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We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
joints 384  overcome TEflk  confidence H{E  queries £  adversity &

We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.

motivating and stimulating 5 |8 52 I bewilderment K%
organic reversely fH 3t terrific | ANEE
achievement J#Z5t; ambassadors A

aquaponics FZEdtA: integrated &
electric motor [EEFT

exploration ¥EER

command cards 547

climax =1 vivid BHE



-

*ROERS L/ R
=8
4A RIBfE

BRE
2A BIRR
5A FEEE

(RESS TN, PERSRBENDEHCE 4 )

*BEDDLULR
R{358
4N RIBE

/ BEWDRECRINER \

N=/NNOH-=8BY
=8

3B R

3B RRE

4N ZHER
BIN=/N)NOHE-B A 50 KEDR
=8

3B RRE

=8

3B R4
CZNNOA-BLADTREB
=8

BA FhEf

KidsdKids “Uriting fo;\;\\
Cause” Conpetition
"BERE, ®RLITELLR

Overall Uinner
4N ZELE)
The Most Pronising Uriter
4A SBIRIE
bA EIEf hig
BA RIFIE
The Most Pronising Il lustrator

\ SA 35 :tH/ /

2017 B4z /)88 Rurnikub —\

“%%
6A STHE

HEsa ENEEEEE

—RE=RHEHRRRRE

1A 190 7% 2A 8%
3B 157 2% 4A 213 %
SA 163 2% 6A 197 7%

/
L RNESER o,

—RE=APERTa3ERAT

6A BEEFRR 56 X SA BHEIL A8 K 3A MfEil 44 X

1A 9 4408 4A TIEEE 38 & 4A ZFEEERR 36 K

4A FHEX 32K 3A Flig 31 2%

SA MokEE 30 X 6A HENE 27 X




2 gl g gl i T T DL T T gl gl gl gl g gl T g

U YR R YR YR VR R OB VR VR VR VR VR VR U U UR VR VR YR YR YR R R YR VR

Wy Wy Wy Wy Wy Wy Wy Wy Wy Wy Wy Wy Wy W W

2-4B1H 2 I8 & @

BH8 et JIE=L
7/2 — 28/3 Sovereign Art Foundation Z MIB (Make it better) BMiTIEHSREEIE
8/2 TVB BBEEIBE (Think Big Xil) - 18#EEEN
9/2 - 27/4 Sovereign Art Foundation Z MIB (Make it better) Bfii T{EIHEE —HAsRIE
10/2 E-AREH
11/2 - 29/4 EREllHR VA
15/2 -26/4 it 2250 \HE
16/2 -30/3 "E4EtEl, <SRAREH#HE> (P1-3)
17/2 - 28/4 EimeEE NEHAFRYE
18/2 2017 2 JOY 1% JOY iREE-—- B REKEL
20/2 NEEESE - BEHENZERSERER
23/2 — 6/4 TENEZE, /M P1-3) R "SEiF/IVEHE, NE (P4-6)
25/2 TMaker Faire HK 2017 x3&AtH5R , STEM TYE3H
26/2 -23/4 EIXEERYT
25/2 2EEFEPNEELLE
26/2 BiRERYO0EREAMIEE
28/2 - 28/3 ogssk e (P1)
28/2 SHSCETHEBRPEPLEXE (P1)
4/3 28/ EREFERN ST
4/3, 11/3 ME "RIBIRET . R "BRERERBI, RIZ2E
4/3 , 29/4 rE858. 2ERRLEE
4/3 — 29/4 BRR G
6/3 RS HEBRRIGHERE
11/3 = THE, HOTE) 2017
14-16/3 BIPFRE RS RIEE | CAS
15/3 — 26/4 % FUN SL3IRZFERE  (P1-2)
18/3 %E=BEE I Rummikub /N\E358155
18/3 — 29/4 Kids4Kids BRtli s ~ B
29/3 — 1/4 nN/BEIIITEES )N 22BRRE (P6)
30/3, 6/4 REBRKEH (P6)
8/4 B/ V2 Runmikub - EEOIEEEE
15/4 WEFBRLASEREREARE
19-21/4 B SENRIIR ST
19/4 - 22/4 B R A LL FRSIIRERIE
22/4 2R - 84 L0BHE

