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In order to preserve culture, a number of institoi and organizations are dedicated to
educating the new generations about cultural hisdad traditions. Working with the Hong
Kong Museum of History, we developed interactivBvéties to engage visitors in learning about
the culture and history of Hong Kong. Past redeahows that hands-on activities and
interactive computer games enhance learning. Aksople learn best when information is
presented in various forms, e.g., visually, augitaritten, and hands-on. Based on these
findings, we created interactive hands-on and cderctivities that utilized multiple learning
styles to enhance learning on different regionstivals and cultural heritage. These activities
were implemented in an interactive activity roontted Hong Kong Museum of History. We
also evaluated the effectiveness of these activitieconducting observational and survey
studies. Our analyses showed that participants aftracted to, enjoyed, and learned from the
interactive activities. Thus, we have utilized maigtive learning to promote cultural heritage in
Hong Kong.
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“...in view of the magnitude and gravity of the newgaas threatening them [cultural and
natural heritage], it is incumbent on the interr@tal community as a whole to participate in the
protection of the cultural and natural heritage...”
~The United Nations Educational, Scientific andtGuall
Organization’s General Conference in Paris Frah@é2

Preserving cultural heritage is an important comder all world societies “considering
that deterioration or disappearance of any itetefcultural or natural heritage constitutes a
harmful impoverishment of the heritage of all tlaions of the world” (UNESCO, 1972, p. 1).
In order to safeguard their culture, a number sfifations and organizations dedicate
themselves to educating new generations abouthistory and traditions. As one such
organization, the Hong Kong Museum of History isneoitted to educating the people of Hong
Kong about their cultural heritage in order to supphe history museum’s educational
objective. Past research shows that cultural étucaan be improved through the use of
interactive activities as illustrated by a studydocted at a museum in Limerick, Ireland (Ciolfi
& Bannon, 2002). Based on these findings, we aesig@n interactive activities room to
encourage cultural learning for museum visitorgal&ation of the room’s interactive
components determined their effectiveness in impigpthe learning process in regards to
cultural infomation.

In order to promote cultural education in Hong Kpwe relied on past research to design
an educational room that utilizes interactive l@agn The design of the interactive room was
based on research related to history museum awdieaxhibit design, and different learning

preferences of visitors of this region. The rooedsicational focus was to further the



knowledge about four of the ethnic groups of Horamné and traditional Chinese festivals
practiced in Hong Kong, with a particular focusamldren from ages 9 to 14 years old. This
was done through a series of hands-on activit@®ptter games, and informational displays
implemented in an Education Corner located in tliseum. In order to evaluate the
components of the Education Corner we preformeérobsional studies and used written
surveys to assess the level of visitor attrac@onount of attention paid to each component, the
ease of use, the level of fun, the amount of giatgraction, and the amount of knowledge
gained. Based on the data collected we deternivaddall of the computer games, hands-on
activities and informational displays were wellea@d by museum visitors. Furthermore we
found that the designed interactive activities poted group interaction and cultural learning.
From this analysis we advise that it would be beraffor the Hong Kong Museum of History
to implement an interactive room in their Gallery=élk Culture in Hong Kong to facilitate the

teaching of cultural education.
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“...the cultural heritage and the natural heritagef fine world] are increasingly threatened with
destruction not only by the traditional causes @fcal, but also by changing social and
economic conditions which aggravate the situatiath veven more formidable phenomena of
damage or destruction...”

~The United Nations Educational, Scientific andtGuall

Organization’s General Conference in Paris Frah@é?2

As explained in UNESCO's Paris conference, cultaral natural heritage is put in
increasing danger as the world around us contitmadvance and change. The World Heritage
Centre explains that preserving cultural heritageniportant, as “heritage is our legacy from the
past, what we live with today, and what we passgduture generations. Our cultural and
natural heritage are both irreplaceable sourcéifeadnd inspiration”, therefore it is important
that efforts are taken to preserve our heritaga ftbanging conditions (UNESCO World
Heritage Centre, 2008). To counter the continuiegay of cultural heritage, several institutions
and organizations are diligently working to maintaultural roots and knowledge. The Hong
Kong Museum of History is one such organizationvaty working to preserve the cultural
heritage of some of Hong Kong’s ethnic groups asgfaheir exhibit, the Hong Kong Story.

