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ABSTRACT
In today’s society, technology plays an important role in our lives, especially during this
uncertain Covid-19 period where working from home and home-based learning is
essential to our lives. Our resource package provides an extensive but simple guide to
educate users on how to use this technology efficiently in their lives. Our resource
package includes the following - Educational videos, a board game, and an online
game. The three educational videos help to educate users on how to transfer data, use
bluetooth and use google apps. The board game as well as the online game both serve
as a test to assess what the user has learnt so far from the educational videos.Through
these resources, we aim to educate users on how to use these aspects of technology
so that they are able to apply them in their everyday lives.

1.0

Introduction

1.1

Rationale

It is very concerning to see that many students still do not know how to use
technology despite all the modern changes and technological advances around us.
What made us realise this was when the COVID-19 pandemic struck us in 2020 and we
all had to go into the circuit breaker period. All schools were shut down and
Home-based learning (HBL) commenced. It was then that we realised most of our
classmates did not know how to use technology to access the lesson packages
provided by the teacher.
With all the technological advances in this world, this is very concerning as
students are required to use technology when they get a job in the future, such as
presentations, documents and spreadsheets. These are only some of the many simple
technological prerequisites. There are many more which are more advanced and
difficult.
Until a few years ago, the Ministry of Education (MOE) did not provide any courses
to educate students on how to use basic Microsoft and Google applications such as
Google Slides and Microsoft Word. Due to the rise of the Covid-19 pandemic last year,
such courses were not rolled out in many primary schools, leading many current
secondary one students to not understand how to use these applications.

1.2

Objectives

Our objective is to teach the Hwa Chong Students who are not very familiar with
technology on how to use technology, specifically Bluetooth, Data Transfer & Google
applications, so that they can use technology more efficiently and effectively.

1.3

Target Audience

Our target audience is Secondary One Hwa Chong students who are not very
familiar with how to use technology.

1.4

Resources
The resources created for this project are the following:

1) Videos (just a picture in this case)

2) Board game

3) Extremely Simple Video Game

2

Review

After reviewing resources online, we have found many websites and guides about
bluetooth, google and transferring data. However, we have found that they are overly
complex and difficult to comprehend. A significant portion of the guides regarding
bluetooth that we came across merely explains how bluetooth is able to connect to
other devices but does not give any information on how to connect it.

3

Methodology

3.1

Needs Analysis

A survey was conducted among the students and we found out that:
1) 14% of the students did not know how to use Bluetooth
2) 22% of the students did not know how to transfer data from one device to
another
3) 84% of the students felt that a board game or educational videos will help them
understand more about technology.

Needs Analysis - Survey Results

3.2

Development of Resources

A lot of research was carried out to find out what the students did not understand
the most as well as useful and efficient solutions. Using our earlier knowledge which
was complemented by our research, we utilised various online tools to create our
diverse resources. The questions featured in both the board and online games were
taken from the contents in the videos, making it simpler for users to understand.

3.3

Pilot Test
The Pilot Test was split into 2 parts - 1 for the videos & 1 for the games.

1) Firstly, we made the video resources and sent it to a few of our classmates.
Then, we asked them for their feedback. Using their feedback, we changed the
section where they thought was not very well done and tried to make it better.
Finally, we sent it to them again until the resources were satisfactory.
2) Firstly, we made the board game and let our classmates test it out. Similar to the
videos, we asked for feedback and improved in a few areas.

4.0

Outcome & Discussion

After improving our previous resources based on feedback from our classmates
after the pilot test, our final resources produced are effective in teaching Secondary 1
students, our intended target audience, on how to use bluetooth, how to transfer data,
and how to use google platforms such as Google Forms, Google Slides, and Google
Sites.

5.0

Conclusion

After spending about half a year developing our resources, they are effective in
educating Secondary One students, meeting our objective created at the start of the
year. The interactive aspect of the board and online games, paired with the educational
videos, help to make learning fun for users.
To conclude, the resources produced in our Project Technology resource
package, namely the videos, board game, and online game, incorporate entertainment,
in the form of games, with learning new skills and gaining new knowledge about how to
use technology. Ultimately, we managed to achieve our goal in creating an effective
resource package to educate Hwa Chong Secondary One students on how to use
technology more efficiently and effectively.

