleagues.  

Summative Assessment (Assessment of learning) 

The end product of this learning unit, the job advertisement post, serves as the 

summative assessment for the teacher to evaluate the learning outcomes of 

students since at this stage, students should have ample practice on the use of their 

target language items and have succinctly understood the job natures of the 

various extraordinary jobs.  

Studentsô Learning Outcomes 

It can be seen from studentsô 

work in Task 1 that students of 

various abilities were able to 

complete the task satisfactorily 

without much teacherôs support. 

Some higher achievers were 

capable of reading a more 

challenging version of the text 

and describing the job with great 

details. Hence Task 1 could 

successfully enhance studentsô 

self-efficacy as they are provided 

with opportunities to attempt 

some challenging reading tasks.  

Students are found to be progressively deepening their understanding from their 

coursework. Albeit the fact that some may not be able to elaborate much at the 

beginning, through cooperating with colleagues and following some guidance 

from the teacher in their coursework, they could decently complete the 

Discussion Summary (Task 2). Some students were even shown to have put 

themselves in the applicantsô shoes and analyze the obstacles they might have.  

In Task 3, through the consciousness raising activity using Liner, students were 

able to recognize the significant structure of a job advertisement post, for instance, 

use of subheadings and bullet points and some standardized expressions about the 

confidentiality candidatesô information. Students could produce a job 

advertisement post with a similar structure of the examples they have read 

through (Task 4). Some creativity is also shown when students are writing a brief 

account of their own imaginary company.  

CONCLUSION  

Figure 2. Students' work is marked on Google Doc 
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Conducting an e-Learning lesson in the English Language Curriculum in Senior 

Secondary is never an easy task, given the time constraint of lessons and 

requirements of the public examination. English Language teachers are often in 

a position where they encounter difficulties in incorporating e-Learning in their 

teaching to promote higher-order thinking in the language classroom since some 

prevalently used apps like Kahoot! can at best motivate students to engage in the 

lesson, if not the excitement brought by the game itself, while it predominantly 

helps develop studentsô skills in the bottom two layers of Bloomôs Taxonomy 

only, i.e. remembering and understanding.  

However, in this unit, it can be observed that through adopting a more holistic 

pedagogical approach, with the complement of various apps like Newsela, Liner, 

or even some classic apps as Google Docs, it can improve studentsô nonfiction 

literacy and promote studentsô higher order thinking skills, including applying, 

analyzing, evaluating or even creating. Students were also found to have 

benefited from the feedback from the teacher during the learning process and 

improved gradually. Therefore, when designing an effective language lesson, 

instructional strategies should precede the adaptation of e-Learning technology. 

 
You are more than welcome to access the materials and studentsô samples through the link:  

https://yhclassroom.page.link/elearning 

 

  Mathematics Learning  

5.1 -  

 ǯ  

  

  

 Scratch Ǎ

Ǎ ̘

̙ 

 

 : Scratch 

Ǜ  

https://yhclassroom.page.link/elearning
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Ǎ ̘ Ǎ

Ǎ ̙ Ǎ

Ǎ

Ǎ ̙ Ǎ

̣ ̤ Ǎ

Ǎ Padlet̘ Kahootǂ Ǎ ̙

Ǎ Scratch ̙ 

 

Ǎ Ǎ Ǜ

( ) Ǎ Ǡ Ǎ

Ǎ Ǡ Ǎ

̙ Ǎ Scratch ̙ 

̣ ̤ Ǎ 2Ǎ

Ǜ 

Ǜ Ạ̌Time̤ ̣Distance1̤

̙( Ǎ

̣Distance2̤ Ǎ ̣Distance1̤ Ǎ

Ǎ ̙) 

Ǜ Scratch ǉ 2

Scratch (-198, -130)ǊǍ ̣ ̤ Ǎ

Ǎ 3̙ 

Ǜ Ǎ

̣Distance1̤ ǜ Ǎ ̣Time̤

Ǎ 4̙ 
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Ǜ Ǎ

̙

Ǎ -198 ̣Time̤ Ǎ

̙ ̣Distance1̤ Ǎ

3̙ 

 