For use in another section of this exhibit, the &diwnal Corner in Gallery 4: Folk Culture in
Hong Kong, the museum is seeking new ways to engdaitgren in cultural learning and group
interaction (Cheung, 2008). An effective way te@uplish this is through interactive learning.
By using interactive learning activities, Hong Kamgtory and cultural heritage education can
be enhanced, as demonstrated by a study in a mugditimerick, Ireland, where interactive

activities increased learning in the museum (Ci&l8annon, 2002).



As interactive activities are effective tools featning and cultural heritage is very
important to every society, this project addreseejuestion of how to utilize interactive
activities in order to promote cultural educatiarHong Kong. In order to investigate this
guestion, an interactive activity room was desigmeghlemented, and evaluated to provide an
enjoyable and educational environment to help ohildrom ages 9 to 14 learn about four of the
ethnic groups of Hong Kong (the Hakka, the Hokihe Punti and the Boat Dwellers) and

regional festivals while encouraging group and farnmteraction.
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In order to determine how to utilize interactieaidning to promote cultural education at
the Hong Kong Museum of History, it was importamunderstand museums and their
educational role. Through an understanding obhysthuseums specifically, their target

audience, and museum exhibits, the interactive reasidesigned to increase cultural education

based on successful past museum models and methods.
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As the interactive room was being implemented lassry museum, it was important to
understand this type of museum as certain aspextiifferent between museums. Art museums
are less interested in public education and arenmerested in the “aesthetic component of
objects and acts” rather than the specific histdrihe artist or piece (Burcaw, 1997, p. 76). In a
direct contrast, science and history museums m@daeational value of an object above its
aesthetic aspects. In history museums “objectst ime collected to serve the purpose of public
education” and not for their aesthetic value (Bwr,ch997, p. 39). Therefore, when designing
the contents of the interactive room, the focus @rathe educational value rather than
aesthetics.

Although both science museums and history musetnessspublic education, the two
museums differ in that the goal of a history musesito tell a story that is focused on a certain
topic, whether it is a time, geographic locationcolture. Therefore a cohesive theme should

prevail throughout the entirety of the museum wheareh successive exhibit needs to be able to



connect with the previous one in order to teachvtbigor the museum’s story. An exhibit’s
object must be “usable in teaching the visitor dabdibelin the past” to continue the museum’s
story theme (Burcaw, 1997, p. 66). This stratdipwe for better flow and unity between
elements in the museum. Themes can also be dtiizereate an overarching message for the
museum visitor. An example of this is the intersegallery of the Indianapolis Children’s
Museum which encouraged visitors to become “padlafia” and utilize five clues:
archaeological, written, visual, spoken, and peakbrstory clues. “By engaging in various
activities, visitors would, it was hoped, understéime message of the exhibition, which was
[that] ‘Clues in objects and the surrounding enwinent allow one to discover information about

the past” (Anderson, 1989, p. 164). This casdyillustrates how each activity was used to
create a central message to the museum visitot #iobjects and theme of the exhibit. Based
on these past findings, a temple and festival themasecreated to continue the Hong Kong Story

museum theme and this theme was integrated withihearoom elements.
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“The whole point of education is to transmit cuétuand museums can play an
increasingly important role in this process” (Ed€oBean, 1996, p. 57). As museums are great
facilities to transmit cultural knowledge, the Hokgng Museum of History is an incredibly
important resource for the entire Hong Kong comriyy@specially school groups.

