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Part A

Project Title: EXPERIENTIAL LEARNING CURRICULUM IN NSS LIBERAL STUDIES: LIFE AND
CASHFLOW GAMES
FETESBE2LBREEREEN RIE & R E K

Name of Organization/School : _San Wui Commercial Society Secondary School

Project Period: From 07/2011 (month/year) t0 06/2012 (month/year)

Part B

1. Attainment of objectives

iobjggtiiie‘lz‘ . To develop a school~based LS expenentlal learmng curriculum in the areas of
. “Personal Growth” and “Today s Hong Kong”

Activities: Two experiential learning programs were developed under this objective.
a. Alarge-scale two-day Life Game

This program was developed and conducted as a school-based program
for senior secondary students of the participating schools. This
program simulate Hong Kong environment. Students were citizens of
this city with 3 types of background (Lower class, middle class and
upper class), went through different phases of life. They started at the
age of 15 till 80+. During their life span, they went through education,
finding job, working life, do business, marriage life, raising children,
illness and accident, participate in election of chief executive, enjoy
entertainment, and finally death.

b. Cash flow program

This program modified from

- Game. Students were assigned different
Vocatlons and have different financial status and cash flow. During the
game, students have to face different situations life investment, give
birth to baby, unemployment, receive salary etc. Each situation
required students to make a financial decision. With each decision or
action participant takes, participant must update their financial balance sheets
so as to evaluate the progress towards their long-term financial goals.
Participant’s concepts of financial planning are applied in action. They would
be able to the consequences of their actions.

The program manual and student handbook were ready.
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Degree of | 100%
Attainment:
Evidence: All program activities designed were referenced to the LS curriculum and

latest facts in Hong Kong. LS Teachers provided valuable feedbacks
during the design stage to ensure that the activities are well in-line with the
syllabus. Examples of these activities are:

Life Game Election: Chief Executive

The process delicates the current Chief Executive election process.
Three qualified candidates with master degree and above apply to
complete for the post. They could select a total of 3 fellow students as
their think tank. Candidates were given 4 questions and some time to
prepare. The 4 questions were:

- How to solve the long-term housing problem?

- How to solve the issue of many high-level officers in government
have unauthorized building work (F&#E47)?

- How to resolve the “EEJE[RE?
- How to resolve the economic and employment issues?

The election process includes an open TV debate, and public Q&A,
and finally voting by representatives of students.

Cash Flow Game

Students have to draw cards and deal with the situation describe on the
cards. These cards were modified according to the situation of Hong
Kong. These cards are of 5 different situations, namely small business
opportunities, big business opportunities, market turbulences,
unexpected expenses, investment KASH (Knowledge, Attitude, Skill,
Habit), Examples of the cards are:
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For each transaction students made, ,they have to record it in their
personal income/expenses statement and their asset/liabilities book.

At the end of the game, students went through several financial
analyses to see how well they performed, and reflect upon how they
could do it better in the future and in the real life.

Reasons for not
attaining
objective:

NIL

Objective 2:

Objective 3:

Objective 4:

QObj ective 5:

To develop student’s awareness of real facts of hfe in today s Hong Kong

_ To fac1htate student S personal growth through awareness of 11fe/career purpose

and planmng

| To develop student’s awareness and skills in interpersonal relationship

To develop 5éﬁudént’s awareness and res’pect for rules of a society

This form/guidelines can be downloaded from the QEF webpage at http.//www.info.gov.hk/qef/
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Activities: Students were engaged in the above 2 experiential learning games. The
situations created by the games have helped students to be fully immersed
as if they are part of the situation. This is greatly due to the power of the
situation.

Degree of | 100%

Attainment:

Evidence: Some of the evidences were the same as the evidences shown in objective

1. Other evidences we collected include quantitative survey, qualitative
feedback from students and interaction with students.

In a survey of 128 students who went through life game on the question
RTINS BRI R E RS, students’ responses were show below.