Ǎ Ǎ Ǜ Ǎ

Ǎ Ǎ Ǎ

Ǎ Ǎ

Ǎ ̙ 

Ǎ Ǎ ̘

Ǎ Ǎ ̘

̘ ̙

Ǎ

Ǎ Ǎ ̙ 

 

ǍScratch ̙ Ǎ ̙

Ǎ Ǎ Ǎ

Ǎ Ǎ ̙ 

Ǡ Padlet Ǎ

Scratch ̙ Ǎ Ǜ
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Scratch Ǎ Ǡ Ǡ

Ǡ Ǎ Ǎ Ǜ

Ǎ Ǎ Ǡ

Ǡ Ǎ Ǎ

Ǎ ̙ 

Ǎ Ǎ

Ǜ 

 

Scratch  

(-198, -130) ̙ 

Ǎ +1̙ 

Ǎ D ̙ 

Ǎ Ǎ

 

-130 + D*̙ 

* ̙ 

Ǎ ̙ Ǎ

Ǎ Ǎ

Ǎ ̙ 

 

GeoGebra Scratch Ǎ

GeoGebraǍ Scratch Ǎ

Ǎ Ǎ

Scratch ̙ 

Ǎ Ǎ

5 Ǎ ̘ Ǎ

̙ 
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ǍScratch Ǎ

Ǎ Ǎ

̙ Ǎ Ǎ Scratch Ǎ

Ǎ ̘ Ǎ

Ǎ ̙ 

 

5.2  -  The application of e-learning 

in the topic of Capacity 

  

  

 
 ( ) 

 1.   

2.   

  

ǛTeams, Padlet, Kahoot, EPHHK (eResources) 

ǛMicrosoft Surface Pro 

 

Ǎ 10 Ǎ

Ǎ

̙ Ǎ

Ǜ1) ̘  2) 

 3) ̙ Ǎ

Ǎ Ǎ ̙ 

     

Ạ̌ ̤ Ǎ

Ǎ Ǎ

̙ Ǎ Ǜ

Ǻ 5 4 2
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ǻ̙ Ǎ Ǎ

PADLET ̙ Ǎ  (

)  Ǎ ( )̙

Ǎ Ǎ ̙

Ǎ ̙ 

 

Ǜ Ǎ  

 

     

Ǎ ̣ ̤̙

Ǎ ̙

Ǎ Ǎ ̙

Ǎ Ǎ ̙

Ǎ Ǎ ̙ 

   

 Ǜ       Ǜ  

      

Ǎ KAHOOT Ǎ Ǎ

Ǎ

̙ Ǎ KAHOOT Ǎ
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KAHOOT CHALLENGE ̙ Ǎ

Ǎ ̙ Ǎ ̣

̤ Ǎ ̘

Ǎ ̙ 

         

Ǜ     Ǜ       Ǜ  

      

Ǎ MICROSOFT TEAMS Ǎ

Ǎ IQ ̘

Ǎ TEAMS Ǎ ̙ 

 

Ǜ  

       

̣ ̤ Ǎ Ǎ

̙ Ǎ

̙ 10 Ǎ

Ǎ PADLET̙

̙

Ǎ Ǎ ̙ 
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5.3 2.0

 

  

  

  

 Ǎ Ǎ

Ǎ Ǎ

Ǎ ̘  

 

Ǜ̡Explain Everything̢ ̡̘Seesaw̢  

ǛiPad  

 

 

 

 

 

Ǎ

Ǎ ̙

Ǎ Ǎ

̙ ̡Explain 

Everything̢ Ǎ Ǎ

̡Seesaw̢ ̙ ̘

̙ 
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1. Ǎ  

Ǎ

̙ Ǎ Ǎ

Ǎ ̘ Ǎ

Ǎ ̙ 

2. ̣ ̤Ǎ  

̣ ̤ Ǎ

̙ Ǎ

̙ 



58 

3. Ǎ  

15 Ǎ

Ǎ ǜ

Ǎ ̘

̙ 

4. Ǎ  

Ǎ

ǜ

 

 