Many schools choose to bring their students tdHbeg Kong Museum of History.
According to museum data, a typical weekday mayhmtween eight to fourteen school groups
(kindergarten to secondary) with a total up to 8 0ung students in attendance at the museum
(see Appendix S). According to past researchpitbst educationally beneficial exhibits for

school-aged children are exhibits involving expeation, hands-on activities, and those
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which allow free movement (Cohen, 1989). Thevitets should also avoid overcomplicated
instructions, requiring previous knowledge befoigting, many abstract components, and
wording that requires a high level of reading coagnsion as the participants are still young
students (Cohen, 1989). Also, past researchiasgrsthat exhibit activities that are interactive
and group based receive the most attention frorteadent students as they are more group-
oriented and less likely to participate in actestion their own (Thomas, 1994). Therefore, to
best benefit the school audience of our targetragge (9 to 14), the activities and computer
games designed allow for free choice and movenhanigs-on learning, and group interaction.
Although many children come to museums as partszhaol group, studies in various
international museums suggest that the largeseptage of child visitors are part of family
groups (Wood, 1990). In one such study on musenrRbrida, it was determined that 90% of
visitors came in groups and that 68% of visitorsena family groups (Wood, 1990). In
addition, it “...has been demonstrated over and dtteat] children learn best when their
families are involved in their experience,” themef@roviding activities and displays that could
involve the entire family is important for learnif@ohen, 1989, p. 74). To address this need
group-oriented hands-on activities were implemeiatetithe ability to physically interact with
objects and to manipulate variables —provides simgfor everyone in the family” within the

exhibit (Wood, 1990, p. 80).
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For all museum exhibits, the order and flow of pinesented information is important.
“...The order in which a visitor encounters infornoatiwill affect his or her understanding,”
therefore it was important to consider the spaiedngement of the exhibit elements and

informational content when designing a museum ak(falk, 1993, p. 117). According to



museum learning expert Joseph Cornell, museumiteaim an exhibit should follow his
proposed “flow learning” method in four main stepazaken enthusiasm, focus attention, direct
experience, and share inspiration (Cassels, 1982kt the exhibit must stimulate and involve
the visitor to excite them about the exhibit (CéssE992). Making attractive exhibit elements is
one example of how to grab the visitor’s interasam exhibit (Edson & Dean, 1996). Next the
exhibit must focus the visitor’s attention to tHgexts, pictures, or content that is the focus
(Cassels, 1992). Then the experience must beteldr@t order to facilitate active learning
(Cassels, 1992). This is often best accomplishexligh learner participation using interactive
displays, videos, or hands-on activities (Cas4€192). Finally the exhibit needs to share the
museum’s mission by inspiring the museum’s passitmthe visitors (Cassels, 1992).
Therefore, the interactive room exhibit was desibteefollow the “flow learning” model by
awakening the enthusiasm, focusing the attentimectihg the learning experience, and
inspiring passion of the museum visitor. To adsltegse goals further, differences between

each visitor’s learning preferences were also ctared.
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It was important to understand which learningestydre most effective to stimulate
cultural learning in children before the desigrileef interactive activities in the room. Past
research shows that catering to different learsigtps improves learning (Felder, 1995). In
addition, previous research has shown that thera aariety of different learning styles such as
visual, auditory, hands-on (kinesthetic), and actiwiting/reading (Wehrwein, Lujan, &
DiCarlo, 2007). Given the importance of utilizingultiple learning styles, the activities were