?G\wma\wa\wwa@wwmwwmwwwwwwwwwwwmww

g

£ I\BE

P
b

J RELRBMBPIS
—B—CFEOERMmR
grEE (BN+HE/8)

REBBRBBE -
RBEELE ~
REBBIALE ~

BMBESHRE
MBBEIE (A QESF « 5A MAOZ ~ 6A FEFIH )

BIBUHEAAE -
1ABRRIRFR ZEIE £I15IF 2FE RBEB
2A 3.

SAMABE Mgl R FHIE RER
B EEL 505

4APRINE EFRLD B FER R
=2EBX

20

6A BiRZ REX EIsiE EM
=TH &g




We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
joints 384  overcome TEflk  confidence H{E  queries £  adversity &

We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.

motivating and stimulating 5 |8 52 I bewilderment K%
organic reversely fH 3t terrific | ANEE
achievement J#Z5t; ambassadors A

aquaponics FZEdtA: integrated &
electric motor [EEFT

exploration ¥EER
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We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
joints 384  overcome TEflk  confidence H{E  queries £  adversity &

We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.

motivating and stimulating 5 |8 52 I bewilderment K%
organic reversely fH 3t terrific | ANEE
achievement J#Z5t; ambassadors A
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We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
joints 384  overcome TEflk  confidence H{E  queries £  adversity &

We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.
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We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
joints 384  overcome TEflk  confidence H{E  queries £  adversity &

We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.

motivating and stimulating 5 |8 52 I bewilderment K%
organic reversely fH 3t terrific | ANEE
achievement J#Z5t; ambassadors A

aquaponics FZEdtA: integrated &
electric motor [EEFT

exploration ¥EER

command cards 547

climax =1 vivid BHE



-

*ROERS L/ R
=8
4A RIBfE

BRE
2A BIRR
5A FEEE

(RESS TN, PERSRBENDEHCE 4 )

*BEDDLULR
R{358
4N RIBE

/ BEWDRECRINER \

N=/NNOH-=8BY
=8

3B R

3B RRE

4N ZHER
BIN=/N)NOHE-B A 50 KEDR
=8

3B RRE

=8

3B R4
CZNNOA-BLADTREB
=8

BA FhEf

KidsdKids “Uriting fo;\;\\
Cause” Conpetition
"BERE, ®RLITELLR

Overall Uinner
4N ZELE)
The Most Pronising Uriter
4A SBIRIE
bA EIEf hig
BA RIFIE
The Most Pronising Il lustrator

