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4, 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 1. Use superlative adjectives to make comparisons
Objectives 2. Plan to break a record based on personal assessn

their own ability
3. Envision becoming the best version of themselves
Applied e-Learning Platforms: Edpuzzle, Kahoot, Wizer, Seesaw, Gou
SlEioT £ t2mle Slides / Note Anyti me |/
decision)
Tools: iPad, Projector
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| NTRODUCTION OF LESSONDESIGN

This is our school ds sixth ye
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 timelaling 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, ttextbook only requires students to compare
height and weight. We want to broaden the scope, therefore, we introduce
Guinness Records and include contextualized and authentivoddlexamples.

In addition, we hope students realize that instead of just gadiaut it, they
themselves can dream big and break world records, contributing to theirwhole
person development.

LESSONPLAN & IMPACT

[Stage O]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 gaased app Kahoot. Although
explicit teaching of grammar can be unengaging for stisglét 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 dae puzz
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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ssssss

Angie

Diana

Interview sheet Click theright 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 af@ksheets on superlatives, easy, medium
and hard.

Easy Medium

[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 recordthey want to break using superlative adjectives.

Seesaw Post

| want to break the record for being the greatest
basketball player in the world because | love basketball. |
can earn meney and give my parents. | think | can do it
because | start to play basketball when | am 3 years old
Now | am good at sports
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Afterward, students are encouraged to record their writing and read and listen to
ot hersdé 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 Guinessbookin groups.

The following is @ example:

Guinness World Recori

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

| felt touched on reading one of stud:
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

st ude agweré also dseonishingly 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 lgesson,
quickly recap and then introduce major concepts. Aftersyare use gambased

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 taskruytbsir
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?
Teacher 6 s CHENG BAO QIONG

Subject English

Level P4

Learning Students are able to gi
Objectives l eft/ rightdé, 6égo straig
E-learning Pl atf or ms Edpuzzl e, N e
platform and tools Youtube

applied Tools: iPad, VR headset, computprpjector

INTRODUCTION

E-learning has completely transformed the way in wh
learning is imparted to studeniBhis is especially true whel
it comes to language teaching and learning. This topic is a
giving directions, which is a key skill that P&udents should “;———
master. That said, giving directions serves as one of the dally

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

TR IE A R
P VR

experiential ear ni ng i s applied i n ddingbi.s T hees s
highlight of the &sson also lies in the creativity demonstrated throughout the
| esson, such as new | yrics THeOheelsdnei r f

the Bus go round and roun@ map being devised with the nine target shops and
students being divided into nineogips by rearranging the desks and chairs
within the classroom, and VR is employed to make the Treasure Hunt game
even more vivid and unprecedental.

LESSONPLAN & IMPACT

Pre-lesson: Flipped Classroom

Il n order to maxim
outcomes, fipped classroom is adopted .
a prelearning task which students ce
finish at home (selflirected learning).
Students are asked to watch a vid
downloaded fromYoutube (Locations
and direction$ through Edpuzzle The
video is editecand a few multiplechoice and opeended questions are added in
order to assess studentsod6 understandin
answers and check the feedback from the teacher. The platform offers clear

I nsights i nt o dfficultiesevheresthi tepcheo dah tadmeke

the inclassroom lesson more effective.

uuuuu

0443 e
|
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In-classroom Lesson

As a leadin activity, students lister  — Listen carefuly! Tick the boxes if
to song Where is the post office” CJ;\I!! | you hear the following words.
twice. For the first time, student s Hesmmmm—m( = ) O wouol

need to tick the boxes ornhe ﬁ o et

] turnleftinto...

wor ksheet i f t | = " [ walk straight ahead

|l eft/ right o6, Ogu S U ai y i (Oonyourlkft : 6go
out ofdé, etc. For the secg:z::s‘i’te >, st
a map with three shops are missing. They need to locate uie

post office and then stick the | abel C

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

(Taskbased larning).

Input

The teacthromstalys, sdong, we can hear ot
aheaddé, 6égo out ofb6, etc. But ?Naw, you r
pl ease direct me to the post office. I

Studentgyi ve directions and the teacher el

e. g. Ss: 0Go out of the train statio
T: 60K, go out of the train station.
Ss: O0Turn right into Causeway Street

T: 0 Whi c h right?(Claritying) Shauldil tsrn this way or this way?
(Narrow Focusing Wh y (Abalysing)

Ss: O0Bec ausway. Becausestisfastex. onl y

T: How do you know?3Verifying) Could you find another way(Giving
creative responsge

Various types of questions are askedtt r i gger studentsd dee

Instant quiz (Formative assessment)

With the application oNearpod, students are engaged in the assessment by
indicating their choiceNine 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@h 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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v v v v
m N
v v v oy
Application

The Treasure Hunt gam€dmmunicative Language Learninodesigned isn

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 unpredental. With thevVR headset students have the feeling

that they actually go past some blocks and shops.

