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Problem Solving Skills through Creating the Makerspace in th
Secondary English Language Classroom

Nativespeaking English Teacher Section, Education Bureau
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graduates with good grades.

What the world needs Is

voracious, seltlirected learners

with the creative capacity to see
the problems of the world as
puzzles, and the tenacity to work
on them, even in the face of
 ROSNAA G & dé

Gever TULLEY, founder of Brightworks School,
a San Francisco school that focuses on hands
on education



What Is a




Examples of the Maker in You and Me

Fashion and Makeup

Personal Accessories




A Maker is Someone
who Engages e Act of Making
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“l got this”

Choice

Choose to do it

Intention

Want to do it

Action



Design Thinking
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Thinking Routines to Support Learning in a Makerspa

Parts Purposes Complexitie§ Parts People Interaction

Empathy: Think Feel Care CAY1SNAY3Y
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Students work together, with or without guidance, to identify
problems, brainstorm solutions, evaluate them and action them
In their Makerspace journey.



How can the English Language
Classroom become a Makerspace?



Applying language knowledge
Meaningful and purposeful and skills to exe
communication in English creativity, collaborate with
others and solve problems

MAKERSPACE

Using language to facilitate the
application of thinking routines



The Maker tools in the English languag
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Language