\ SA 35 :tH/ /

2017 B4z /)88 Rurnikub —\

“%%
6A STHE

HEsa ENEEEEE

—RE=RHEHRRRRE

1A 190 7% 2A 8%
3B 157 2% 4A 213 %
SA 163 2% 6A 197 7%

/
L RNESER o,

—RE=APERTa3ERAT

6A BEEFRR 56 X SA BHEIL A8 K 3A MfEil 44 X

1A 9 4408 4A TIEEE 38 & 4A ZFEEERR 36 K

4A FHEX 32K 3A Flig 31 2%

SA MokEE 30 X 6A HENE 27 X




2 gl g gl i T T DL T T gl gl gl gl g gl T g

U YR R YR YR VR R OB VR VR VR VR VR VR U U UR VR VR YR YR YR R R YR VR

Wy Wy Wy Wy Wy Wy Wy Wy Wy Wy Wy Wy Wy W W

2-4B1H 2 I8 & @

BH8 et JIE=L
7/2 — 28/3 Sovereign Art Foundation Z MIB (Make it better) BMiTIEHSREEIE
8/2 TVB BBEEIBE (Think Big Xil) - 18#EEEN
9/2 - 27/4 Sovereign Art Foundation Z MIB (Make it better) Bfii T{EIHEE —HAsRIE
10/2 E-AREH
11/2 - 29/4 EREllHR VA
15/2 -26/4 it 2250 \HE
16/2 -30/3 "E4EtEl, <SRAREH#HE> (P1-3)
17/2 - 28/4 EimeEE NEHAFRYE
18/2 2017 2 JOY 1% JOY iREE-—- B REKEL
20/2 NEEESE - BEHENZERSERER
23/2 — 6/4 TENEZE, /M P1-3) R "SEiF/IVEHE, NE (P4-6)
25/2 TMaker Faire HK 2017 x3&AtH5R , STEM TYE3H
26/2 -23/4 EIXEERYT
25/2 2EEFEPNEELLE
26/2 BiRERYO0EREAMIEE
28/2 - 28/3 ogssk e (P1)
28/2 SHSCETHEBRPEPLEXE (P1)
4/3 28/ EREFERN ST
4/3, 11/3 ME "RIBIRET . R "BRERERBI, RIZ2E
4/3 , 29/4 rE858. 2ERRLEE
4/3 — 29/4 BRR G
6/3 RS HEBRRIGHERE
11/3 = THE, HOTE) 2017
14-16/3 BIPFRE RS RIEE | CAS
15/3 — 26/4 % FUN SL3IRZFERE  (P1-2)
18/3 %E=BEE I Rummikub /N\E358155
18/3 — 29/4 Kids4Kids BRtli s ~ B
29/3 — 1/4 nN/BEIIITEES )N 22BRRE (P6)
30/3, 6/4 REBRKEH (P6)
8/4 B/ V2 Runmikub - EEOIEEEE
15/4 WEFBRLASEREREARE
19-21/4 B SENRIIR ST
19/4 - 22/4 B R A LL FRSIIRERIE
22/4 2R - 84 L0BHE

?G\wma\wa\wwa@wwmwwmwwwwwwwwwwwmww

g

£ I\BE

P
b

J RELRBMBPIS
—B—CFEOERMmR
grEE (BN+HE/8)

REBBRBBE -
RBEELE ~
REBBIALE ~

BMBESHRE
MBBEIE (A QESF « 5A MAOZ ~ 6A FEFIH )

BIBUHEAAE -
1ABRRIRFR ZEIE £I15IF 2FE RBEB
2A 3.

SAMABE Mgl R FHIE RER
B EEL 505

4APRINE EFRLD B FER R
=2EBX

20

6A BiRZ REX EIsiE EM
=TH &g




We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
joints 384  overcome TEflk  confidence H{E  queries £  adversity &

We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.
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We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
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We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.
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We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
joints 384  overcome TEflk  confidence H{E  queries £  adversity &

We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.

motivating and stimulating 5 |8 52 I bewilderment K%
organic reversely fH 3t terrific | ANEE
achievement J#Z5t; ambassadors A

aquaponics FZEdtA: integrated &
electric motor [EEFT

exploration ¥EER

command cards 547

climax =1 vivid BHE
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We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
joints 384  overcome TEflk  confidence H{E  queries £  adversity &

We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.

motivating and stimulating 5 |8 52 I bewilderment K%
organic reversely fH 3t terrific | ANEE
achievement J#Z5t; ambassadors A
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electric motor [EEFT
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We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
joints 384  overcome TEflk  confidence H{E  queries £  adversity &

We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.

motivating and stimulating 5 |8 52 I bewilderment K%
organic reversely fH 3t terrific | ANEE
achievement J#Z5t; ambassadors A
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We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
joints 384  overcome TEflk  confidence H{E  queries £  adversity &

We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.

motivating and stimulating 5 |8 52 I bewilderment K%
organic reversely fH 3t terrific | ANEE
achievement J#Z5t; ambassadors A

aquaponics FZEdtA: integrated &
electric motor [EEFT

exploration ¥EER

command cards 547
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We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
joints 384  overcome TEflk  confidence H{E  queries £  adversity &

We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.

