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5.  English Language Education 

5.1 Lok Sin Tong Leung Kau Kui Primary School (Branch)- The best 
graduation gift- Gearing up students with IT and AI skills 
through e-Learning 

  

Introduction: 
 

Although the application of generative AI in education is 
controversial, I think it is vital for my students to experience how 
AI affects their daily learning. As the class teacher and English 
subject teacher of my students, I want to prepare and equip my 
students to thrive in a world increasingly shaped by AI 
technologies. In this module design, I made good use of AI and a great variety of 
gamified eLearning platforms to get students engaged and motivated.  

 

Lesson Design: 
 

Gearing up students with information literacy skills and AI knowledge: 
At the end of the unit, I introduced various AI platforms to my students. After students 
finished the first writing about a bad day, I wanted my students to extend their learning 
by creating a video using generative AI technology. First, I taught my students to use 
an AI image generator, Playground AI, to create pictures for their work. Students were 
taught how to write prompts so as to design relevant pictures based on their writings.
After that, I taught my students to use Canva to make and edit their own video. For 
example, adding pictures, subtitles, sound effects and so on. Then I introduced AI voice 
generators to my students, Voicemaker and Elevenlabs. Students generated text to 

Teacher Name Lee Lam Tai 
Subject English 
Subject Level Primary 6 
Learning Objectives - master the target vocabulary, grammatical items and 

structures 
- learn about generative artificial intelligence  
- learn about video making techniques and make a video 

Applied e-Learning 
platform and tools 

Platforms: Microsoft Teams, Edpuzzle, Kahoot!, Wordwall, 
Gimkit, Blooket, Curipod, Nearpod, Reading Progress,  
Classkick, Poe AI, Voicemaker, Elevenlabs, Playground AI, 
Canva, Padlet, Flip , CoSpaces Edu 
Tools: iPads and computers 
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speech voice overs for their videos. After completing their videos, students were asked 
to post them on Padlet or Flip. Students could share their videos with the whole class 

 
 

   
                   Playground AI                           Canva                               Elevenlabs 
 

When teaching the second piece of writing about a cycling accident, I taught my 
students to polish the language of their writing draft. They learnt to revise the drafts by 

In one of the writing lessons, I attempted to introduce Poe AI to my 
students. With this AI chatbot, I taught my students to polish their writing by using 
Poe. They learnt how to ask questions specifically. Students got a variety of adjectives, 
adverbs, and connectives to edit their drafts. 
 

At the end of the module, I introduced CoSpaces Edu to my students. Students first 
learnt the basics of the platform and then they were evenly divided into 4 groups. They 
were asked to collaborate with their group members to work on a project in the 
metaverse. They could either create an interactive story or an interactive game. 

 

   
  Photos showing students using CoSpaces Edu                        

to create their stories                                           with generative AI 
 

Reflection on Teaching and Learning 
 
New knowledge and skills learned from the preparation process: 
With the advancement of technologies, I can access a wide range of eLearning and AI 
tools. When selecting suitable eLearning platforms in this module, I think it is 
important to consider user experience, interactivity, accessibility, and cost. When 
selecting platforms for generative art, I tried different platforms by myself and selected 
Playground AI for my students because it is free and easy to use. I learnt how to use 
AI image and voice generators from the preparation process. We should keep learning 
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different eLearning and AI platforms to enhance our teaching effectiveness and adapt 
to the evolving educational landscape. 
 
Cross-curricular learning: 
As an English, ICT and Visual Arts teacher, I attempted to integrate English, ICT and 
Visual Arts curriculum with cutting-edge Artificial Intelligence tools. Cross-curricular 
learning not only can help students develop subject knowledge and generic skills, but 
also their capabilities to integrate all of them. To make a video, students learnt to use 
AI image generator to create pictures for their stories. They learnt to enter accurate 
English prompts so that they could generate the pictures that they wanted. They also 
learnt different video editing techniques by using Canva. My students expressed joy 
and satisfaction when they had the opportunity to view not only their own videos but 
also the videos created by their classmates. 
 

  

 
 

Recognise the ethical issues arising from the application of emerging and 
advanced information technologies: 
When introducing artificial intelligence to students, teachers can follow the

  (2024). Students 
should be taught about both positive and negative influence of AI and refrain from the 
unethical use of AI. By raising awareness and fostering critical thinking, students can 
become a responsible user of AI. 
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5.2 Christian Pui Yan Primary School-  
Let's Travel Around The World! 

 
Introduction of the Lesson Design 

The Primary Six module, 'Travelling around the world,' integrates 
students' daily lives into the learning process. Flipped learning tasks 
introduce vocabulary items related to different countries and 
landmarks. Target sentence structures within virtual settings 
representing various countries will be taught through immersive 
teaching. Students then share their favorite countries with peers, using 
the target knowledge. The metaverse platform enhances their learning 
experience, enabling them to showcase and exchange information 
about their preferred countries. Generative AI empowers students to 
create and present imaginative places. 