Ǎ

Ǎ Ǎ

Ǎ Ǎ ̙ Ǎ

Ǎ Ǎ

Ǎ ̙ 

Ǎ Ǎ

Ǎ ̙ Ǎ

Ǎ ̘ Ǎ

̙ Ǎ Ǎ Ǎ

Ǎ ̡Explain Everything̢ Ǎ

̙ 
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̡Seesaw̢ Ǎ  

 

5.4 ( ) SIR 2.0 M&M  

  

 Ǎ  

  

  

 

 : GOOLE FORM, NEARPOD, 

SCREENCAST, MAKECODE, YOUTUBE 

 : MICROBIT, IPAD 

  

̘ ̘

( 1)̙ Ǎ -Ǻ SIR ǻǍ

QRCODE ( 2) Ǎ

Ǎ Ǎ

̣ ̤ ̙ 

Ǎ NEARPOD Ǎ IPAD APPS

( )̙

GOOGLE CLASSROOM Ǎ

MICROBIT QUIZLET Ǎ MICROBIT 

̙ ̣ ̤ ̙ 



60 

 

    2. SIR -                  3: MICROBIT  

  

Ǜ 

NEAPROD DRAWIT Ǎ Ǎ

Ǎ Ǎ Ǎ  

IPAD Ǎ Ǎ -

Ǎ Ǎ Ǎ

Ǎ ̙ 

QRCODE Ǎ

QRCODE Ǎ

Ǎ Ǎ Ǎ ̙ 

Ǜ 

IPAD Ǎ Ǎ

Ǎ ̙ 

NEAPROD GOOGLE FORM Ǎ

Ǎ Ǎ

̙ 
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̣M & M̤ Ǎ ̣MEDIA AND MICROBIT̤Ǎ

Ǎ (MEDIA)Ǎ

; Ǎ ; 

QRCODEǍ ( 4.1- )Ǎ

Ǎ Ǎ

̙ 

MICROBIT Ǎ MICROBIT

-̣ ̤Ǎ Ǎ

MICROBIT ̣ ̤ ̣ ̤ Ǎ

Ǎ MICROBIT Ǎ

̣ ̤ Ǎ MICROBIT

Ǎ MICROBIT MICROBIT 

( - SIR 4.2- MICROBIT)Ǎ MICROBIT

Ǎ MICROBIT ̙(  

4.3-MICROBIT )  

QUIZLET Ǎ ̣ ̤ Ǎ

̙(https://quizlet.com/_6hgqm3) 

  

https://quizlet.com/_6hgqm3
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5.5 Ǻ ǻ  

  

  

  

 1. ̙ 

2. ̙ 

3. ̘

̙ 

4. ̙ 

 

 : GeoGeBra3D ̡iMovie App̡

App̡powerlesson 2 App̡ QRCode Reader 

 : iPad 2 

  

̙

4 BYOD ̙ Ǎ

Ǎ

Ǎ

ǉ

̘ ̘ ǊǍ Ǎ

Ǎ Ǎ

̙

̘ Ǎ

Ǎ

̙ GeoGeBra Ǎ

Ǎ ǜ

App Ǎ Ǎ

QR code Ǎ Ǎ
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̙ Ǎ

Ǎ Ǎ ̙

Ǎ Ǎ

̙ Ǎ

̙ 

eclass_powerlesson2

Ǎ Ǎ

Ǎ

̙ Ǎ Ǎ

Ǎ Ǎ

Ǎ powerlesson 2

Ǎ powerlesson 2 Ǎ

̙ ̙

̙ geogebra 3D Ǎ

̘ ̘ ̙ geogebra3D

̘ Ǎ

̙ Ǎ

Ǎ ̙

̘ ̘ Ǎ Ǎ

Ǎ

Ǎ ̙ QR code

GeoGebra 3D AppǍ

̙ 

 

GeoGeBra  
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Ǎ Ǎ

Ǎ Ǎ

Ǎ

Ǎ Ǎ

̙ Ǎ

Ǎ Ǎ

Ǎ Ǎ

GeoGeBra 3D

̘ ̘ Ǎ Ǎ

̙ Ǎ

Ǎ Ǎ Ǎ ̙

Ǎ

Ǎ Ǎ

̙ Ǎ

Ǎ  

Ǎ Ǎ

Ǎ

Ǎ ̙ 

 