designed to implement each of the four learnintgstywith a focus on the hands-on style.
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Research on learning styles has also indicatedytvater plays an important role in
determining preferred learning styles. Both gead&ve recently been shown to have different
preferences for visual, auditory, kinesthetic, amitten learning styles or “modes” (Wehrwein et
al, 2007). In one study using student volunteesearchers discovered that 87.5% of males
preferred multiple modes of presentation,dnly 45.8% of females preferred multiple modes
(Wehrwein et al., 2007). Although only approximptealf of females preferred multi-modal
presentation of information, this percentage in bmation with the male’s higher percentage
highly suggests that the activities should incoap®iall modes of learning for the best effect
(Wehrwein et al., 2007). In addition, the majowfyeducational psychologists support that
“students learn more when information is presemelvariety of modes than when only a
single mode is used” (Felder, 1995, p. 8). By g¢ire multi-modal method, every learning style
will be incorporated and therefore the highest @etage of children will benefit from improved

cultural learning (Wehrwein et al., 2007).
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Beside gender difference, the museum’s internatiandience differs in terms of cultural
learning styles. Between American and Chineseaimjlthese differences stem from the two
main philosophers who shaped the two cultures:&esrand Confucius (Tweed & Lehman,
2002). Socrates encouraged individual learningHerindividual’s sake, to doubt accepted
knowledge, and to better understand the truthcohtrast, Confucius supported very different
ideas; supporting notions that learning was donéhii® community’s sake, and to encourage
behavioral reform. Socrates would support indigidearning, but Confucius would support

learning from the collective of already presentadats. For Confucian thinkers, “...learning is
0



not focused mainly on questioning, evaluating, gexerating knowledge because truth is not
found primarily in the self. Instead, truth and #ssociated good character traits are learned
mainly from the collective,” (Tweed & Lehman, 20QR,92). Therefore, Confucius based
thinking encourages learning from the communitytf@ community, whereas Socratic thinkers
support individual learning through questioning éme’s personal education. As these two
differing philosophies are what shaped the twourah' different styles of learning, the activities
designed during this project took these differenosaccount in order to best promote cultural
learning for a more Confucian-minded society (Tw&ddehman, 2002).

To design activities which improve cultural leamiminderstanding the different
educational styles used in Hong Kong in compartsathe US was also important. Education
styles used in the US are different from those eny@nted by the Chinese. These differences
are illustrated in the two education systems' psegpmethods of instruction, and focus of
instruction as discussed by Professor Chan (1908¢i article “The Chinese Learner”.
Professor Chan believes that the purpose of Chiediseation is to produce loyal and educated
citizens and to presengastcultural heritage (Chan, 1999). She also beli¢hasthe purpose of
American education is to develop an individual’ sgmtial and to presenaurrentcultural
heritage (Chan, 1999). These differences aredaltlieetextreme gap in our historical timeline;
Chinese history dates back thousands of years WiSlaistory dates back to less than three
hundred years (Ebrey, 1996). By analyzing edunaipurpose, differences have been
illustrated between focuses on the past versugptresmd the community versus individual.

Professor Chan (1999) has stated that Chinesdngamoften referred to as passive
learning because it places more importance onmet®orization of facts, rather than application

of skills. American education focuses more on usta@ding relationships, increasing ability or

6



skills, and application of topics, rather than memng facts. The classroom is also more
centered on the teacher in China, but more focasdtie learner in the US. This further
supports the idea that American education is muvidual based than Chinese education, as
well as introducing the idea that Chinese learmngore passive than American education.
These educational differences, to improve the conmitywor the individual, passive or active
learning, and focus on past or present, were glbmant factors considered when designing the
museum’s activities to best promote cultural leagriChan, 1999).

When designing the hands-on educational games$e#teres focused on the community
and the past. As China and Chinese learning s a@nmunity based, less emphasis was placed
on the individual during the games and friendlyugr interaction was encouraged. Also, the
activities focused on learning facts related ta palure, rather than connections to current
cultural heritage. A quiz game was designed bexfactual quizzes were considered to be more
effective in a Chinese cultural setting than a \Wiesbne as Chinese education utilizes rote
memorization methods more predominantly over othethods (Chan, 1999). The educational
games were designed to encourage the learningisf fabetter understanding of past cultural

heritage, and a group or community feeling.
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Hong Kong Chinese greatly value concepts suchesdammunity and family, therefore
it was important to encourage group and familyrextdon. Hands-on learning activities have
been demonstrated to encourage group interactiother museums. At Hunt Museum in
Limerick, several exhibits were implemented with tiope of increasing interest in the exhibit
topics. In a fossil digging activity, “collaborati and discussion naturally occur among the

children, even if each of them is provided withpadfic area of the pit for digging” (Ciolfi &
2