 
 
 
 
 
 

 
Implementation, Assessment and Learning Effectiveness 
i. Flipped Learning Tasks and Self-Directed Learning tasks 

Students were asked to watch a video about children introducing different countries in the 
world on YouTube. They were invited to make a video to share their favourite countries on 
Padlet. Students and the teacher were able to give immediate feedback to their classmates. 
Pupils were asked to finish an online independent learning exercise that is relevant to this 
modul
 

ii. Immersive Teaching and Learning 
Students were immersed into virtual contexts of different countries to meaningfully learn 
about the target sentence structure of introducing countries. With the virtual environment 
provided by the immersive classroom, they were able to rehearse the things they were going 
to do in their daily lives and interact with one another in more authentic contexts. 

 
iii. Scaffolding 

T
Subject English 
S Primary 6 
L
Objectives

By the end of the module, students should be able to:
1. know how to introduce their favourite countries to 

others. 
2. self-

sharing and presentation. 
3. enhance their confidence in communicating in 

English. 
4. know how to write prompts in generative AI to 

create suitable images for writing. 
A - Platforms: Microsoft Teams, YouTube, Spatial, Longman 

Plus, Padlet, Mentimeter, Wordwall, and Kahoot 
Tools: Immersive Classroom, iPads, projectors and 
computers 
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Teacher 
scaffold what they have learnt in the lesson such as the ways of introducing and sharing. They 
were also asked to make a poster about their favourite countries after watching a video on 
YouTube. 

 
iv. Role-play activity 

Students were assigned different roles, namely ambassadors of the countries and guests. The 
immersive classroom provided them not only with the appropriate contexts, but also the visual 
and auditory aids so that they could meaningfully interact with one another. Student-to-
student interaction was highlighted. 

 
v.  

Students presented and shared fictitious place which was created with the function of 

with Ipads. Their videos were then uploaded to Spatial for peer-learning purposes. 
 
vi. Sharing and Consolidation 

peers and give comments on their performances. They also answered some multiple-choice 
questions with Mentimeter at home and Kahoot in the lesson to instantly eva

interests in learning and stimulate their memory and promoted the storage of new information.
 
vii. Gamified Learning  

During the learning journey, students were exposed to various game elements including, 
Wordwall, role-play, quiz games, and the metaverse. These interactive games significantly 
enhanced students' motivation to learn. Competitive games, in particular, fueled their 
enthusiasm and drive to excel. The immersive environment and metaverse shattered the 
limitations of geographic boundaries, allowing learning to take place beyond the traditional 
classroom settings, which makes learning happen anywhere and anytime. 

 
 
 
 
 
 
 

 
 
 
Reflection on Teaching and Learning  
i. The integration of gamified and e-learning experiences in the learning 

environment 
Integrating gamified and e-learning experiences in the learning environment offers numerous 
advantages. Elements such as quiz games, immersive environments, and metaverse capture 
students' attention and enhance engagement. These dynamic and interactive features make 
learning more exciting. Immersive learning and metaverse technologies expand learning 
beyond the traditional classroom, allowing students to access educational content and 
participate in activities anytime and anywhere. This flexibility promotes continuous learning 
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and enables the application of knowledge in various contexts, leading to a deeper 
understanding of the subject matter. Overall, the gamified learning experience stimulates 
students' engagement, motivation, and learning outcomes in a stimulating and accessible 
environment. 
 

ii. Developing self-directed learning through e-learning experience 
Learners are empowered to take control of their learning journey, engaging in self-directed 
exploration and discovery. Generative AI fosters creative thinking and comprehensive 
knowledge application, inspiring critical thinking and problem-solving skills. This autonomy 
boosts motivation, engagement, and nurtures students' ability to become independent learners. 
Successful e-learning requires selecting accessible, user-friendly, and motivating tools that 
align with learning objectives. Platforms like Padlet and Metaverse provide immersive 
experiences similar to students' favorite online games. Personalizing avatars and facilitating 
communication with peers foster interactivity and collaboration, enhancing engagement in 
the learning process. 
 

iii. Team support and trust  
Team support and trust are crucial for effective e-learning experiences. Collaboration among 
teachers, administrators, and technical support staff enhances the integration of e-learning 
tools. Trust fosters a culture of innovation and adaptation to the digital landscape. This support 
directly impacts student learning, as motivated teachers create engaging virtual classrooms. 
Overall, team support and trust contribute to improved English language acquisition and 
educational success. 
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5.3 Tin Shui Wai Methodist Primary School - The application of 
artificial intelligence (AI) in the English curriculum  

  
Introduction of Lesson Design: 
Artificial intelligence (AI) has made significant advancements in 
various fields, and one area where its potential is being explored is 
education. We tried to apply AI in our English curriculum to enhance 
learning and teaching processes in different settings. We aim to 
integrate AI and the existing STEM elements to revolutionize 
traditional educational practices and improve learning outcomes. Our 
topic for this project was a primary 4 module, about choosing food and 
drinks. 
 
Implementation, Assessments and Learning Effectiveness: 
i. Self-directed learning using AI voices~ text-to-speech AI voices 
During the module, we introduced our pupils to a self-learning video to help them grasp 
the target structure independently. While preparing the video, we considered picking a 
game from the very famous platform Roblox as the story background. Then, we used 
text-to-speech AI voices to make the whole thing 
more gamified and virtual.  
 
ii.  Recalling previous knowledge ~ Hotpot AI Art generator 
To recall pupils  previous knowledge of food and the quantity nouns (e.g., a packet of, 
a tin of), we introduced an AI art generator platform, Hotpot AI, to our pupils. Pupils 
could use all the words they have learned about food and drinks to generate a funny 
picture and post it to Padlet to share. Writing prompts required the pupils to recall the 
words they had learned. Pupils were highly excited about this activity as it was their 
first time using AI prompts to generate a picture.  
 