5.6 AR  

  

  

  

  AR  

 

 :  Google Classroom̘CoSpaces 

Edu ̘Tinkercad̘Hp Reveal̘Explain EDU 

 :  IPAD̘Apple TV  



65 

  

BYOD Ǎ ̙

IPADǍ  AR 

̣ ̤ ̙ 

Ǎ

Ǎ Ǜ1Ǌ

ǜ2Ǌ ̙ 

AR Ǎ Ǎ Ǜ

1Ǌ ǜ2Ǌ

̙ 

  

1.  CoSpaces Edu  Tinkercad  

AR Ǜ 

 

      

(1)         (2) Tinkercad  
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 (3)  CoSpaces              (4) IPAD  AR 

 

 

2. Explain EDU Hp Reveal  

IPAD Ǎ Apple TV

Ǎ Explain EDU ̙

Ǎ Ǎ  Hp Reveal  

AR Ǎ ̙ 

        

Explain EDU       Hp Reveal  

 

Ǎ ̣ ̤

̙

Ǎ  AR ̙ 
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 CoSpaces ̘ Tinkercad ̘ Hp Reveal 

Ǎ Ǎ

̙  CoSpaces 

Ǎ ̙ Ǎ

Tinkercad Ǎ

̙ 

 

5.7 

 

  

  

  

  

 

 

 : Teams (Office 365), Sketchometry,  

 : iPad 

  

Ǎ ̘ ̘

̙ Ǎ

Ǎ Ǎ

̙ Ǎ

Teams

Sketchometry

Ǎ

̙

Ǎ

Ǜ Ǎ 
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Ǎ ̙ 

Ǎ

Ǎ

Ǎ

Ǎ Ǎ

Ǎ

̙ 1

Ǎ 10 ̙

Ǎ ̙

Teams Ǎ ̣ ̤Ǎ

̙ Ǎ Ǎ

̣ ̤ Ǎ

Ǎ ̙ Ǎ

Ǎ ̙ Ǎ

Ǎ Ǎ

Ǎ Ǎ

̙ Ǎ

Ǎ ̙ 

  

 

Ǎ

̙ 11 Ǎ

(1-6 )̘ (7-10 ) ( 11 ) ̙

Ǎ Ǎ Ǎ

Ǎ 53% ̙ Ǎ

Ǜ Ǎ  
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Ǎ Ǎ 61% 94% Ǎ

Ǎ ̙ 

Ǎ 63%

94%Ǎ Ǎ

̙ Ǎ

Ǎ Ǎ

̙ Ǎ Ǎ

Ǎ ̙ Ǎ

Ǎ Ǎ

Ǎ ̙ 

 

Ǎ

Sketchometry Ǎ ̙ Ǎ

̙ Ǎ

Ǎ ̙ Ǎ

Ǎ

̙ Ǎ

Ǎ ̙ Ǎ

Ǎ

̙ 

  

ǯ  

Sketchometry Ǎ

Ǎ Ǎ Ǎ

̙ Ǎ

̙ Ǎ

Ǎ ǜ
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Ǎ Ǎ

Ǎ Ǎ

Ǎ Ǎ Ǎ ̙ 

Ǎ

Ǎ ̙ Ǎ

GeogebraǍSketchometry

Ǎ ̙ Ǎ ̘ ̘

̘ ̙ 

 

 

 

Ǎ ̘

Ǎ ̙ Ǎ

Ǎ Ǎ

̙ Ǎ Ǎ Ǎ

Ǎ ̙ Ǎ

TeamsǍ ̣ ̤Ǎ

̣ ̤ Ǎ

Ǎ Ǎ
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Ǎ Ǎ
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Ǎ ̙ 
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5.8

Integrating Augmented Reality into Lesson of 3D Geometry 

  

 ̘ ̘  

  

  

 (Augmented Reality) 

Ǎ

Ǎ ̣

̤(spatial ability) ̙ 

 

Ǜ ̘  
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Ǎ
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Ǎ

Ǎ Ǎ

̙ 
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 Ǜ ̙ 

 

Ǎ

̙ Ǎ Ǎ
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̙
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̙ Ǎ Ǎ

( ̘ )Ǎ ̙ 
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Ǎ

̙

Ǎ ̙ Ǎ ̙

Ǎ

Ǎ Ǎ

̙ 
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Ǎ

̙ Co-Spaces Ǎ

Ǎ Ǎ

Unity Ǎ Ǎ

̙ Ǎ

Ǎ Ǎ GeoGebraǍ

Ǎ ̙ 
 

 

 STEM  STEM & 

Computational Thinking Education  

6.1  

 ǯ  

  

  

 1.  

