Hong Kong FLL Robotics Tournament
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“It was such a wonderful experience to participate in the tournaments in Hong Kong and Japan. Not only
did our team build up a good rapport, but we really became good friends! This was an unforgettable
experience that | will never forget!”

Sham Man-to, Carmel Secondary School
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Semia Limited
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Department of Computing, The Hong Kong Polytechnic University
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The Hong Kong Science and Technology Parks Corporation
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Enhancing robotic
and computer programming skills

In 2005, the HKFYG introduced the First Lego League
(FLL), a well-known international programme from the
United States. Working in collaboration with the Hong Kong
Polytechnic University and Semia Limited, the purpose of
the tournament is to improve the creativity abilities of
young people by enhancing their robotic and computer
programming skills through play and problem solving.

By focussing on how science can be fun, each year a
tournament is held with a different theme. Teams are then
required to design, build, test and programme autonomous
and driver-operated robots that can perform a series of tasks.
They must also conduct research and present their findings
and suggestions to a panel of judges.

So far, more than 1,500 students from 125 schools and youth
centres have participated. Winners of local tournament have
had the opportunity to join the World Finals in the USA or join
in other overseas competitions.

In 2010, the Champion Team of the Junior Secondary Division
was sponsored to join the World Festival in America, while
another winning team from the Senior Primary Division joined
the Asian Championship held in Taiwan.
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Hong Kong Odyssey of the Mind Programme
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The Hong Kong Institute of Education
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Enhancing problem solving skills
Started in the USA and jointly introduced to Hong Kong by
the HKFYG and the Education Bureau in 1995, this
territory-wide annual event develops life-long skills of
innovative thinking and of learning to overcome challenges in
a positive way through team work.

So far, more than 9,000 students from 1,085 teams formed
in 274 schools and youth centres have participated. The
long-term and spontaneous problems of the Programme
help participants broaden their thinking, and provide them
with the confidence to tackle issues positively and creatively,
without the fear or pressure of being “right” or “wrong”.

In 2010 alone, there were a total of 77 teams. Six local teams
attended the World Finals in USA to compete with other top
finishers from 34 American states and 12 other countries. In
the Classical Problem “Discovered Treasures” Division I,
POH Chan Kai Memorial College came up a winning solution
and were crowned champions out of 61 other teams.
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“My Junior Secondary school life changed dramatically after joining OMP! Not only have | been
able to expand my way of thinking, but | also had the opportunity to go with my team to the

World Finals in USA. There, we were thrilled to be able to make friends with
the world and to exchange ideas and experiences. These are unforgettabl
have brightened and coloured my entire school life!”
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Chan Cheuk-sze, King Ling College
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LEAD Creative Class
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allowing my students to lead technology workshops for their younger peers.
This taught them not only leadership skills, but also helped them enhance
their own learning with digital technology.”

Mr. Chow Wing-ho, Head of Technology Education of Key Learning Areas,
Wa Ying College
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“The programme made it possible to collaborate with a primary school,
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The Hung Hing Ying and Leung Hau Ling Charitable Foundation
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Learning how to learn

The Learning through Engineering, Art and Design (LEAD)
Creative Class was set up in 2008 as a three-year programme
offering students a creative way of learning. Working through
the curriculum, this programme supports teachers to be
innovative by using integrated digital technology.

In 2009-10, the LEAD Creative Class promoted the use of
Scratch, which is a multimedia programming software
developed by the Massachusetts Institute of Technology
Media Laboratory. This technology enables young people to
create digital games and animation, while encouraging
teachers to be equally creative in teaching.

With support from the Education Bureau, the programme
organised “Scratch Day Hong Kong 2010”, with the aim to
share this pioneering practice of teaching and learning to
the wider education sector. Dr. Felicia Tsang, the Education
Consultant to the programme, provides an insider’s view of
how innovative changes take place in schools through the
second publication of the programme.
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Young Scientist Summer Camp
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Nurturing a new
generation of scientists

The Young Scientist Summer Camp was first initiated by
the Learning through Engineering, Art and Design (LEAD)
Project of the HKFYG in the summer of 2008. The aim is to
inspire students from Primary 4 to 6 through fun-filled
scientific experiments and creative activities. Now an
annual event, the Camp is very popular with both students
and parents.

Based at the Hong Kong Science Park, the three-day
Camp caters to around 100 young scientists who are able
to participate in science talks by experts, workshops on
mechanical design, scientific experiments, along with
other creative activities.

The final day sees the participants showcase their own
projects to their parents. The most creative projects can
be recognised by awards for, among other things,
mechanical or artistic design, knowledge application or
even use of scientific concepts.

Hong Kong Science and Technology Parks Corporation

“l love science, but what | learn in school is only foundational
knowledge. The Camp gives me the chance to learn science in a more
in-depth way through actually creating something! That is why | have
joined the Camp twice!”
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Chang Chun-ho, Primary Six
Hennessy Road Government Primary A.M. School
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Science Exploration Workshops - sponsored by SONY
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Sony Corporation of Hong Kong Limited Exploring the secrets of science

REEE In November 2009, the HKFYG Centre for Creative Science
and Technology was set up to help young people explore the
wonder of science by stimulating their curiosity and interest,
through experimentation and experience.

A series of Science Exploration Workshops were initiated
especially for students from low income families. From June
2010 to March 2011, 800 senior primary and junior secondary
students, from 20 schools, participated in the Workshops
which covered such issues as forensic science, environmental
science, food science and the science of space.
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“These Workshops opened up a world of science not always taught through the formal school
curriculum. Through exploration and hands-on experiments, students were able to broaden their
science knowledge and one could see how inspired they were to continue their study of science.”

Lee Ka-kei, Teacher of HKTA The Yuen Yuen Institute No.1 Secondary School
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