FEEFEELT
BIR 1,1%

More than 90% of the students found the life game program has been

helpful to their personal growth. This is supported by the qualitative

feedbacks from students. Some of the feedbacks are shown below:

FEZREARE - REHLEIFIE

JRAR &R R 5 B S E FE T B £ B EAIRGRE

ITIEEAME - AL » S E IR

Zat I T - (HE T AEEIE TIRIF R RERE B R M

NEMENRESE - BEFHE]

GEAETR W E A —RE ¥ R R B

WIS HNERNEZERKRE N - AR AAMM—E 5w

FTLABERS R 258 - SHABUEERDE - ERWHEEABRE

8. BEAFHIANELERREIHE T ALEH - R E R M TS AL
RE > EAEIRAGE §1MgRTIE  REAFLCIESHELERE
ERGgESE L gESI—EBUaHEE; - EEMEREEMEERTR
TSR - I DITRSMUERE - (ERRE— R R B

N R e

This form/guidelines can be downloaded from the QEF webpage at hitp.//www.info.gov.hk/qef/




/ﬁ»‘&ﬁéﬁzﬁg

‘9;_,‘ Quality Education Fund

i
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Please visit the recorded students’ touching reflection videos at
http://www.swcs.edu.hk/lifegame/activity.htm to know impact of the
program to students.

Reasons for not
attaining
objective:

NIL

()bjéctive 6: | To develop s:tudent’,vszc;onéepts and skillSihmoney maﬁagéﬁient . =

Activities: Students were engaged in the above 2 experiential learning games. The
situations created by the games have helped students to be fully immersed
as if they are part of the situation. This is greatly due to the power of the
situation.

Degree of | 100%

Attainment:

Evidence: Some of the evidences were the same as the evidences shown in objective

1. Other evidences we collected include feedback from student handbook
and interaction with students. Some of the feedbacks from students were:
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12. KECEHSE FHIEMEEEN L

Reasons for not | NIL

attaining

objective:

(:Objecﬁve 7: | To develop teacher’s skills to facilitate student’s personal growth ,_J
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.

® Evaluate students’ feedbacks

® Developed and planned follow-up lessons for students

Degree of | 100%

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. Teachers were able to identify several items in the game where they
could be brought up during the coming LS lessons. For example, the
election of HK Chief Executive, the difference between rich and poor
people in Hong Kong, Inflation of 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 | NIL

attaining

objective:

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 LS curriculum. In short, the

This form/guidelines can be downloaded from the QEF webpage at http://www.info.gov.hk/qef/
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proposed model of teaching and learning in this project is verified to be an effective model.

LS Curriculum LS Curriculum | — | Experiential Learning

4

4 b

Lesson in class Lessonin class | e Student's reflection

Current practice

k

__—! Analysis of reflection

Proposed practice

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

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

(b) Professional development
Teacher’s professional development comes in few ways:
® This is an innovative model and curriculum design to conduct LS 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 LS
subjects

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

(c) School development
School development has taken place in the following dimensions:
e Improved the LS learning culture of the schools
e  Enhanced the teacher’s professional development
e Raise student’s attitude and ability towards LS

3. Deliverables and modes of dissemination; responses to dissemination
e Life game and cash flow game project handbooks
e  Student handbooks for both programs
e  Student’s reflection for both programs

This form/guidelines can be downloaded from the QEF webpage at http.//www.info.gov.hk/qgef/
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4. Activities list

6. Difficulties encountered and solutions adopted

Use of school hall for life game and cash-flow game required schools to book it well in advance.

This form/guidelines can be downloaded from the QEF webpage at http://www.info.gov.hk/gef/

Activity Date No. of
Activity
School visit and curriculum June 2011 4
planning
Working committee meeting June 2011 1
Life Game for students 1 20-21/72011 8
26-27/12/2011
7/2/2012
[ 7 20-21/4/2012
Cashflow game for students : 2/3/2012, 10/3/2012, 14
24/3/2012, 20/4/2012
22/3/2012, 13/4/2012,
14/4/2012, 10/5/2012
2/9/2011,
17/9/2011, 19/9/2011
-2 9/3/2012,
17/3/2012, 19/3/2012
Project evaluation meeting 20/6/2012 1
THENAEREL 28
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signed the Quality Education Fund Agreement for allocation of grant on behalf of the organization.
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