2.  

3.  

 

 : Edpuzzle 

 : iPad / QRCODE 
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iPad  

 

Ǜ 

2018-19     https://youtu.be/KMes197f3R4 
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6.2  

  

STEMDAY ̙

Ǎ

̙ Micro:bit

Ǎ (

)Ǎ Design Thinking Process

( )

̙ ( )Ǎ

Ǎ

 ( ) 

 ̘  

 STEM 

  

 Science:     

Technology:  

Engineering:  

Mathematics : ̘ Ǎ

 

 

 :  

1. Nearpod ( ) 

2. Google Classroom 

 

3. Draw.io  

4. Micro:bit  

 : Surface Pro 
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Ǎ Ǎ  

 

 

Ǎ Google Classroom

Ǎ

̙ ̙

̙ 

 

Design Thinking Process

Ǎ Ǜ 

 

 

 

  

 

 

 

  

Design Thinking Process Ǎ

̙

Ǎ Ǎ Ǎ

̙ Ǎ Ǎ

̙ ̙ 

(Google 
Classroom) (Design Thinking Process) ( ) (Google Classroom)

(

)

(

)

(

)
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ǯ  

Ǎ ̘

( ) ̘ Google Form( ) ̙ 

ǯ  

 

̙

Ǎ Ǎ Ǎ

Ǎ ̙

STEMDAYǍ Ǎ

Ǎ ̙ 

 

Ǎ

Ǎ ̙

Ǎ Ǎ

Ǎ ̙ 

 

Ǎ

Ǎ ̙

Ǎ Ǎ

̙ 

 

Ǎ Google From

̘ ̘ ̙ 
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Ǎ

Ǎ Ǎ ̘

Ǎ Ǎ ̙

Ǎ ̘

Ǎ Ǎ Ǎ

Ǎ ̙ 

Ǎ Ǎ

Ǎ Ǎ Ǎ

̙ 

2019 Bett Show

Micro:bit Ǎ ̙ Micro:bit

twitter : 

https://twitter.com/microbit_edu/status/1095348063068176396?s=12 
 

6.3 ǺSTEAM

 - ǻ 

  

 ̘ ̘ ̘ ̘  

 Ǐ Ǐ Ǐ Ǐ  

  

 ̘

 

 

 : Google Classroom 

 : iPad 

https://twitter.com/microbit_edu/status/1095348063068176396?s=12
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̣ STEAM-- ̤ Ǎ

̘ ̙

STEM Ǎ

̣ ̤ Ǎ

̙ ̘ ̘ ̘

Ǎ Ǎ ̙ Ǎ

Ǎ ̙ 

Ǎ i-Pad Ǎ

̙ 

 

 

 

 

 

 

 
            

                               

 

Ǎ Ǎ ̙ 

 

 

 

 

 

 

 

 

 

Ǎ  
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                             i-Pad  

 

 

 

 

 

 

i-Pad ̙

̙ 
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Ǎ ̘

̘ ̙ 

 

 

 

 

 

 

 

 

 

 

 

 
 

 

  

Ɗ  

- Ǎ ǉ Ǜ ̘

̘ Ǌ  

- Ǎ Ǎ

Ǎ Ǎ

̙  

- Ǎ ̙ 

- Ǎ Ǎ

̙  

  

- Ǎ Ǎ Ǎ

̙ iPad Ǎ
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̙ Ǎ

̙  

- Ǎ

̙ Ǎ ̙  

Ǎ

̙ 

 

6.4 Ǻ ǻ 

  

 ̘  

  

 ɾ (VR) ̙ 

ɾ (VR) 360

̙ 

ɾ Cospaces EDU

(VR) ̙ 

ɾ 360 360 ̙ 

ɾ Tinkercad 3D ̙ 

ɾ (VR)