Bannon, 2002, p. 3). This shows that even if thileen are not working directly together, the
hands-on activities encourage group interactionother study on interactive activities in
science museums showed that “active participatvatti the activities “increases the chance that
social interaction during an outing will be sucdak%(Wood, 1990, p. 80) These studies
illustrate that even if designing a group activgyot possible, simply using a hands-on activity
will encourage group interaction in the designedriactive room.

Hands-on activities have been shown in past rekdarbe particularly effective learning
tools for the project’s target age group, 9 to #drg. In 1986, studies performed by Shymansky
showed that “students in hands-on programs outpada their traditional elementary school
counterparts by 9 percentile points on a comp@&téormance measure...” (Stohr-Hunt, 1996,
p. 107). This finding was further demonstratechhgther study performed in 1996, illustrating
that students in a younger age group learn more frands-on methods than from textual
methods (Stohr-Hunt, 1996). This illustrates theatds-on learning is an effective learning style
for the target age group specified for the projéldtus hands-on activities were implemented to

enhance cultural education for the children ages13!.
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In addition to the creation of hands-on games, agergames were designed to help
promote cultural education in Hong Kong. Compugames offer a new medium to reach the
visitors in the interactive room and provide theafc learning styles favored by different
visitors. As explained previously, a large peregetof people prefer using multiple styles when
learning. The computer games offer a way to combiany different learning styles, such as

visual, auditory, reading /writing, and hands-anaisingle game. For example graphics and



sound can accompany text to further enhance theitgpexperience. By providing computer
games, a broader range of learning styles wasinsader to reach more of the Education

Corner visitors.
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As technology advances, new opportunities arisehiich educators can promote student
interest in learning. One technological mediunt tfes recently begun to be utilized for
education is computer based games. Computer gaffiees way to engage and motivate
students so that they strive to learn. As compgaenes are a powerful tool that can be
harnessed in order to promote education for cmldeducational computer games were utilized
in the interactive room.

Computer games can be useful educational toolpjtdebe popular belief that computer
games are used solely for entertainment purpdesearch shows that computer games are an
excellent and safe medium for the teaching andtigeof essential skills and abilities to
today’s generation of children (Prensky, 2001; Rass & Goldstein, 2005). For example, some
of these skills are: the ability to gather and psxcinformation and make decisions based on that
information, the ability to learn from past expedes, and the ability to think creatively in order
to solve a problem (Raessens & Goldstein, 2005).

In addition, research shows computer games aréegtiee learning tool for children
ranging from 9 to 14 years of age (Ke, 2008; Papgitu, 2008). In one study, participants who
learned information through an interactive compgtane showed greater retention of
knowledge in a post-test than those who learnamnmdition through an online guide
(Papastergiou, 2008). Thus, this research sugtiedgtsomputer-game based learning is more

effective than other forms of computer learning (ecomputer tutorials). Based on this finding,



we decided to use computer-games as opposed tocatmputer activities in our Education