motivating and stimulating 5 |8 52 I bewilderment K%
organic reversely fH 3t terrific | ANEE
achievement J#Z5t; ambassadors A
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electric motor [EEFT

exploration ¥EER

command cards 547

climax =1 vivid BHE



-

*ROERS L/ R
=8
4A RIBfE

BRE
2A BIRR
5A FEEE

(RESS TN, PERSRBENDEHCE 4 )

*BEDDLULR
R{358
4N RIBE

/ BEWDRECRINER \

N=/NNOH-=8BY
=8

3B R

3B RRE

4N ZHER
BIN=/N)NOHE-B A 50 KEDR
=8

3B RRE

=8

3B R4
CZNNOA-BLADTREB
=8

BA FhEf

KidsdKids “Uriting fo;\;\\
Cause” Conpetition
"BERE, ®RLITELLR

Overall Uinner
4N ZELE)
The Most Pronising Uriter
4A SBIRIE
bA EIEf hig
BA RIFIE
The Most Pronising Il lustrator

\ SA 35 :tH/ /

2017 B4z /)88 Rurnikub —\

“%%
6A STHE

HEsa ENEEEEE

—RE=RHEHRRRRE

1A 190 7% 2A 8%
3B 157 2% 4A 213 %
SA 163 2% 6A 197 7%

/
L RNESER o,

—RE=APERTa3ERAT

6A BEEFRR 56 X SA BHEIL A8 K 3A MfEil 44 X

1A 9 4408 4A TIEEE 38 & 4A ZFEEERR 36 K

4A FHEX 32K 3A Flig 31 2%

SA MokEE 30 X 6A HENE 27 X




2 gl g gl i T T DL T T gl gl gl gl g gl T g

U YR R YR YR VR R OB VR VR VR VR VR VR U U UR VR VR YR YR YR R R YR VR

Wy Wy Wy Wy Wy Wy Wy Wy Wy Wy Wy Wy Wy W W

2-4B1H 2 I8 & @

BH8 et JIE=L
7/2 — 28/3 Sovereign Art Foundation Z MIB (Make it better) BMiTIEHSREEIE
8/2 TVB BBEEIBE (Think Big Xil) - 18#EEEN
9/2 - 27/4 Sovereign Art Foundation Z MIB (Make it better) Bfii T{EIHEE —HAsRIE
10/2 E-AREH
11/2 - 29/4 EREllHR VA
15/2 -26/4 it 2250 \HE
16/2 -30/3 "E4EtEl, <SRAREH#HE> (P1-3)
17/2 - 28/4 EimeEE NEHAFRYE
18/2 2017 2 JOY 1% JOY iREE-—- B REKEL
20/2 NEEESE - BEHENZERSERER
23/2 — 6/4 TENEZE, /M P1-3) R "SEiF/IVEHE, NE (P4-6)
25/2 TMaker Faire HK 2017 x3&AtH5R , STEM TYE3H
26/2 -23/4 EIXEERYT
25/2 2EEFEPNEELLE
26/2 BiRERYO0EREAMIEE
28/2 - 28/3 ogssk e (P1)
28/2 SHSCETHEBRPEPLEXE (P1)
4/3 28/ EREFERN ST
4/3, 11/3 ME "RIBIRET . R "BRERERBI, RIZ2E
4/3 , 29/4 rE858. 2ERRLEE
4/3 — 29/4 BRR G
6/3 RS HEBRRIGHERE
11/3 = THE, HOTE) 2017
14-16/3 BIPFRE RS RIEE | CAS
15/3 — 26/4 % FUN SL3IRZFERE  (P1-2)
18/3 %E=BEE I Rummikub /N\E358155
18/3 — 29/4 Kids4Kids BRtli s ~ B
29/3 — 1/4 nN/BEIIITEES )N 22BRRE (P6)
30/3, 6/4 REBRKEH (P6)
8/4 B/ V2 Runmikub - EEOIEEEE
15/4 WEFBRLASEREREARE
19-21/4 B SENRIIR ST
19/4 - 22/4 B R A LL FRSIIRERIE
22/4 2R - 84 L0BHE

?G\wma\wa\wwa@wwmwwmwwwwwwwwwwwmww

g

£ I\BE

P
b

J RELRBMBPIS
—B—CFEOERMmR
grEE (BN+HE/8)

REBBRBBE -
RBEELE ~
REBBIALE ~

BMBESHRE
MBBEIE (A QESF « 5A MAOZ ~ 6A FEFIH )

BIBUHEAAE -
1ABRRIRFR ZEIE £I15IF 2FE RBEB
2A 3.

