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1. Attainment of objectives

| Objective 1:

To develop a school-based GS experiential learning curriculum in the areas of
“Personal Growth”, “Interpersonal Relationship” , “Today’s Hong Kong"” and
“National Education”

Objective 2: To develop student’s knowledge, attitude, skills and habits to manage life in
secondary and college education that will lead to their personal goals in the
today’s Hong Kong context T

Activities: A two-day experiential learning program, aligned with GS curriculum. was

developed under this objective. The program allows students to go through their
life activities of coming 10 years. The outline of the program is as follows:
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1. FehiRE 4. KW/BEEE
3.1 hBRE 4 4.1 REERIEHIER 28
1.2 p—BIToRSWERER 5 4.2 BEEFRIEHIEE 29
1.3 ApEaELR & 4.3 BEAN EEERF 3G
) 4.4 Marketing (CO1)/ 31
2 HIRERE SIS (001) . BEHTIT
2.1 fBEhEE 8 4.5 Medical {C02) 73838 (D02) - 32
B H Be:
2.2 @3 (a0n): MEBOS ¢ Gl fact Sout
‘ 10 4. & Engineering (C03) / 33
2.8 WIS TH(003) : AREHIEAKIR
At the Restaurant
. . 4.7 Psychology (C04) / 34
2.4 $0H{A03): EJRREIERET 13 D IE(004) TR
2.5 FHR(R04) . ENEIESTR? 15 4.8 Management (CGS) / 35
2.6 EMIE (A0S - BEEL 16 RS (D0S) « L EETE
4.9 Finance(C0&)/ 36
3. FER AR WEHEEE (006): REEER
3.1 BB 18 4. 10 Hotel Management (CO7)/ 37
) TA5(007) . HERBARY
3.2 ¢ (801} —SHENEEE 19 BER
3.3 EW(BO2): 20
Introduce Others 5. ﬁl‘l@
3. 4 ¥ (BO3): {EMEHW 2 5 1 BARE %
3.5 i (804) . MERIER 22
3. 6 T (BOS) . B 23 6. BMER
3.7 L5 (BOG) : RITRYERT? 24
3.8 HOTE(808) : FiLE 25 GIRBRRER .
3.9 Esp(B09) : RIEEBITHEK 26 6.2 BB/ BEEE 43

Besides the listed activities, other activities included are career planning, drug
taking, environmental protection, and job application.

Degree of | 100%
Attainment:
Evidence: All program activities designed were referenced to the GS curriculum and latest

facts in Hong Kong. GS Teachers provided valuable feedbacks during the design
stage to ensure that the activities are well in-line with the syllabus. Below are
student’s feedbacks:

® I {EEELFRANE A R R EEATERE E I

® E{EIEENEFMIE K Al LIHEEF FHIEE -

® IREEACMEE - R - (LERVEIRFIRITY -

o HESEFREERE - FEFFI -

®  CRESTRTEE MR RS E BRI ARG -
Reasons for not | NIL
attaining
objective:

This form/guidelines can be downloaded from the QEF webpage at hiip.//vww.info gov hk et/
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Objective 3: To facilitate student’s personal growth through awareness of life/career purpose
and planning

Activities: Students were engaged in life activities from secondary one till job application
after graduation from universities or colleges. These activities engaged students to
make all kind of decisions regarding their own development.

Degree of | 100%

Attainment:

Evidence: Feedbacks from students are:

P RERRA H CHYEES( O o R EAE 1) FIshEb G TR ALY -

AT LARE P A MR TR AT -

EEEEEEBRMRRESESEE -

EENRBFE TIEE RS - DA TSI FHERTh -

ERA IR A D I IS BB B

Feedback from teachers are:

PETIEA B OIAR R BEEEERET  SBEIE £ £ M AfE TS B2
HRARBARREITER  ARER S

In a survey of students who went through program on the question “JE &Y A%
HIAIACEAE Y, students’ responses were show below.

HEETRE R 4.58 |\ 4.20
T ESRR N 3.98 LeE e B 4.20

With the scale of 1 to 5 (1: Most disagree and 5: Most agree), we see that students
from 4 schools responded between with score of agree (3.98) and most agree
(4.58).

Reasons for not | NIL

attaining

objective:

Objective 4: To develop student’s awareness and skills in interpersonal relationship

Activities: As students have to make a number of decisions like application of secondary
schools, choosing of secondary school subjects, job interviews etc, they tend to
discuss with other students before they know what to do. This creates many
opportunities for interpersonal relationship.