Corner.
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For the interactive room, the creation of a histoaged digital game was desirable
because history is a subject that is hard for n@digdren to find intriguing. One study
examined if introducing a history game based degiguld be beneficial to student learning
(Azan & Wong, 2008). In this study, 582 childrearh secondary schools were surveyed to
gather students’ thoughts on learning history. Tioemd that 79% of the students surveyed had
trouble learning the history material and that 24 & the students found the teaching media,
such as the textbooks, dry and boring (Azan & W@@§)8). The study also surveyed the
students about their thoughts on digital gaminge $tudy found that 69.5% found that digital
gaming provides advantages from playing and 53.0@ad digital gaming to be fun (Azan &
Wong, 2008). These results suggest that digitalegaabout history may help students learn
about history in an easier and more entertaining vi&ased on this, we designed computer

games that facilitated history learning
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As the global community advances technologicallyseums have also begun to use
more technological adaptations in their exhibits]uding the growing use of interactive
computer exhibits. During the design and consitbagbrocesses of the interactive computer
games it was important to take into considerati@previous findings of past museum research.
Past studies show that different computer gameydsgian benefit museum exhibits more than

others as an educational resource and a part exttibit.



The most effective computer exhibit design utgizechnology and museum content to
inspire visitor involvement. Instead of using twmputer as an “informational dump” to present
a myriad of data to the visitor, a more interactyproach is the most beneficial (Serrell &
Raphling, 1992). Effective methods require pgpacits to actively think about exhibit
information as they progress through the compusgialy. According to educational
psychologist Chandler Screven, “programs [shouhdpe@rage visitors to seek out information
and then apply it to solve a problem” (Serrell &Rbng, 1992, p. 137). Problem solving, while
using museum information, is one of the best metHodmuseum computer education as it
causes the visitor to view the information as ntben a list of facts (Serrell & Raphling, 1992).
Therefore, the computer games in the educatiomahneere designed to encourage problem
solving and interaction with the technology.

Although it is important to develop educationahqmter games to be fun and engaging,
it is also important to consider exhibit functiomdllity and computer usability (Serrell &
Raphling, 1992). The computer system itself showldtake away from the encompassing
exhibit or gallery; rather it should add to it (&df& Raphling, 1992). To accomplish this, the
games should be kept short to prevent visitors fspending too much time with the games and
less with the actual exhibit (Serrell & Raphlin@9P). Developing games with shorter play
lengths will also increase the turnover rate, til®sving more visitors to use the games (Serrell
& Raphling, 1992). The games themselves shoutdvadiccess to a main menu at all times in
case a new visitor comes to the computer in thallaidf a game (Serrell & Raphling, 1992).
The games should also use the same language(®dfpthe surrounding informational

displays to be consistent and understandable (B&rRaphling, 1992). All of these features



were considered for the design of the computer gamerder to enhance visitor understanding

and promote equal exploration of the entire exhibit
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After designing and constructing the informatiodisiplays, hands-on activities, and
computer games, it was important to evaluate thEraluating educational programs is
important because it tells whether the programesponds with the planned objectives (Edson
& Dean, 1996). Evaluations also measure the extenformation presented and serve as a
guide for future programs of the same type (Edsdde&an, 1996). Additionally, for museums
“evaluation can lead to educationally effective ibXB that create visitor satisfaction, favourable
word-of-mouth publicity, and increased attendan@&srun, 1989, p. 219). Evaluation is an
essential process in preparing a successful, neiti@uto an exhibit, and was therefore
important in determining how to improve the actestfor permanent use.

When performing a formative evaluation (an evalvatised during the development
period rather than after), museum experts findithatimportant to first recognize the evaluation
goals, audience, and what indicates reaching thoaks (Borun, 1989). Evaluation objectives
should include receiving evidence that the exlgl@tments attract visitors, hold visitor attention,
are used properly, are educational, and are enj@@udin, 1989). To accomplish these
objectives, it is important to understand the ideshaudience and what is considered evidence
for these. After audience, goals, and requiredenwe has been determined, evaluators may
consider exact evaluation methods.