SAMABE Mgl R FHIE RER
B EEL 505

4APRINE EFRLD B FER R
=2EBX

20

6A BiRZ REX EIsiE EM
=TH &g




We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
joints 384  overcome TEflk  confidence H{E  queries £  adversity &

We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.

motivating and stimulating 5 |8 52 I bewilderment K%
organic reversely fH 3t terrific | ANEE
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We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
joints 384  overcome TEflk  confidence H{E  queries £  adversity &

We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.
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We are the STEM maker (Part 2)

Toys and games are parts of children's life. However, the most meaningful and touching thing is not only
play for fun, but to make and to create and to produce. And hence, the biggest success falls on the sharing of the
achievement.

Our school joined in a STEM programme of making a maze with traps called ‘Think Big’. The purpose of
the programme is to let students explore the world around them as well as to widen their vision to big and trifle
things in a way to recreate with science, art and technology.

The maze made by our students is made of motors, old toys and Lego. There are gears, pulleys, levers and
tracks. The racing tracks run in all directions with loops and spirals and slides that go up and down.

I interviewed several makers and Marcus from 4A shared his work. “Every recess, we built the traps and
tracks. Before that, we surfed the Internet, drew up our design and started working with the chosen materials.”

Hugo from 5A reflected that the whole construction was splendid. “The project provides us with the
biggest opportunity to explore new things and to solve problems. Sometimes, the racing car was trapped at
joints. Sometimes, the pulleys did not work. We overcome the difficulties one after one.”

Most importantly, the programme offers our students confidence to face and to solve queries by

themselves. Similarly, in real life, they learn to face adversity.

Writing tips : cohesion

The cohesion can be used to reflect the notion of the passage. In this passage, the first paragraph mentions ‘The
most meaningful thing of the programme is the sharing of the achievement.’ In the last paragraph, ‘Students can
learn to face adversity in life.” Obviously, the main theme of the passage is that through fun and play, students

learn to share some life skills.

achievement X5t maze K= explore widen their vision JEREREY  rifle fll/]N  technology £H%
gears 4~ pulleys &y levers fEFT  tracks &l spirals BEfE splendid 1#]  opportunity fer
joints 384  overcome TEflk  confidence H{E  queries £  adversity &

We are the STEM maker (Part 3)

As a primary teacher, the most motivating and stimulating ideas for students in a lesson is learning
through games. The most exciting thing is not only on playing, it is to make and to explore. And for the first
time, I feel the sense of bewilderment when students make their own toys with their eyes wide open. This is what
exactly happened in the STEM week.

There are four major events in the STEM week. Through talks and videos, students are amazed by the
aquaponics - the growing of plants and fish together in an integrated system. The fish waste provides organic
food for the plants. Reversely, the plants help to filter the air.

The robot programming is terrific. With command cards, students can set programmes on the robots using
iPads. Robots then give out sounds and run on wheels. Similarly, Lego robots allow students to make their own
robots by connecting them to an electric motor. Besides robots, Legos can be made into cars and windmills. To
show off one's achievement, there is a competition. It is extremely exciting.

Among all, the most wonderful event is the making of toys. A group of ambassadors, with teachers' help,
bring it to the climax. There are games like blowing a ball using a drinking straw, making a paper animation by
twisting two pictures on a rod as well as making a fishing game using magnets. Through games and toys,
students are aroused with curiosity and imagination. The most vivid moment is the spirit of self exploration and

self learning. The STEM week ends with joy, fun and merry.

Writing tips : Use of present tense

The article is describing something happened before but I use simple present tense. On one hand, a lot of facts
are described in present tense. On the other hand, the present tense helps the reader to visualize, like an image on

the screen so as to see things crystal clear.
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