Degree of | 100%

Attainment:

Evidence: Feedbacks from students are:

® FREEWFEHIIRAVAENS - BB RMAIEEIL B -
® FEEEFEGERERERS -

This fornv/guidelines can be downloaded from the QEF webpage at hitp.//www.info.gov hk gef/
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o HEGEHEERNM -
o FHHHC{LEFEFHEEEL -
o  HEGNFHIATIAREE -
o HLEATEAREERIA  BitEFHER -
o TFLUBFTEBITERE B

Reasons for not | NIL

attaining

objective:

Objective 5: To develop student’s civic responsibility by participating in a broad range of social
activities

Activities: Students participated in activities like “10-minute Light Off”, Anti-Drug seminar,
and job interview skills

Degree of | 100%

Attainment:

Evidence: Feedbacks from students are:
o HEGTHMER BEEEL-
o FREEANEHCEEMTELIE -
o E{EIEENERMIERMKE -
o HAEfARIEE - ERMBEIEHRERECIRE -
o EF|REERFEIEHIME ¢
o EIEI|EHIRALFAIFESE B IE -

Reasons for not | NIL

attaining

objective:

Objective 6: To develop teacher’s skills to facilitate student’s personal growth in terms of GS
abilities

Activities: Throughout the project, teachers have been playing a key and active role to
facilitate student’s growth. The related facilitating activities teachers engaged
were:

® Provide actual status and needs of students of their school during program
development stage

® Provide feedback to the program to ensure that the contents are in-line with
the curriculum.

@ Planned and supervised different roles during the games. The roles include:
counselor to students, advisors to students, student observer, curriculum
evaluator, and player in the game.

® FEvaluate students’ feedbacks

® Developed and planned follow-up lessons for students

Degree of | 100%

This form/guidelines can be downloaded from the QEF webpage at hitp:/www.info.gov. hk/gel?
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Attainment:

Evidence:

From teachers’ feedback, we know the project has created great impact on
students. Even few months after the game, students were still talking about them.

Below are teacher’s feedback:

® RSSEECEHTESERAAETE  F208E RS - KERK
TAFRIREEL - IR ARRH SR E B2 - mBRERT—%) -
HIRZEEFRERT A SN -

¢ EEhMRERCREENRETERRBESEANERZER g F24E
P ERERIIRA > RIMAE R E ERERMTEH - 1EHHEE -

® BUREENS U —K/NATHEA RS RE S LEr BR824

F—RHERMRE  TAREHEE - R+570E BB TIENEE

E’Jﬁ‘EJ  BABRET - *ﬁ{l{ﬁﬁﬂ%ﬁ‘iiﬁ £ TSRS
—(EREFHIRRERER © RrBIfE R 2 - BRAERE R |

Teachers were able to identify several items in the game where they could be
brought up during the coming GS lessons. For example, environmental protection
activity “10-minute Light Off”, drug test in secondary school, and education
system in HK etc.

Teachers also mentioned that they would also adopt small scale life game
approach in their LS lessons to make the lessons alive.

Reasons for not
attaining
objective:

NIL

2. Project impact on:

(a) Learning effectiveness

By experiencing beforehand what students will encounter in their future life allow students to actual

know what they will react or perform during the situations. This experiential knowledge of students

provides good first-hand knowledge to the teaching and learning of GS curriculum. In short, the

proposed model of teaching and learning in this project is verified to be an effective model.

This form/guidelines can be downloaded from the QEF webpage at htip:/www.info gov hivgel/
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{ GS Curriculum

-

{ Lesson in class

Current practice

{ GS Curriculum E-———*[Experientiaf Learning

( Lessonin class ]..___

Student’s reflection

"

3

-

Analysis of refiection

-

A

Proposed practice

All participating teachers agreed to this model as a good model for GS curriculum. Teachers were

able to identifiy various experiences of students to be discussed in coming GS lessons.