T
Subject English 
S Primary 4 
L
Objectives

Teaching module: 
Target vocabulary and structures: 

 
A - Platforms: text-to-speech

generator
Grammarly

 
Tools:  
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iii. Using 3D AI generator to help create virtual reality games ~ Cospaces Edu, 
Sketchfab, Meshy 
Interactive games are almost indispensable in our lessons. That s why we continuously 
added games like VR games to our teaching modules 
of the target vocabulary and structures. We wanted to create tailor-made realistic 

a free AI 3D model generator 
Meshy to generate 3D models. We also picked ready-in-use 3D models from an online 
viewer, Sketchfab. But certainly, we needed to credit the creator.  
 
iv. AI speaking practice ~ Reading Coach in Teams 
To enhance pupils  reading skills, we assigned exercises from Reading Coach in Teams
in our modules. The reading text was directly extracted from our textbook so pupils 
could practice their reading-aloud skills and the target vocabulary and structure. Pupils
could read the text aloud at their own pace. The advantage of using this AI platform 
was that it could give instant feedback to the pupils. Pupils did not have to wait for the 

. It also helped the pupils to self-improve, as 
the AI system required them to practice correcting their mispronounced words 
automatically. Using AI speaking practice also saved much of the teacher s checking 
time as the system could give us a detailed report of each pupil. With the report, we 
could provide formative feedback to our pupils.  
 
v. Proofreading pupils  writing tasks using a free online grammar checker ~ 
Grammarly  
We tried to use AI in our writing lessons to promote self-directed learning. We allowed 
our pupils to use their tablets to scan their written work and then paste the e-text to the 
Grammarly online checking platform. The AI system automatically checks for 
grammatical mistakes so our pupils can self-edit their writing work based on the instant 
feedback or comments Grammarly gives. Teachers could focus more on commenting 
on other aspects, such as content, organization, and creativity.  
 
 
vi. E-storybooks using AI pictures~ storyjumper, Stable diffusion 
At the beginning of the module, pupils had experienced using Hotpot AI to generate 
AI images. Therefore, we challenged our pupils to use another AI platform, Stable 
Diffusion, to help them create an e-storybook in storyjumper. Pupils needed to 

. 
After writing the story plot, they could go to Stable Diffusion to generate relevant 
images to fit into their storybook. Pupils could practice using the relevant English to 
write prompts and generate images.  
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vii. Preparing worksheets and teaching materials with the help of AI ~ Canva, Copilot, 
NoteGPT 
Teachers can harness AI to enhance our lesson preparation in different ways. We 
frequently use the templates in Canva to prepare our teaching materials, such as 
promotion posters for our module tasks. We also use Canva -friendly AI text-to-
image generator to turn our ideas into meaningful pictures for teaching slides and 
worksheets, such as preparing story-based comics for picture descriptions.  
 
While we teach reading, sometimes we use Copilot to help summarize the main ideas 
of the reading text, then transfer the data to NoteGPT to generate a draft mind map. 
With the draft mind map, we can prepare our worksheet more efficiently and accurately.  
 
Reflection on Teaching and Learning using AI 
i. Skills for the future 
Teaching AI literacy is essential. Pupils need to understand how AI works, its impact, 
and its ethical implications. We continuously introduce AI to our English curriculum 
because we want our pupils to experience how AI can assist their learning and study.  
 
ii. Enhancing personalized learning and creativity 
AI can adapt to individual pupil needs, providing personalized learning experiences.
For instance, different text-to-image generators empower pupils to express their ideas 
visually, even if they lack traditional artistic skills. They foster creativity and 
imagination by transforming written prompts into vibrant visual representations. 
 
iii. Saving teachers  time for better teaching quality 
AI can generate educational content, including summaries, pictures, and videos. As 
busy teachers, we can use AI as a tool to facilitate our teaching but not as a substitute.
We can adapt AI-generated materials to enhance our teaching resources but must revise, 
review, or optimize  
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5.4 The Education University of Hong Kong Jockey Club Primary 
School - Exploring the Debate: Should Endangered Animals Be 
Kept in Zoos?  

  
Introduction of Lesson Design:  
The lessons achievement of 
SDG 15 (Life on land) and the evolvement of pedagogies in English 

st century 
competencies, motivation and commitment to resolve global issues.  

Debate was chosen as the teaching strategy. Not only does it motivate 
students to learn by presenting them with real-world challenges, but also 
enables students to develop the knowledge and skills required for meaningful and 
purposeful communications, resulting in expressions of their views on global issues 
and informed sustainability actions. 

-
order thinking skills required. AI-powered technologies can make debate manageable 
for all students if teachers know how to integrate them effectively to support 
needs in the process. Through it all, more discussions can be generated in the 
community which can raise public awareness on biodiversity conservation and 
sustainability.  
 
Implementation, Assessments and Learning Effectiveness  
Lesson 1- Exploration & Gather Information 
Guided by the enquiry-based process, the teacher activated students
assessed their prior knowledge by asking them to share their existing knowledge and 

Teacher Name Sandy Choy, Gavin Jugg, Yuki Chen, Connie Chan, 
Chorus Cheung 

Subject English 
Subject Level Primary 6 
Learning Objectives Students will be able to: 

1. analyze and evaluate the ethical considerations of 
keeping endangered animals in zoos, forming a well-
supported opinion on the topic.  

2. develop inquiry, critical thinking and communicative skills 
through debate. 

3. reflect on how they can contribute to animal conservation 
in their daily life.  

Applied e-Learning 
platform and tools 

Mentimeter, Padlet, SchoolAI, Poe, Quillbot, Character.ai, 
Chatgpt4o 
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initial queries on Mentimeter. They then selected an endangered animal and conducted 
research on it using prompts for AI in the safe and duplicable research space launched 
by the teacher on SchoolAI.com. Students practised filtering the content generated by 
AI and created a collaborative map of the world endangered animals on Padlet. 
Meanwhile, the analysed their behaviours on AI 
platform support. Students then 
presented their new knowledge to the class with the collaborative map on Padlet.
 
Lesson 2- Guided Inquiry & Facilitated Discussion 
In the lesson, the teacher engaged students by showing images of endangered animals 
and discussing differences in habitats. The class explored the role of zoos in 
conservation through a guided inquiry activity, where students watched videos and 
participated in a think-pair-share activity to examine the pros and cons of zoos and to 

to introduce argumentation skills. They conducted research on School.AI and Poe to 
gather supporting evidence and they refined their arguments. Throughout the process, 
they thought critically on the responses generated by AI and understood multiple 
viewpoints. 
 