One student from each group comes out. He/ —

Is selected by thenline wheelto ensure student:“ b

are fairly selectedHe/She doesnknow Where e

the treasure is.The teacher shows tter \ﬁ‘

groupmateswhere the treasure is dhe screen

The group members need to discasddraw the i =

route leading to the treasure throdgdarpodon e

iPad. Thentheygive directions to help the player find ttreasureEach group

has two minutes. They are asked to tlse target languagé n e x t t 006, 0
t

A

l eft/ right i nto...®&6, etc. Evdryorhasmact i vi
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 | essowhereistheoday,
post office From the song, we know some phrasegfeing directions, such as
Onext tood, oturn |l eft/right into... &,

useful phrases and give the correct directions to others.

Following-up
Two gradedvorksheetgdolphin and seal) are provided for them to wdavn
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 dlgsc Various levels of
guestions were devised atind teacher allocated enough time for students to think
about the MC gquestions, whi@nabled every student to get involved as well as
fostered SS and TS interactions. Throughout the lesson, student® ueghly
motivated. They were grouped into six groupke 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 spiiithe teacher gave instant feedback when
students chose the wromgn s wer by asking owhy?6 and
A was correct instead of B/C/D. The teacher asked the students-toselft by

raising a question, O0Should I turn | ef
positive reinforcement to studentge@ when they were not able to finish their
task within the time | imit by saying

i ntroduced as a way to monitor stude:
difficulties that may arise, so that the teacher couldigeinstant 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 SchoelLearning English through mm \,'k
Workplace Communication’ Headhunting for g of

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 1. To expose students to multiple unfamiliar jobs thro

Objectives reading a range of texts;
2. To engage students in professional dialogue involving
matching in a headhunting firm, hence enabling then
articulate the job duties, entryequirements, benefits ar
challenges in different jobs; and
3. To equip students with the necessary skills and knowl
to come up with their own job advertisement post on a job
have selected.

e-Learning e-Learning Platrm: Newsela Google Classroon®oogle Dogd.iner

Platform and Tool-iPad

Tools applied
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FOREWORDS

How would one perceive a2t ent ury c¢cl assr | nt er
At eachers as facilitatorso t h d
Aprovi dwoagl dr eakperi enceo, 1r e s

responses we receive from our colleagues. These qualities ari
the pillars of our lesson design. Owam believe that an idee ExF
learning environment comprising the above qualities can be created through the
introduction of innovative 4.earning technology. Coincidentally, we discovered
an appNewseldl,edvhd ch offers texhdfferent a pl
|l i nguistic complexity to caterThispr r e.
we incorporated the materials available on Newsela, with other familiar e
Learning platforms like Google Docs, into our teaching module and
realized that the learngnoutcome was very promising. This article
serves to introduce to you how we conducted the lesson with the
newsela complementation of various-leearning tools for learning and
assessment.

Overview of the Module

In this module, one of the elective modules in tleswNsenior Secondary English
Language Curriculurih Learning English through Workplace Communication

is selected. This module aims to provide opportunities for students to enrich their
English learning experience and extend their language skills througdiplace
communication. The unit OHeadhunting f
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 chosersince it is likely that students are unfamiliar with these
contemporary yet scarcely mentioned jobs, so students are motivated to engage

i n the | earning act inveietdide sa nddu et hteo uani &
offers some new insights to theirrear and life planning.

The endproducti job advertisement postis 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 2t{lMg) 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 workpleaeespondence.

Implementation of the Lesson
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The learning unit adopted the pedagogical approach of flipped classroom and was
carried out as below:

Pre-lesson

Students read
through different
assigned texts on

different jobs at
home on Newsela
and completed a

Google Form

(Task 1) to show
their basic
understanding on the
job.

While-lesson Part 1 VY hile-lesson Part 2

Students imagined
themselves as staff
members of a
headhunting firm to
analyze the needs of
different applicants
and help match them
with the most
suitable jobs. They
were required to
complete a
Discussion

Summary on Google

Doc (Task 2).

Students used Lirner

to highlight some
language features of
some authentic
examples to learn
how to write an
online job
advertisement post

(Task 3).

EVALUATION OF THE LEARNING OUTCOMES

Student so
assessments.