The evaluation process used for the informatiorsldys, computer games, and

activities in the interactive room most closelyambles the Harris Shettel (1973) model. This



model is a three-factor model “that includes audeedemographics, ratios of actual time and
required time spent, plus pre- and post- test datasitor's knowledge and attitudes” (Serrell,
1993, p. 224). Museum studies expert Beverly 8duther expands on the model by defining
exhibition success by accomplishing three visitdvior requirements. The first requirement
is that the visitors move through the exhibitiomaste of less than 30G/fnin (Serrell, 1993).
Recording visitor movement and time is importantsasdies have shown that the amount of
time spent is positively related to the frequentiehaviors that indicate contemplation,
involvement and learning,” which are all behavithrat the exhibit hopes to encourage (Serrell,
1993, p. 226). The next requirement is that visitdtend at least 51 percent of all the exhibition
elements (Serrell, 1993). This requirement is thasethe observation that “when more than
half the visitors use more than half of the exlipits elements, the exhibition environment is
probably not overwhelming and contains an appré@naix of modalities, such as reading,
listening, watching, and touching” (Serrell, 1993226). The last requirement is to have
visitors be able to correctly quote or recall spedacts, ideas, attitudes, or concepts related to
the exhibition elements and the exhibition objexdiySerrell, 1993). Based on this model, an
observational evaluation method was developedi®irtteractive room that focused on
assessing attraction, attention, usability, antucal learning.

In addition, participants were surveyed on theinmms to provide data on how the
exhibit itself was experienced by visitors. [f tima@jority of visitors answer with specifics that
relate to the exhibit's educational goals, thendbiéected data would suggest that the exhibit
accomplished its set goals (Serrell, 1993). Theegtboth observational and survey methods,

were used to identify areas for improvement forfthal interactive room design.
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The goal of this project is to increase cultural@tion and group and family interaction
through the use of interactive media. We utilizethputer games, various hands-on activities,
and informational displays in order to accomplisis goal. In order to do so we:

Familiarized ourselves with the Hong Kong Museunt@tory’s Gallery 4: Folk Culture

in Hong Kong and the materials available for thigjgct

Evaluated existing activities in outside museums

Designed/constructed informational displays toadtrce new information in the

Educational Corner.

Designed/constructed interactive computer games

Designed/constructed interactive hands-on games

Implemented the prototypes

Evaluated the prototypes using observational ssuainel written surveys

Developed recommendations to revise the desigredmsthe collected data

)%!

In order to gain a better understanding of howdsign and implement our activities we
evaluated existing museum activities based on diduned value, ease of use, group interaction,
and enjoyment. We visited and evaluated the HonggkMduseum of History’s temporary
exhibit titled “The French Revolutions” to get anse of the types of activities already in use at
the museum. We also visited and evaluated the Hamg Heritage Museum’s Children’s
Discovery Gallery to gain a better understandindexfigns for children’s exhibits. The

activities evaluated included both hands-on adtisiand computer games which were used by



children in a minimally supervised room. It wagortant to view the children’s interactions
under minimal supervision as the Education Cornauld/not be supervised. All evaluations

can be found in Appendix U.

)%#H* ! ! *

To educate the museum visitors about Hong Kongimyltwve provided new information
in the Education Corner in the form of informatibdesplays. To fit the temple theme of the
room and to address the desire of museum curatansriease the amount of information on
important festivals, the informational displays t@n information linked to Chinese festivals
practiced in Hong Kong. Based on the researclopedd in the Hong Kong Museum of
History's library and the importance of each feslkito Hong Kong culture, we designed
informational displays of the following festivaladpractices (see Appendix A for the cited

festival information before translation and sporediting):

% + [0
The Lunar New Year takes place on tieday of the I lunar month and is one of
the most important Chinese festivals in Hong Komye festival signifies a fresh
start and new fortune for the coming year. It isv@ to spend with family, as well as
to pay respect to the gods and the family’s ancegsee Appendix B for final

display).

% & -
The Mid-Autumn festival takes place on thé"Ifay of the & lunar month. This

festival celebrates both the collected harvestthadnoon. Moon cakes are a popular

"0



treat to eat during the Mid-Autumn festival and aften exchanged between friends
and family members. A lantern parade also takaseplith lanterns crafted to look

like objects relating to nature and agriculturee(8@pendix C for final display).