Lesson 3- Orientate students into the debate task 
The teacher introduced the debate motion to the class, followed by the vocabulary for 
debate. Roles were assigned to the students, with responsibilities explained through an 
engaging matching game on Wordwall. Next, students were introduced to the 
components of an effective argument known as the Paragraph Hamburger. Students 
formed coherent arguments by applying the Paragraph Hamburger structure, sought 
feedback from QuillBot, an AI writing assistant, and refined their arguments. 
 
They practised debating with AI chatbots with role-playing prompts, ChatGPT-4o for 
active listening and speaking and Character.ai for written communication, and asked 
for personalized feedback. Students used the transcribed text from their chat with AI 
chatbots to formulate further arguments and predict counterarguments.  
Lesson 4  Debate, reflection and debrief  
In a high-ability class, the mini-debate began with the chairperson introducing the rules, 
followed by the debate session where students engaged actively. In a mixed-ability 
class, a Balloon Debate was held where each student took turns presenting their 
argument and persuading the audience not to throw them out of the balloon based on 
the quality of their reasoning. After the debate, students summarized the main points 
discussed in the debate and reflected on the key insights gained from the learning 
process. These can be the actions individuals can take to protect the endangered 
animals, communication strategies, the importance of different perspectives, critical 
thinking skills and collaborative learning.   
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Lesson 1 to 3:  individual inquiries and writing processes were well-
supported by AI-powered learning platforms, resulting in enhanced learning outcomes.
 
Reflection on Teaching and Learning 
When students were doing research on AI learning platforms, it took time for them to 
develop AI literacy, the skills to interact with AI to produce the intended outcomes, 
critically evaluate the content obtained and navigate within this technology safely and 
responsibly. Teachers scaffolded students by providing differentiated prompts and 
sentence starters tailored to different levels of learners. Iterative prompting was also 
introduced which can generate responses with citations to the resources, allowing 
students to know more about the topic and check if the sources are reliable. 
 
To make the research process more fun, teachers can develop a series of chatbot roles 
representing different endangered animal species. Students can then conduct 
interviews with these virtual animals. This can foster greater empathy and inspire 
students to take action to protect endangered wildlife. For the continuity and 
universality of lesson design, teachers should set aside time for students to reflect on 
their experiences and interactions with the AI, identify what worked well and what 
could be improved, collect feedback from students and use it to inform future 
instruction and support strategies. 
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5.5 Raimondi College - Cultivating communicative competence, critical 
thinking and creativity in an interactive classroom assisted by e-
learning tools and flipped classroom  Maximize exposure and 
application of English in an authentic environment 

 
Introduction of Lesson Design:  

Skills Reading & Writing  
Topics 1. Reading: 

  Unit 7 of Aristo Sprint (2023 Ed.) on Scams and Frauds  
 

2. Writing: 
    A Letter of Complaint 

 

Teachers Leung Yue Tin, Li Chun Hei, Leung Chi Pang,  
Chin Cheuk Yee, Young Stephanie, Cheung Hin Ki 

Subject English 
Level Secondary 2 
Learning 
Objectives 

1. To enable students to learn English with a wide range of authentic 
situations. 

2. 
 

3. 
 

4. 
 

5. 
 

6. 
 

7. 
 

8. 
9. 

 
10. 

 
Applied e-
Learning 
platform 
and tools 

Platforms:  
Blooket, ChatGPT 
 
Tools: Peer feedback form  
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The lesson design aims at teaching S2 students reading and writing in an entertaining 
way while boosting their communicative competence in authentic situations. With the 
textbook as the backbone, we lead students to explore the real world via an array of e-
learning platforms with the assistance from artificial intelligence. 
 
1. Flipped classroom and self-regulated learning (Pre-task of reading activity) 
    Before teaching reading in the textbook unit, the teacher uses Quizlet as a warm-
up activity to allow students freedom and space inside and outside classroom to 
adjust their learning pace and monitor their learning progress. 
    After acquiring and getting familiarized with the vocabulary needed in the unit, 
the teacher can free up time to conduct interactive, collaborative, communicative 
and entertaining learning and scaffolding activities, which are more time-
consuming and require higher order abilities such as critical thinking, creativity 
and communication skills. 

 
Students collaborate using multiple devices to 

play the 
Quizlet. 

 
The leaderboard feature (on screen) enables 

students to acquire vocabulary in a 
competitive and fun environment. 

  
 
2. Reading Activity: An authentic situation of a scam (Group collaboration   
     and presentation) 
    The teacher designs Google Slides templates for groups of students to work 
collaboratively. With reference to the textbook unit, different groups pretend they 
are different scammers in email scams, phone scams, investment scams and dating 
scams. This t -life 
situations. 
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Using creativity, group members design this Google Slides page on a particular scam.  

 
 

    After each group present or act out their scams, they are required to give peer 

evaluate peer performance and boost excitement. 

 
Excerpt of the peer feedback form. 

 

stand a chance to give feedback 
4. Pre-task and scaffolding of writing a letter of complaint (Group  
      collaboration and presentation) 
    Following the reading activity of scams and frauds, students are being teleported 
to another real-life situation where they feel misled by online reviews of a hotel. 
Again, they use Google Slides with template of guidelines to collaborate in 
designing 

reviews on the Internet. This stimulates their creativity and requires critical 
thinking skills to complete the task. 
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    To scaffold the students to write a letter of compliant (2024 DSE, English Paper 
2, Part A short writing), groups follow the teaching sample in the Google Slides to 
collaboratively draft one body paragraph of the complaint letter. The teacher, who 
is also added to the Slides, can give real-time feedback, both orally and in words.
    Given comprehensive guidelines, samples and strategies, students in groups are 
able to brainstorm, discuss and draft the review and the letter inside and outside 
classroom with support from peers and the teacher. They can then go on to finish 
their individual writing task. 