̙ 

 

 : CoSpaces EDU 

 : VR headsets, 360  

  

̣ ̤ Ǎ  (Virtual Reality, 

VR) Ǎ VR ̙
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(Virtual Reality) ǜ

Ǎ VR Ǎ

̙ 

 

 

Ǜ 

¶  (Virtual Reality, VR)

̙ 

¶ VR Ǎ Ǎ

̙ 

¶ Cospaces EDU Tinkercad Ǎ

̘ Tinkercad 3D 360

Cospaces EDU Ǎ VR

̙ 

¶ Ǎ

̘ 360 ̘ ̙ 

¶ Ǎ CoSpaces EDU

(Android / IOS)Ǎ ̙ 

  

̣ ̤ VR ǜ

VR Ǎ Cospaces EDU Tinkercad

VR Ǎ

̙ Cospaces EDU VR Ǜ 

Cospaces EDU Tinkercad VR Ǎ

̣ ̤ VR Ǎ

̙ Ǎ ̘ ̘ 360

̘ 3D Ǎ ̙ 
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Ǎ VR Ǎ

̙ Ǎ

Ǎ Ǎ 360 ̘

3D ǜ Ǎ

Ǎ Ǜ ̘ 360 ̙ 

Ǎ Ǎ

Ǎ ̙ Ǎ

STEM Ǎ

Ǎ Ǎ

̙ 
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6.5 Victoria Shanghai Academy Two approaches of Robotic 

Education 

  

 
̡ ̡  

  

 ̙

̘ STEM

̙ 

 

 :  

 : Arduino, LEGO Mindstorm,  

 

BACKGROUND  

The coming decade will be defined by the largest workforce transition in the 

history of mankind.  Millions of jobs will be lost to technology, while millions 

of new jobs will be created.  Perhaps more importantly, the vast majority of 

remaining jobs will be transformed and applicants with robotics literacy and 

strong tech skills will have a significant advantage when applying for jobs across 

virtually all industries. It's not just that we'll need more roboticists. ALL  our 

students need to be gaining robotics literacy and stronger STEM skills. Year 6 to 

Year 10 different Robotics units form the MYP Robotics Design subject and 

related to STEM.  Our Design subject area uses a ódesign cycleô teaching 

approach and is assessed using the MYP Design criteria.  Students will have 2 

lessons a week in Design. 

 

TEACHING STRATEGY  

Robotics is now considered as a General-Purpose Technology, meaning it has the 

potential to drastically alter societies through its impact on pre-existing economic 

and social structures. With this in mind, it is only natural to discuss educational 

robotics as a truly stimulating strategic topic that looks toward the future. What 

role can robots play in enabling new avenues for pedagogy, in the same way as 

digital technologies profoundly transformed education a few years back? To bring 

robots into our schools successfully ï and the criteria for success must be 

determined ï how shall we involve more teachers and students in the process? 

Shall we incorporate robots into education for the purpose of stimulating a 

stronger interest in Science, Technology, Engineering and Mathematics (STEM) 
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or to pave the way for our children towards a society in which robotics will be 

consistently integrated everywhere? 

We have identified 2 approaches for robots in education. 

¶ The robot as an educational subject 

To start with, from early secondary classes, from 11-16 years of age, children 

learn basic robotic concept and structure by creating different types of robots. 

Throughout Design units from Year 6 to 10, they are now offered robots that 

follow their progress. There are also a number of competitions at different levels 

using robots they have built. 

¶ Robots as learning support tools 

In this second role, robots help to support educational activities, some 

professionals claim that, in an educational context, robots are certainly relevant 

and effective beyond science, technology, engineering and mathematics teaching. 

ñAn introduction to robotics contributes to the fight against school failure. Robots 

enable project-based teaching and change the learning environment by making it 

more flexible and less stigmatizing. This teaching of robotics, and more broadly 

of IT, has become essential in a society where digital technology is at once so 

present in our lives and so little understood. Indeed, technology separates humans 

into two categories; those who use it, knowing the benefits as well as the pitfalls, 

and who capture the essential foundations of computational thinking. We develop 

Interdisciplinary units  with Individual Societies subject (Humanities subject) 

to understand the benefits for using robots, and Design units from Year 7 to 10 

for training computational thinking for problem solving skill. 
 