Formative Assessment (Assessmat

| ear ni

ng

Post-lesson

Students are required
fo create their
individual job

advertisement post
and submit it
through Google
Classroom (Task 4).

0 loth foomare andssunamatave U a t ¢

learning)

Student so

Google Form(Task 1) is first evaluated
by the teacher. This allows the teacher
track

keep

wor k ¢

v/ What are the potential L'h:LHenges in this job? * 5 /5

To trust your intuition, especially your primal instincts

To be open to going where your emotions take you
To be able to improvise, to come up with a backstory in your imagination that motivates your

monster and helps bring the character to life

To stand out from others

Individual feedback

s

Again, nice summary from the article. Now you may study the examples given more closely in the
article to see how these could pose a challenge to the actors of the monster (or to put it further,

would this be as difficult as being an actor/actress?)

of

Ny

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 agrceefer

t he

teacher

t o al

| ocat e

student s

performance, for instance, a higkemhiever can help others clarify any

misunderstanding.
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The Discussion Summaryésk 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 (Assessnadidarning)

The end product of this learning unit, the job advertisement post, sexike a
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 extraadinary jobs.

Studentsod Learpiwoa Out anemae

[Task 3 - Job Advertisement Post

| t can be see 2
L

H |
work in Task 1 that students of -
various abilities were able t¢ The Futur Corporation
- - The Future Corporation is a company working for the betterment of human beings. We develop and
complete the task satisfactoril] sr:ismtomemre e swatimico s

- numerous robeticists who will be in charge of designing new robots and Al programmes.
wi t hout much t| "
h. h h. . Wntingpmgrammefur)\rrliﬂcial\rleIthncE

Some higher achievers wel . comosemmmme . .
» Building robets for domestic and medical uses O

ientific discipline (Science, Maths, Physics or Neuroscience)

capable of reading a mor| - e
challenging version of the tex & Hemes i s wc T
and describing the job with greg : e e

details. HenceTask 1 could | oo i oo neum oo ssmer o e e
successfull Yy €| omeon e o5 spplents wil be eated I et confieros and wil ory be used fo
selfefficacy as they are provider Fiaure?. Students' works markedbn Gooale D
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 magt 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 SummaryTask 2). Some students were even shown to have put

the mselves in the applicantsd shoes and

In Task 3, through the consciousness raising activity usimgr, students were

able to recognize the significant structure of a job advertisement post, for instance,
use of suheadings and bullet points and some standardized expressions about the
confidentiality candi datesb®6 I nfor mat.
advertisement post with a similar structure of the examples they have read
through Task 4). Some creativity is atsshown when students are writing a brief
account of their own imaginary company.

CONCLUSION

48



Conducting an 4.earning lesson in the English Language Curriculum in Senior
Secondary is never an easy task, given the time constraint of lessons and
requiremelts of the public examination. English Language teachers are often in

a position where they encounter difficulties in incorporatifigearning in their

teaching to promote higherder thinking in the language classroom since some
prevalently used apps likéahoot! can at best motivate students to engage in the
lesson, if not the excitement brought by the game itself, while it predominantly
hel ps develop studentsdé skills in the
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 apphblélesela, Liner

or even some classic apps@sogle Docs it can | mprove stu
literacy and prom& st udent soé higher order thinl
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 designian effective language lesson,
instructional strategies should precede the adaptatiofe&ming technology.

You are more than welcome to access t
https://yhclassroom.page.link/elearning

5. Mathematics Learning
51 -
3
Scratch A
A
: Scratch
0
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https://yhclassroom.page.link/elearning

A
A A
A A
. ) A
A Padlet Kahoott A
A Scratch
A A U
( ) A A A
A A A
A Scratch
A 2A
U
U A Time Distancel
( A
Distance2 A Distancel A
A )
U Scratch I 2
Scratch (-198, -130)NJA A
A 3
U A
Distancel U A Time
A 4
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Scratch

A A
A A A
L A A
A A A
A
A
U
R Scratch
(-198,-130) _
£ L A +1
B A D
A A
- — ’ 130+D
A A
A A
A
GeoGebra  Scratch A
GeoGebra Scratch A
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A Scratch A
A A
A A Scratch A
A A
A
5.2 - The application of elearning

U Teams, Padlet, Kahoot, EPHHK (eResourt

U Microsoft Surface Pro

10 A

¢
¢
¢
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¢
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A A
A A
A
U, Explain Everything . , Seesaw
U iPad
A
A
A A
, Explain
Everything A A
, Seesay

56



57



r Yy

S | 3.