        
 

 
5. Scaffolding for writing a letter of complaint 
    Apart from the pre-task using Quizlet, the teacher uses another entertaining 
platform, Blooket, to input one more grammar item, the passive voice, for the 
writing task. The platform requires a lot of questions to sustain an exciting 
gameplay. Therefore, the teacher solicits help from ChatGPT to generate over 100 
questions for a 15-mimute game. With input from vocabulary, content, ideas and 
language, students are able to complete the writing task more confidently and 
prepare for the exam.  

  
         

Reflection on Teaching and Learning 
   This lesson design emphasizes student collaboration and communicative 
competence.  With the advent of artificial intelligence, a lot of work can be done 
without human intervention. Yet, our students are required to use their creativity 
and critical thinking skills to accomplish tasks to face and solve problems in 
authentic situations.  
   In this learning journey, teachers can solicit assistance from a plethora of e-
learning platforms, many of them equipped with A.I. features.  These helpers 
utterly transcend and the past and traditional experience, making teaching more 
efficient, conven
more entertaining and challenging, which is more conducive to boosting 
motivation, effectiveness and performance.  

Some exciting games  
on Blooket.  
Use ChatGPT to 
generate questions. 
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   With the abundance of e-learning platforms and A.I. functionalities, this lesson 
design demonstrates how teachers can deploy a series of pedagogies and 
techniques flexibly in different combinations, creating different possibilities to 
cater for learners
limited to textbooks and doing reading comprehensions; while learning writing 
can be done collaboratively. With so many distractions in the Internet age, we 

e sweet spot in maximizing teaching and learning 
efficacy in a language subject, and we can now see the vast array of possibilities 
before us. We choose to embrace these opportunities rather than considering them 
as threats. As a team of dedicated educators, we are confident we can harness the 
power and lead our students to explore the unknown in the future.  
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5.6 Lok Sin Tong Leung Kau Kui College  Emulating Visible and 

Cave 

Introduction of Lesson Design: 
In this day and age, not many students venture out to see the 

world for themselves, leading to a lack of experiences and a 
hindrance to their thinking. 
clueless when asked to think of relevant and deeper ideas. In this 
case, not every student had been to a zoo, a farm, an animal shelter 
or even owned a pet. Therefore, it would be difficult for them to 
sympathize with caged animals, let alone generate relevant ideas for their writing task 
which is about animal rescue. With the ample educational tools that teachers have 

experience it? 
 

By combining Thinking Routines and the technology of VR Cave, I hope to 
introduce ways for visible and higher-
learning experiences for my students to build upon for their writing task. 

 

 
 
 
 

Teacher Name Fung Chee Hin Jaison 
Subject English 
Subject Level Secondary 4 
Learning Objectives - Kindling sympathy towards captive animals; 

- Using thinking routines to generate ideas meaningfully 
and express their opinions on animal captivity in detail;

- Using adjectives and adverbs to describe objects, 
situations and feelings, etc. 

Applied e-Learning 
platform and tools 

Platforms: VR Cave, LoiLoNote 
Tools: Thinking Routines 
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Assessment Methods  
In the VR Cave lesson, the students were immersed in three 360° videos 

surrounding the topic of animal captivity. With a first-

they were the captive animals themselves.  
 

In terms of experiential learning, the VR Cave has provided a means for 

the shoes of such animals, we can kindle their sympathy towards animals that are 
suffering from cruelty. This kind of sympathy is important for their final written 
assessment (animal rescue story), as it is a key motive for their characters who are 
supposed to rescue some animals from captivity. By using the two Thinking Routines 
to make their thinking visible and reflect on their experiences, students expressed such 
sympathy during the VR Cave lesson. Case in point, they thought that those captive 

 

Not only that, this can also be found in their written assessment. For example, one 

a conspiracy. But in the end, my rationality was overridden by kindness, and I used the 
same method to help them escape from the room.

developed higher-order thinking. 

TR Worksheet: Consolidating their adjectives and adverbs while visibly expressing their thoughts
 

due to their improvement on the whole. In the lesson, students described what they saw 

guiding 
environment? Or adverbs for how the animals are acting? How are they feeling? Can 
you provide me with synonyms of that word?) In doing so, students were able to extend 
their thinking while reinforcing their learning of adjectives and adverbs. For example, 
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describing the grim reality of these animals. In their grouped presentations and written 
assessment, students were also able to use descriptive adjectives and adverbs when 
talking about the setting, characters, feelings, etc. For instance, a student wrote 

 
 
As seen, the infusion of Thinking Routines and the VR Cave has allowed the 

students to describe something with vivid adjective and adverbs, ultimately enriching 
their writing. 

 
Reflection on Teaching and Learning 

The potential application of the VR Cave is boundless. 1) Different topics could 
be explored, which could serve as a lead-in lesson for vocabulary or speaking practices. 
Also, other than in English lessons, this technology can also be used in other subjects 
like History, Geography and Visual Arts. For instance, social issues (by visiting coffin 
homes or sub-divided flats in Hong Kong, rural villages in Africa, etc.); environmental 
conservation (by going to landfills, melting icecaps, etc.); Hong Kong culture (old vs 
modern Hong Kong, tourist attractions and representative architectures in Hong Kong, 
etc.); or even art (analyzing famous paintings or sculptures with a lifelike proportion, 
etc.) With VR Cave, students would be able to better grasp the reality of things. 2) 
Language-wise, teachers could extend their grammar lessons with this technology. For 
instance, students could use prepositions of place and movement to describe some 
objects in a themed environment; they could use connectives to explain the causal 
relationship between scenarios; students could do role-play in the given space, etc. 
With the accessibility of 360° cameras and the diversity of Thinking Routines, teachers 
could easily create their own 360° videos to fit any theme. Hence, such blended 
pedagogy allows students to put their learning into practice, which consolidates their 
learning in an engaging way. 