                  
LEGO Smart Traffic System 

            

I NNOVATIVENESS , CONTINUITY AND UNIVERSALITY OF DESIGN  

Over the last few years, interest in educational utilization of robotics has increased 

and several attempts have been made worldwide to introduce robotics in school 

education from kindergarten to high secondary school, mostly in science and 

technology subjects. However, the successful introduction of an educational 
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innovation in school settings is not just a matter of access to new technologies. 

Appropriate educational philosophy, curriculum and learning environment are 

some of the important factors leading any educational innovation to success. The 

robot is just another tool, and it is the educational theory that will determine the 

learning impact coming from robotic applications. We integrate Robotics 

Education in other subject areas, not only STEAM, e.g. Individual Societies 

(Humanities) subjects. When used properly in schools the robots form the basis 

of a cross curriculum activity, it is an ideal resource that can be used to teach. The 

use of robots in the classroom introduces students to possible career paths they 

may have never considered. In addition, robotics is a perfect way to show students 

that engineering and IT can be fun by making abstract knowledge concrete. 

Working with robots enhances creative problem solving techniques and 

encourages the development of basic communication and interpersonal skills as 

well as the ability to collaborate and convey complex ideas to a fellow students 

or colleagues. 

REFLECTION ON TEACHING AND LEARNING  

Getting not STEAM subject teachers involved 

One decisive factor for ensuring the uptake and success of educational robotics is 

involving teachers and taking their standpoint into account. Some teachers reveals 

that the desired and expected outcomes are ï by order of importance ï creative 

design, learning programming, playing with robots, an introduction to science and 

math and engineering practice. For Humanities teachers, robots at schools, at 

any level, should foster a critical reflection on robotics, provide students with a 

realistic perception of robotics technologies and be the opportunity to teach the 

new generations to relate with autonomous robots in a responsible way. As we 

give students a chance to understand the scope of what is possible in robotics, so 

we also empower them to have opinions and voices that will help drive how we 

can change society for the better using robotics technologies. 

                
Arduino Robots 
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6.6 HDC Maker  

  

 ̘ ̘ ̘  

  

 
 

 

 :  Google Classroom ̘ Tinkercad ̘

mBlock  

 :  Raspberry pi̘Cospaces̘Microbit ̘

̘ ̘ ̘3D  

  

̣ HDC Maker̤ Ǎ

̣ ̘ Ǎ ̘

̤Ǎ Facebook ǉhdcmakerǊǍ

Ǎ Ǎ

̙̣ HDC Maker̤ Ǎ

STEM D&T( ) Ǎ

Ǎ Ǎ

̙ 

̣STEM̤ Ǎ ̙ 

 

Google Cs First Scratch

Ǎ ̙ Ǎ

̘ ̘ Ǎ Ǎ

Arduino

Mbot Ǎ Mbot Arduino IOT

̙
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Ǎ

̙ 

 

TinkerCAD 3D 3D

̙ IOT Ǎ

̙ Ǎ Arduino Mbot

̙ 

 

Ǎ

Ǎ

̣ Ǡ ?̤ Ǎ

̙

Ǎ ̙ 

 

Ǎ ̘ ̙ 

 

    

MakeX  
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Ǎ Ǎ

Ǎ ̙ 

 

 

  

̣STEM̤ Ǎ ̘ ̣

̤  ǎ ̣ Ǎ

Ǎ ̤ ̙ 

Ǎ Ǎ Ǎ Ǎ

̙ Ǎ

Ǎ Ǎ Ǎ

̙ 

̣ ̘ ̘ ̘ ̘ ̘ ̤ 

Ǐ Ǐ  

 

6.7 STEMLAB  

  

 ̡ ̡  

 ̘ ̘  

 STEM Ǎ

 

 

 : iClass̡ IFTTT̡ Think Speak̡ App Inventor̡

mBlock̡ google classroom̡ Scratch 

 : ̡MBot̡ Arduino̡ 3D  








































































































































