(b) Professional development

Teacher’s professional development comes in few ways:

® This is an innovative model and curriculum design to conduct GS lessons

® The experiences students gain created a deep impact upon students prior to the lessons

® Teachers acquire skills of designing, conducting ad facilitating experiential learning for GS

subjects

®  Teachers acquire skills to integrate students’ experience into GS lessons

(c) School development

School development has taken place in the following dimensions:

e Improved the GS learning culture of the schools

e Enhanced the teacher’s professional development

e Raise student’s attitude and ability towards GS

3. Cost-effectiveness

Fee etc)

Budget Items Change
Baved onSiliadils Hat Appm"g‘) Budge A““a'(g)"pe"se [(b)-(a)]/(a)

Agreement) +/- Y
Staff Cost (Project Assistant) $72,000 $71,421 -0.8%
Services (Consultation, curriculum
i i $194,000 $194,000 0
General Expenses  (Student’s
handbook, printing, reports, Audit $55,000 $55,000 0

This form/guidelines can be downloaded from the QEF webpage at hitp./www.info. gov.hk gef/
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Unit cost for the direct beneficiaries: $1033.6 per student

4. Deliverables and modes of dissemination; responses to dissemination

Program project handbooks

The handbook has collection of student’s activities with description and reflection. This
handbook if distributed to students by their form teachers. Form teachers reviewed the activities
in the games to involve their deeper reflection and facilitated students to make practical
applications to their current life.

Student handbooks for the program

In this handbook, under the facilitation of teachers, students can practice the lessons to collect
data and verified the results. There is also section where students could write down their feeling,
and reflection as part of the learning portfolio.

The handbooks were submitted to teachers to analyze student’s behavior and reflection. When
the 4 schools redistributed the handbooks to the students, teachers facilitated students to review

the learning process and problems faced, and how to deal with similar problems in the future,

Student’s reflection for the program

The student’s reflection sheets were collected and analyzed. Teachers have an overall view of
student’s general and specific patterns on student’s life knowledge, skills and attitudes. This
analysis forms the basis of future activities designed by schools. Students also understand the
meaning of games that could facilitate their learning and growth.

This form/guidelines can be downloaded [from the QEF webpage at hitp://wwhs.info. ooy hkigef/
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5. Activities list

Activity Date students | teachers | No. of Activity
Working committee 11/2012 / 7 5
meeting 28/2/2013 / 10
REBAFEFFE/E 0 11/2012 / 5
NEETE R AR 11/2012 / 4
School visit 4
Gt REmERE 1 22/1/2013 / 4
ga=Ear V& 1 17/1/2013 / 4
Total of 8 days for 4 schools: / /
REBATHE/NE © 28-29/6/2012 123 6
Game for students TR 26-27/6/2012 86 5 4
B RS 1 20-21/6/2013 50 4
sgzEat /B2 1 24-25/6/2013 51 4
Project evaluation
6/2013-9/2013 5
meeting
ESE R 15

From teacher’s observations of the game activities, students went through experiential activities of secondary
schools, DSE, university life, job interviews etc. Students faced many difficulties. Through solving these
difficulties themselves, they seek help and understand the importance of life planning and management.

Some students were not serious about the game initiatively, but when they soon realized that selection of

This form/guidelines can be downloaded from the QEF webpage at hiip.//‘www.info. gov hkgef/
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schools and their learning are very important to their future career. Especially when their school results were
not good. This is a deep experience to the students. Students were deeper involved in the game. This could be
seen in their selection of subjects to study and their selection of favorite jobs. They were able to choose
subjects and jobs according to their interest. Students also interviewed multiple jobs to ensure that they get a
job of their interests.

Teachers have gained practical knowledge and skills of experiential learning. Teachers learned the responses
from students and know the individual student’s difference. This helps teachers to apply different techniques
to different students.

The game was conducted at the end of school year. This helped senior primary students to better prepare their
coming stage of life, that is to move to the next stage of study.

6. Difficulties encountered and solutions adopted

Difficulty: Some students lost control as they encounter difficulty during the game.
Some students got too involved in the activities, especially when they could not get into their

preferred schools or jobs, they got emotional like crying or disappointing.

Solution: ~ Have school teachers to counsel them at the spot.
Teachers have to deal with the situation immediately. But analyzing the situations with
students, explaining the meaning of the game, and encourage students to face the problems

with courage.
Teachers of the 4 participating schools met together to evaluate the project. Teachers agreed to re-emphasized

the meaning of the game to all students and direct them to come back to the real world where they are given

second chance to strive their best.

This fornvguidelines can be downloaded from the QEF webpage at hitp.:/‘wvww.info.gov hik/gef/