 
All in all, it is undeniable that my students have benefitted from the infusion of 

experience to express and reflect upon throughout the learning process. Also, they have 
become more intrigued and engrossed in their learning of English, which is the most 
important outcome. Hence, with the aforementioned potential benefits, we should all 
explore and incorporate more of this blended pedagogy in our classrooms. 
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5.7 Shun Tak Fraternal Association Seaward Woo College -  
Using e-learning tools to cater for learner diversity 

 

 
 

 
1.  

 
 

2.

 

Teacher names: Ms. Li Po Ki Pinky & Ms. Lam Pui Kei 
Subject: English 
Subject level:  Secondary 1 
Learning 
objectives: 

1. To identify and address the different dietary preferences or 
restrictions by understanding and analyzing the profiles and 
prompts from the writing question (Reading) 

2. To identify and apply the language items and their communicative 
functions required in writing a recipe (Understanding text type 
features) 

3. To promote healthier eating options and lifestyle by designing a 
recipe (Writing) (Values education) 

Applied e-
Learning 
platform and 
tools: 

Platforms: Poll everywhere, Wordwall, Canva, Padlet, Quizlet 
Tools: Ipads 
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3.
The learning 

materials which include texts, images, videos and audio clips are suitable for students 
with different learning styles. It allows students to interact with, analyze and create 
multimodal texts in English language classroom.  

 
 

 
   

  
 

 

 

 

 

 

 

Reflection on Teaching and Learning:  
In this module, our focus was on integrating e-learning tools to enhance the learning experiences 
of our students. These tools have not only supported personalized learning but have also met the 
diverse educational needs of our students effectively. By providing instant feedback and 
encouraging active participation, teachers can address individual learning gaps more efficiently. 
Furthermore, the integration of multimedia elements enhanced student engagement and 
motivation. In the module, students displayed their learning outcome by designing recipes, sharing 
their creations on Canva, and showcasing their work as classroom posters which stimulated 
creativity while fostering a sense of ownership in their learning journey. 
Overall, the use of e-learning tools has not only enriched the learning process but has also fostered 
collaboration among our students, leading to a more interactive English language learning 
experience. 
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5.8 Hong Chi Morninghill School, Tuen Mun -  
Ordering Food in Music Café through AI 

Background 
Learning a second language is extremely difficult for the 
students with intellectual disability. Therefore, it is crucial 
that teachers employ interactive methods in the lesson to 

sentence structure in café shops are taught. Here are some 
activities of using e-learning tools during the lessons. 

 
Activity 1: Learning the foods and drinks name through WordWall 
To consolidate the vocabulary learned in the first half of the lesson, the students play 
the WordWall, which is created by the teacher. The teacher can then find out how well 
the students did in the WordWall by the statistics shown in the WordWall teacher 
account. When the teacher notices plenty of students misunderstanding a particular 
word, the teacher would teach the word again immediately. 
 

 
Low ability students are expected to 
choose the correct word when they see 
the picture by using Matching Mode and 
Game show Quiz. 

High ability students are expected to 
spell the words correctly when they see 
the picture by using Match up and 
Crossword mode. 

Subject English 
Senior Secondary Students with mild intellectual disabilities

Objectives
Low ability students in class 
1. Recognize commonly used vocabulary in café shop (i.e. 
cake, milk, cookie, tea) 
2. Sentence Structure:  I would like to have (food / drink).  
High ability students in class:  
1. Recognize commonly used vocabulary and their 
spellings in café shop (i.e. cake, coffee, cookie, tea, milk, 
biscuits) 
2. Sentence Structure:  I would like to have (food) and 
(drink). 

- Platforms: StableDiffusionXL , Suno AI,  Google Form, 
WordWall, Quizizz  
Tools:  Temi Robot 
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Activity 2: Learning sentence structure through Artificial Intelligence (Writing) 
In the beginning of the lesson, the teacher teaches the sentence structure: I would like 
to have (food) and (drink) briefly. Then, the teacher will ask students to create a 

 After that, 
StableDiffusionXL will generate the picture and then the teacher will ask the students 
whether the picture is the same as their thoughts. 

  
Low ability students are asked to name 
one food they want to order and type the 

 

High ability students are asked to name 
food-item(s) and drink(s) they want to 
order and type the sentence to 

to have cake  
 
After the activity, the teacher will ask each student to write down the sentence in 
Google form and the teacher will gather the sentences to create a song by Suno AI. It 
is because our students love to listen and sing the English songs with rhythm. Creating 
the song which they wrote by themselves can enhance their sense of accomplishment 
and they will sing after the class and remember the sentence structure. 

