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1. Opening Remarks
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Up-to-date Teaching and Learning Resources

For Diversity in Learning

YOUTH
COLLEGE

e s il




Happy Teaching and Learning
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2. Project Collaboration
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2. Project Collaboration

Project milestones

No. Functions and processes Period

1. Preparation work Jul — Dec 2019

2. Mobile game development Sep 2019 — Apr 2020
3. Tutorial development Sep 2019 — Apr 2020
4. Assessments for each topic Sep 2019 — Apr 2020
5. Consolidate as a whole learning package May 2020

6. Testing and preparation of trial run, game competition and survey Apr —Aug 2020

7. Implementation of trial run, game competition and survey Sep 2020 — Mar 2021

Evaluation and recommendation report

Apr—Aug 2021




2. Project Collaboration

Attainment of Project objectives

Uplift motivation
Increase learning X
confidence

: Improvement of
Increase the time of o
. academic performance
self-regulated learning




3. Gamification approach in Learning Mathematics




Background research

Picture source: samsung.com

~3 hours mobile usage
per day (HK)

We are social & Hootsuite, 2020

43% on game

26% on social media network

Time spent on mobile

entertainment
Go-Globe, 2015

mitigate the damage?

(1] Tube

Picture source: microsoft.com Picture source: instagram.com Picture source: youtube.com

Students spent too much time on Games, social media
network and online video

HKU (2017), GO-Globe, (2014)

218
204
- Tremendous

No. of apps download (in billions) g rOWth N
=019 ®2020 mobile apps
Statista, 2021

Can we shift some of the mobile usage from entertainment to learning in order to




Literature Review

Gamification is an effective learning approach for Classroom atmosphere and learning motivation,
increasing learning confidence and performance

* Enables a pleasant and relax'n% classroom atmosphere (Jong, Lee & Shang, 2013) which fosters
an interactive, interesting and li

vely learning process to our students (Huang, Huang & Wu, 2014)

 Significantly uplift students’ willingness, interest (Huang, Huang & Wu, 2014) and enthusiasm to
peruse new knowledge (Wang & Towey, 2013). It also maintains the learning curiosity of students
and keep them to learn continuously (Jong, Lee & Shang, 2013)

. ngcleg’gively engage our students and facilitate a positive learning attitude (Kiili, Devlin, & Multisilta,

* Learning anxiety could be mitigated result in uplifting in both learning motivation and
performance (Huang, Huang & Wu, 2014)

* The use of gamification tools could increase learners’ confidence (Faghihi et al, 2014; Cheung,
n.d.; Huang, Huang & Wu, 2014)

Foster students to learn (Hew & Cheung, 2010)




What is SMILE?

Mmic

MiE | ©

s A

O\

00

BEEHREAR)

LV82 » = »

000

EHROREAD

Studying Maths is Interesting, Leisured and Enjoyable

LVE] » = »

00

BEENRED




Design of the gamified learning
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Design of the gamified learning

In each unit, learning video, practice in game mode and assessment are provided

Learning video Practice in Game Mode Assessment




List of deliverables completed

 Completion of the digital game with 90 levels
with
v’ Learning videos
v’ Practice in game
v Assessment in multiple choice format

 Completion of student questionnaire survey

 Completion of trial run with Control and
Experimental group setup
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Online Maths Competition — S1 of Pui Tak Canossian College

Section  Activity

Mathematics Competition

1 Online quiz
2 Solving puzzle in SMILE
Final result

(Mathematics Competition for FUN)

Total score
Info Class Award
] (out of 2000)
Prize

Champion 1A 1144 Super Team
Date: 26 March (Fri)
== 1st runner up 1B 960 Great Team
Participants: Secondary 1 students
Mode: e line 2nd runner up 1C 762 Good Team
3rd runner up 1D 726 Good Team

KM’i@ The best paricipation class is 1B. _
BIELUE - BBIERIE (apps) AEFVIBE T BB BIBRVAE
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What has been achieved

Research study: Setup Control and Experimental group

Control Group Experimental Group
(N=58) (N=88)

A Pre-Test of the topic is prepared to evaluate current knowledge
of the module and a Survey is conducted to gather self-perception
on learning motivation, confidence and self-learning time

1. At the beginning of teaching unit

2. Learning and teaching process

Learning and teaching approach as
Learning and teaching usual, plus the supplementary use
approach as usual of educational application on the

topic basic algebra

3. At the end of the teaching unit

Conduct the Post-Test of the topic and the same
survey again




What has been achieved

Research study: Setup Control and Experimental group

Group Type of test Mean testscore N SD ES Sig (2-

(0-100) tailed)
Pre-Test 30.4
Control 58 26.26 0.75 <.001
Post-Test 50.1 Pre and Post Test Result of m Pre-Test
Control and Experimental Group )
. Pre-Test 27.8 Marks (Full mark @100) —
Experimental 88 24.58 1.01 <.001 an
Post-Test 52.6 80.0 +64.8%, ES=0.75 +89.2%, ES=1.01
R 50.1 52.6
60.0 p- y
S 30.4 27.8
40.0
30.0
20.0
10.0

0.0

Control group Experimental group
N=58 N=88




What has been achieved

Research study: Setup Control and Experimental group
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1.5 1.3

1.4
13
1.2
11
1.0
0.9
0.8
0.7
0.6
0.5

M at Pre-Test
Control group Experimental group

Post-T
N=58 N=88 at Post-Test




What has been achieved

Research study: Setup Control and Experimental group

Student perception toward e-learning

ES =0.19, P>0.05 ES = 0.25, P<0.05

4.00

3.50
2.69 2.81

3.00

2.50

2.00

1.50

1.00

Control Group Experimental Group

M at Pre-Test M at Post-Test




What has been achieved

Qualitative feedback from teachers and students

* Usage and benefit of the educational application
o Satisfied and impressed by the new learning approach
o Could help low ability students to learn with doing worksheets and supplementary
gamified practice
* Drawback of the educational application
o some students expressed answers in some levels were too difficult
o some other students reported that it highly increased workload

* Encouraging words from students and teachers
» students’ active participation, attempt and satisfaction on using the application.

» Some students also expressed the application was interesting with comprehensive
content.




What has been achieved

Qualitative feedback from teachers and students

* Way forward to the project development

|.  Customized instruction provided to students according to their difficulties
encountered in learning,

Il. More varieties of gaming activities could be offered, examples were Prime
smash, Four littles trees and etc.

Ill. More features could be added to the game, including time bonus, prize and
character inside the game, ranking functions, which could significance raised
the excitement and attractiveness of the game.




4. Implementation of the Game Application

https://www.qef20170862.com/



https://www.qef20170862.com/

5) Closing Remarks

Student Satisfaction on Gamification Approach
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5) Closing Remarks

Special Thanks to:

e Quality Education Fund (B’ BZi 5 E:%
* Pui Tak Canossian College 523 bz (@ =[5
e Lee Kau Yan Memorial School Z=3f B4 44

* Ko Lui Secondary School =& 2
* VTC Youth College (Kowloon Bay) &
* VTC Youth College (Kwai Chung) &4
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For more project collaboration,
please feel free to contact us

[m] ¥re][m]

[=]




Thank you..!
[m]%re][u]

[=]




