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Government aided whole-day primary school
Located on the EHUHK Campus

Currently 27 classes

736 students, 63 teachers, 24 supporting staff

Aim to establish a nursery development centre and an
elementary school to demonstrate that shared learning
and teaching is very important in the enhancement of

the quality of education in Hong Kong.




Our. Cone Values .

We refer to the Core Values
established by the group of scholars
during school planning, and take a

to develop
school policies and practices.
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1. Harness the potential of new technology to expand innovative educational practices and enhance students’ learning

experience.
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1. ZERMAE - EEBZEE - =) - ENEIF -
Hanness the otential of new technology to expand innovative education SHOWCASE
bices, enk ntenaction and. students’ leanni rerce. SCHOOLS

2. BREmHAE BEBERT®mE -
Deuvelope life education and cultivate students’ good monals.
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The Roadmaye of Innovative development O

e-Learning STEM+ Al Computational

Thinking
2020 2021
2015 Join EAUHK
2018 In response to “STEM+C” Adopt
To be Micro:bit covib-19, Programme, CoolThink
2017 Champion school implement online explore and @JC Al
IT courses join P real-time STEM P
Micro:bit teaching develop school- course
2016 : Selected as the "Best ) based STEM
Coolthink@JC STEM Technology Programme Develop
Pilot school Application" I.T. schoa
Special Award
2012 SUEAE Selected as based Al
education as Coolthink@JC curriculu
lass a matter of Incorporate STEM Resource School m
uting concern. ° into Interd|SC|pI|nary

activities



Innovative mileage for the school
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2012-2013 MinOSOﬁ: Innovative Pathfinder SChOOl Microsoft Innovative Schools‘ '&' -
(one of 99 schools worldwide) e
2013-2014 Microsoft Innovative Mentor School

(one of 88 schools worldwide) @ Mentor
School

2014-2015

2015-2016

2016-2017 ”
2017-2018 SCHOOLS
2018-2019 We dre a 2021-2022

2019-2020 Showcase SChOO|
2020-2021

2021-2022
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® 2016- Now The Coolthink@JC* co-organized by the EAUHK,
MIT, the CityU and the Hong Kong Jockey Club,
is one of the first 12 pilot schools in Hong Kong.

® 2018-2019 Micro:bit Champion School
® 2018-Now Edmodo Ambassador School
® 2020-Now Become one of the 5 resource schools in the

Coolthink@JC to help other schools develop
computing thinking

e 2020-2021 5G Campus 2020-2021 Program Pilot School
ISTE
FUBLE N *CoolThink@JC awarded Seal of Alignhment Standard

by International Society for Technology Education (ISTE) Sandars

Aug. 202123
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60s-180s Flip Classroom Edpuzzle

2 Smins FRCAHOE A PowerPoint
FRAEHEE aR1R)

3 5mins HENE HBR M PowerPoint / OneNote

4 5mins XS A Teams -~ Padlet - Pear Deck -
Nearpod + StormBoard

5 5mins EHLHE WA NE

6 bmins He B FE : Post Test ~ 1 Forms ~ Kahoot! ~ Quizlet -
E Wordwall ~ Flipgrid
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A& TaE (ADDIE model of Instructional Design)



Microsoft K-12
Education Transformation Framework

Quick Start Guide

The Microsoft Education
Transformation Framework is a
guide for education leaders to
navigate the complexity of
transformation impacting
every aspect of their mission.

It facilitates the process of
envisioning what's possible and
developing a strategy to
achieve it.

Phase 3 Wi EHR I KT FE

Leadership
& Policy

Strategic
Planning & Continuous
Change Improvement

Q Management & Culture
garf| |

Intelligent
Environments

Future-Ready
Skills

a Microsoft

Teaching
& Learning
Student- Learning

Centered Spaces
Learning

Curriculum & Devices for
Assessment Learning

< Student & School
: Success

Equity,
Inclusion, &
Accessibility

Social-

Emotional
Learning




Program

e-Learning

Minecraft Education by Mr

ion Edition - (1/5)

Edition - (25

Minecraft Education Edition - Research (3/5)
Minecraft Education Edition - Quiz (4/5)

ion Edition - ion Ideq

™ Alittle love by Fiona Fung
¢

Teaching
& Learning

Student-
Centered Learning Spaces
Learning

Curriculum & Devices for
Assessment Learning
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An Investigation on the Effect of Digital Game-based Learning on Chinese
Writing Ability and the Motivation of Primary School Students
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wheheuk @jcps.edu bk
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Abstrace: the compiex The

of teaching writing emphasize on guided writing kills. Therdfore, students foe! dffcult 1o do the Chinase writing in a

GCCCE2021 fid

negative way. Acconding to Hayes and JR. (1996),

improves students' learning intentions and learning effectiveness
(Hamalainen, 2008)

develop skills for students to face challenges, develop curiosity, control,
compete, cooperate and gain identity (Prensky.M, 2008),
improve problem solving skills (Papastergiou, 2009; Xiao Xiansheng, Li
Zhenying and Hong Yudi, 2009).
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GCCCE2021 Forum “An Investigation on the Effect of Digital Game-based Learning

on Chinese Writing Ability and the Motivation of Primary School Students”




e-Learning
Minecraft: Education Edition

11:39 AM
4/20/2018




ol Results

Strengthens students:
appeal and attention
decision-making ability
ability to memorize and focus in writing

Reduce students’ memory barriers
Boost confidence in writing [ S lola 10
Help up to 80% of students to comprehend content

Overcome writing anxiety

“We do not have to imagine the scenes, instead, we could really “go to” the Hong Kong Wetland Park!”

“l love to learn in this way, as it made writing simpler and funnier!”

“l could gather a lot of information in this virtual world!”

tudents get hands-on experience
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e-Learning
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* Computational thinking is the
ability to sglye pro.blems, innovate, [ ﬁ%ug&
and be a critical thinker.
* Concepts of computer science o
involvgs understandihg of human @c@ BEmy
behavior, system design, and 2l
problem-solving.
Program [OO/Thlnk @.C
(Kong, 2016) EECEHBEAE
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Computational
Thinking

(Teacher) Kwon:

Level 1 Units 8.7-8.8
Computational Arts with Scratch

Chung Jayden

e
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Lessons 1-2
A Snowflake Pattern
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S7TEM
eacémy« STEM with Design Thinking "
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PROTOTYPE




SEHNEABHTE)\S

The Education University of Hong Kong
Jockey Club Primary School

S7TEM from 2017 -2018

SEYEABRBEES/\B c 1:1 micro;bit project at P.4 — P.6 STEM+ Al
: iversi (o) The micro:bit is an educational and creati
e i e ding jp STEN :oimhcimms

people. It can be used across the curriculum,
not just in STEM subjects. It can help give
young people the knowledge and skills to
move from being consumers of digital
information, to being designers and creators
of new tools to enhance learning, to solve
problems or just to have fun, enabling them
to make the most of 21st Century life and
economy.

FEPEARHRT 2

The Education University of Hong Kong
Jockey Club Primary School

Coding-in-STEM light sensor box

Optimizing each child's #dtential
through the shared joy of learning and teaching

Optimizing each child s%lenha/
through the shared joy of leaming and teaching
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Continuous Improvement & Culture
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Continuous Improvement & Culture







“Staketolders should work
togetter to chart the future
!‘. 5. Of!i o ll.
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