 
 
 
 
Creating a song by Suno AI 

 
Activity 3: Learning a sentence structure through Technology Hardware (Speaking)
In this activity, the teacher asks the students to role play at the Music Café in our 
school. The students pair up. One of the students plays the customer role while another 
plays the café staff role. While students are waiting  to conduct their own role play, 
they use the Temi robot to practice the sentence structure. The Temi robot inserts a 
pre-recording video of a teacher pretending to be a café shop staff member and asks 
the student what they would like to order. The students are required to answer the

the Temi robot records their performance to let the students conduct self and peer 
evaluation afterwards in the lesson. 
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Students conduct the role play in the 

 
A student is practicing by using Temi 
Robot 

 
Reflection on Teaching and Learning  
 

With rapid improvement of the technology, many teachers adopt Artificial Intelligence 
in their teaching. However, some people express the view that Artificial Intelligence 
may cause negative issues, for example, students will create some inappropriate photos 
by Artificial Intelligence during the lesson. Therefore, our teacher  had introduced to 
the students some correct use of Artificial Intelligence and information literacy before 
the activity. Then, the teacher monitored students' work during the activity to ensure 
the students were conducting the activity correctly. Based on the teacher observation, 
the students strictly followed teacher instruction to complete the activity during the 
class. 
 
To conclude, I think teachers cannot avoid students for using Artificial Intelligence. 
As they will be in touch with it when they leave the school. Therefore, teachers should 
teach critical thinking skills and correct values which can help the students to select 
correct information. As a teacher, we should be open-minded to assist and encourage 
students to explore different fields by using Artificial Intelligence themselves.   
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6.  Mathematics Education 

6.1 - AI  
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Powers, F. E., 

& Moore, R. L. , 2021

 
War of Transformation 

 

4  
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7. STEAM  
STEAM & Computational Thinking Education  

7.1  -  
Hydroponic-farming & Internet of Things 

  

 ( )

( )

 (Micro:bit )

Hydroponic-farming (

) micro:bit

ThingSpeak

 

  ( ) 

 

  

  

 1.  

2. Micro:bit DFROBOT  

3. ThingSpeak

 

: 

 Microsoft MakeCode for micro:bit 
 ThingSpeak for IoT Projects 
 Google Site 

 : 

  

  

 Micro:bit  DFROBOT 



106 

 Micro:bit

DFROBOT ThingSpeak

Micro:bit (

) google site ThingSpeak

 
 

 

 (

)  
 

 

 

 

 

 

 

 

 

Micro:bit

DFROBOT

 

ThingSpeak for IoT 

Projects

 

 
  



107 

  

  
   

 

 

Micro:bit

ThingSpeak for IoT Projects

Micro:bit

 

 

 
 

  



108 

7.2 -  

  

 

 

 

 

 

 
 

 

 

 

 

 

  ( ) 

  

 1. 

 

2. ChatGPT

 

3. Stable Diffusion

Prodia Leonardo AI  

 

 

 :   ChatGPT Stable Diffusion Google Slides

                     Prodia Leonardo AI Google Form 

 :   



109 

 

  
 

1 2 

- 

 

- ---

 ( )  

2 3 

- ChatGPT

 

- ChatGPT  (Prompt)  

- ChatGPT

ChatGPT 5  ( )  

3 3 

- Stable Diffusion  (Prompt) 

- Stable Diffusion

Google Slides  

4 2 

- Prodia  (Prompt)  

- Prodia

 

5 6 

- Leonardo AI  (Prompt)  

- 

 

-  (Prompt) 

 (Prompt) 

- Leonardo AI Padlet

 

6 2 

-  

- 

 
 



110 

 

 

 

 

 
Prodia  

 

  

PCK

 

 

Leonardo AI

 ( Prompt)

Dream in AI AI

 
 

STEAM  
 
 
  



111 

7.3 -  

  

 

 

 

 
 

 

 

                                           

 

 

 

  

 

  ( ) 

  

 1. 

     

2. HuskyLens AI  

     

3.  

    

     

 

 :  micro:bit Padlet 

 :  Chromebook HuskyLens micro:bit micro:bit 

            /  



112 

  
 

1 2 

- 

 

-  

2 4 

- 1 micro:bit 4

 

- micro:bit  

- micro:bit [A]:  

-  

3 2 
- 1 Huskylens Huskylens ( )  

- Huskylens micro:bit  

4 3 

- Huskylens ( )  

- micro:bit [B]: 

 

5 2 
- micro:bit [C]:   

-  
6 1 -  
7 1 - : ( )  

 

 

 

 

 
: ( )   :           :  

 

 

  



113 

 

  

micro:bit

Huskeylens AI 

Huskeylens

 (Face Recognition)  (Object Recognition) 

 (Tag Recognition)  (Object Tracking) 

 

(Machine Learning)  (Visual Identity) 

 
 

Padlet Youtube

 
 

 

 

Padlet

 

 

 

  



114 

7.4 -    

 

STEAM   

 

3D

 

 

  

1  

1. 

 

Edpuzzle 
Padlet 
Google 
Classroom 

  

  

  

  

 

 : Google Classroom Google Jamboard Edpuzzle

Padlet Nearpod Tinkercad Arduino SJ makecode

IFTTT ThingSpeak 

 :  iPad micro:bit

 



115 

2. Padlet

 

3. Google Classroom  

4. STEAM

  

5. 

 

2  

1.  

2. Edpuzzle Padlet

 

3. 

 

4.  

5. Nearpod  

Padlet 
Edpuzzle 

3  

1. 

 

2. Tinkercad  

3.  

Tinkercad  

4  

1. Arduino SJ App

 

2.  

3.  

Arduino SJ 



116 

5  

1. Arduino SJ App

 

2.  

Arduino SJ 

 

6-

7

 

1.  Google Jamboard

 

2. Padlet

 

3. Arduino SJ App

 

Google Jamboard
Padlet 
Arduino SJ 

 

8  

1. IFTTT micro:bit MakeCode

 

2.  