B | SRR 15
7

<

r ™
EEG T EEE, SHE
Ll

P>

¢

I>¢
c

¢

w

L

¢
b
P
>
b
P

¢
p>
b
p>

~ ~

A A A

A , Explain Everything A

58



a ¥4
kcobaps1 18-19 5C

Teacher
6_
Inbox. i

009c 0o

sssssssss

5.4 ( )  SIR 2.0 M&M

: GOOLE FORM, NEARPOD,
SCREENCAST, MAKECODE, YOUTUBE

: MICROBIT, IPAD

( 1) A A SIR a4 A
QRCODE (2 A
A A
A NEARPOD A IPAD APPS
( ).
GOOGLE CLASSROOM A
MICROBIT QUIZLET A MICROBIT
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e L -ZABAK| hBEA:
mEX. https://qreo. page. link/Y6
(A#E2zH Vk.
A [=]5[m]
- Ok f
P e o St B B
2. SIR - 3: MICROBIT
0
NEAPROD DRAWIT A A
A A A
IPAD A A -
A A A
A
QRCODE A
QRCODE A
A A A
U
IPAD A A
A
NEAPROD GOOGLE FORM A
A A
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M&M A . MEDIA AND MICROBIT A
A (MEDIA) A
; A ;
QRCODEA ( 4.1- YA
A A
MICROBIT A MICROBIT
- A A
MICROBIT o ) A
A MICROBIT A
A MICROBIT
A MICROBIT MICROBIT
( - SIR 4.2- MICROBIT)A MICROBIT
A MICROBIT |
4.3MICROBIT )
QUIZLET A ) A

(https://quizlet.com/ 6hggm3
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, 1Movie App,

: GeoGeBra3D
App, powerlesson 2 App QRCode Reader
iPad 2
4 BYOD A
A
A
]
NJA A
A A
A
A
GeoGeBra A
A u
App A A
QR code A A
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5.8
Integrating Augmented Reality into Lesson of 3D Geometry

(Augmented Reality)
A
A
. (spatial ability) ,
U -
/ U Tinkercad, Merge Cube, Co-

Spaces Geogebra

(Augmented Reality) A
A
. A
A
A _ (spatial ability)
A
A A
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6. STEM STEM &

Computational Thinking Education

: Edpuzzle
:iPad / QRCODE
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Science:
Technology:

Engineering:

p-

Mathematics :

1. Nearpod ( )
2. Google Classroom

3. Draw.io
4. Micro:bit
: Surface Pro
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https://twitter.com/microbit_edu/status/1095348063068176396?s=12
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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 createdPerhaps more importantly, the vast majority of
remaining jobs will be transformed and applicants with robotics literacy and
strong tech skills will have a significaadvantage when applying for jobs across
virtually all industries. It's not just that we'll need more roboticidis.. our
students need to be gaining robotics literacy and stronger STEM skills. Year 6 to
Year 10 different Robotics units form the MYP Rtibs Design subject and
related to STEM. Our Design subject
approach and is assessed using the MYP Design criteria.  Students will have 2
lessons a week in Design.

TEACHING STRATEGY
Robotics is now considered a&aneralPurpose Technologyneaning it has the

potential to drastically alter societies through its impact oregrgting economic

and social structures. With this in mind, it is only natural to discuss educational
robotics as a truly stimulating strategic topic that looks tovlaedfuture. 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 successfullyand the criteria for success must be
deteminedi 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 ddren 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, frorl&lyears of age, childne
learn basic robotic concept and structure by creating different types of robots.
ThroughoutDesign 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 robotstey 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, engingeand mathematics teaching.
AANn i ntroduction to robotics contribut
enable projeebasedeaching ana¢hange the learning environment by making it
more flexible and less stigmatizing. This teaching of robo#ing, 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 piftiis,

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, Badign units from Year 7 to 10

for training computational thinking for problem solving skKill.

| 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
technologysulgects. 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 leagiany educational innovation to success. The
robot is just another tool, and it is the educational theory that will determine the
learning impact coming from robotapplications. We integrate Robotics
Education in other subject areas, not only STEAM, é&ndividual Societies
(Humanities) subjectd3Vhen used properly in schools the robots form the basis
of a cross curriculum activity, it is an ideal resource that can be ussatcto The

use of robots in the classroom introduces students to possible patkes 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 delopment 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 outcomegd drg order of importancé creative
design, leming programming, playing with robots, an introduction to science and
math and engineering practice. Fdumanities teachers robots at schools, at

any level, should foster a critical reflection on robotics, provide students with a
realistic perception ofobotics 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 opini@msl voices that will help drive how we

can change society for the better using robotics technologies.

)

&\

Arduino Robots
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