3. micro:bit ThingSpeak 

/

IFTTT /

 

micro:bit 

Makecode

IFTTT
ThingSpeak  

 
 
 
 

 
 

                    

 



117 

  

STEAM

Edpuzzle Nearpod Padlet Google Jamboard

Think out of the box

STEAM

 
  



118 

7.5  - AI  

 

 

2024

AI

AI

(2024)

AI

AI

AI

x

( ): AI AI  

 

   

  

  

 AI

 

 

 :Stable Diffusion 



119 

AI

AI AI

AI

AI

 

- AI AI

AI  

STEAM

AI  

AI

Stable Diffusion

CFG Sampling Step Denoising Strength

AI AI  

- AI  

AI

AI

AI

AI  

- AI

AI



120 

AI

 

 x  x AI  

AI BSC Culture

AI

AI  

 

 

AI AI

( ) ( ) AI

AI

AI AI  

AI AI

AI AI

 

                       -
 

 
 
  



121 

7.6 -  

  

 

 

: Arduino

 

 

 

  

  

 STEM  

  

  S  
1.  

2.  

 
 T  

1.  Arduino  

2.  

3.  

  E  
1. 

 
  

M  

1.  

2. 

 

 :  TinkerCAD Arduino IDE 

 : 3D Printer Arduino 

  Huskylens 



122 

12 2  

   

 
TinkerCAD 

 
TinkerCAD Arduino UNO

 

 I/O  Arduino UNO 

 C++ :  

 
: 

 

Huskylens

 

 3D  3D TinkerCAD  

  
3D  

   

Arduino

 

  

 

 

 

Arduino   
 
 
 
  



123 

  

 

 

 

Arduino UNO

91.7%

STEAM

STEAM

 

 

 

  



124 

7.7  

SDG 

  
 STEAM  

  
 STEAM ( TinkerCAD Cospaces 

EDU Microbit with AI Huskylens 3D spatial AI

 

 
Microsoft Teams Tinkercad Cospaces EDU  

Google Form Zoom Teachable Machine 
Meta Oculus Quest 2 VR

Merge Cube Huskylens 
 

 
STEAM

- 

 

 
 
 
 
 
 
 
 
 
 
 
 

 

 - 
 ( )

 - SDG 10  

  



125 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  

 

 

 

 

 

 

 

 

 
 

 

 

 
 
 
 

 



126 

10 - 13 - 

 

 

 

 

 

 

 

 

 

 
 
 

 
 
 

 
 

 
 

  
 

 
  

 



127 

8.   
History and Humanities Education 

8.1 -VR  

  

 

CoSpaces

VR

 

 

 

  ( ) ( )

 

 ICT 

  

  1. ( )  
2.  

 1.  
2.  
3.  
4.  
5.  

 1.  
2.  

 

 Teams, PowerPoint, CoSpaces 

iPads, PowerPoint, CoSpaces, VR  



128 

( ) ( ) ( )

( ) 

 

 

 

CoSpaces

CoSpaces

 

 
 
 
 
 
 
 
 

CoSpaces VR               VR  

 
 

 

  

VR

CoSpaces 360 3D



129 

VR

CoSpaces

CoSpaces

 

 

  

VR

VR VR

VR

 

 

  

VR

VR

 

 

VR VR

VR

 

  



130 

8.2 -  
  CHOW Wing Ka Kalson 

  
  

  

1  

2  
3.

 

4  
5 

 

6  

 
 : Schoolai Canva Deepreel AI video Seesaw 

 :  

 

 

 

 

Bingo 

 

 
 

 



131 

 

   

  

 
 

 

 

Youtube 
 Seesaw 

 

   
 

 



132 

...... ......

......

 

 

    

 

AI 

 AI 

AI 

 

AI 

AI 

 

 

 

AI 

 AI 

 AI 

 

AI 

 

AI 

AI 

 

 

 

 School AI  Magic School 

AI  Raina  Co- pilot 

Studio  Canva 

Padlet Sutori Sways, OneNote  Seesaw Deepreel AI video 

 Invideo AI  Text to video 

  



133 

8.3  -  

AI  

  

AR

 

 

AI  

 

 

AI HitPaw

  

 

 

    

  

  

 

 

 :  HitPaw  mLang  

 :  PC/iPad 



134 

 

 

 

 

 

 

                                                                       

 

mLang mLang 

mLang 

AR

mLang 

2324 mLang 

 

 

 

    

 

AI

 

Kahoot

 

 

 

AI

 

 

 



135 

AR

    

 mLang 

 

 

 

 

 

 

 

 

 

 

 

AR  

AR

mLang 

Google map

 

 

(

)

 

AR

mLang 

 

 

 

 

 

 

    

 

 

mLang 

 

mLang 

 

  
 

 

 



136 

9.    
( ) 

 
  

( )  

( )  

  

 

 

  

  

  

 
   

  

( )  

  

  

    

  

  
 
 

  
Lok Sin Tong Leung Kau Kui Primary 

School (Branch) 

Lee Lam Tai 

Christian Pui Yan Primary School Mr Sio Yu Pui 

Tin Shui Wai Methodist Primary School Mok Lai Ha, Lam Chun Fai, Munaza Bibi 

The Education University of Hong Kong 

Jockey Club Primary School 

Sandy Choy, Gavin Jugg, Yuki Chen, Connie 

Chan, Chorus Cheung 

Raimondi College Leung Yue Tin, Li Chun Hei, Leung Chi 

Pang, Chin Cheuk Yee, Young Stephanie, 

Cheung Hin Ki 

Lok Sin Tong Leung Kau Kui College Fung Chee Hin Jaison 



137 

Shun Tak Fraternal Association Seaward 

Woo College 

Ms. Li Po Ki Pinky & Ms. Lam Pui Kei

Hong Chi Morninghill School, Tuen Mun Mui Ho Sing 

 

   

 

  

  

 

  

  

  
 

  STEAM   

  

 

 

  

  

  

 

  

  
 

 

  

  

 

 

 

 