% (
The Hungry Ghost Festival occurs during tduhar month. It is traditionally
believed that during thé"dunar month the gates to the underworld are opened
ghosts are allowed to roam freely. In order toemse vengeful spirits, offerings may
be left out and later burned, and operas are preddrto entertain the ghosts (see

Appendix C for final display).

% * 3
The Dragon Boat Festival happens on tfielay of the & lunar month in honor of
the famous poet Qu Yuan who died by drowning iiverr In memory of Qu Yuan
the villagers near the river started the dragort fesdival. Now villagers throw rice
offerings into the river and organize dragon baaes on this day (see Appendix D

for final display).

% (
The Tin Hau Festival occurs during thé“a8ay of the % lunar month and is a
celebration of the deity’s birthday. Tin Hau idieeed to be a deity of the sea, so this
festival is particularly important to the Boat DVegt since they seek protection on

the sea (see Appendix D for final display).



% 1

Kau Cim or the fortune stick method, takes place at gpterand can be seen being
practised during several festivals, especiallywaidr New Year. The answers from
the predicted fortunes only concern the immediateré and last for one lunar year,

starting from the first day of the Lunar New Yesed Appendix E for final display).

%
The night before the Lunar New Year people decdta® homes with pieces of red
paper with good luck phrases written on them. fwn phrase that is hung above
the central door of the house is “May all your cogs and goings be peaceful”.
These phrases are thought to bring luck to theéhouthe coming year (see

Appendix F for final display).

% *
The Door Gods are paintings of two famous genéhalisare placed on either side of

a doorway to ward off evil spirits (see AppendifoFfinal display).

The text presented on the informational displays ts@nslated into both English and
Traditional Chinese. The displays also containyses that depict the festivals described. All
pictures used were obtained from the museum’s aeshn order to prevent any copyright
infringement. The dimensions of the displays w&tem wide by 91.5cm tall and the displays
were constructed of photo paper mounted on foamdboBhe displays were mounted on the
wall with an adhesive near each table that houseddrresponding activity. Refer to Appendix

V to see a floor plan of the Education Corner.



)%)* ,

The computer provided by the Hong Kong Museum ettty is a 19” touch screen LCD
that runs Windows XP Chinese. The keyboard and maugse not accessible to the players, so
the games followed a touch screen-oriented desiginof the computer games were made with
Adobe Flash© (see Appendix T for Actionscript) amy illustrations used were created using
the programs Photoshop CS4© or Paint.net®©.

Past research has shown that males and females giiéérent learning styles so we
accounted for these differences when designinganees (Wehrwein et al., 2007). Research
also shows that one aspect of Chinese cultureeigitportance of group interaction and the
focus on a community rather than the individuagréfiore this research was also considered
during the designs (Tweed & Lehman, 2002).

The games were designed to be suitable for visiigesl 9 to14 years old. The games
were also designed to last only a short time togmeovercrowding and to increase the potential
number of players. The computer games are seledtaln a main menu screen, allowing for
visitors to choose between each of the short gafieseach game screen there is a button that
allows the player to return to the main menu. Té&éure was incorporated for instances when a
player might leave a game half finished and a nkawygr would need to be able to travel back to
the main menu and begin a new game. After consgiéne above requirements and available
resources, we designed the following games:

% :

Even though salted fish was an important compotuetite lifestyle of the Boat

Dwellers, as a way to preserve their food storeksesmmn an income, the process of

making salted fish was not heavily detailed in &all4. Thus we designed a computer
$3



game that provided a visual and hands-on learrppgoach to teach the player about the
process of making salted fish. In the game, eates takes the player through each
step required for making salted fish. Since pas¢arch shows that children have
different learning styles and process visual antyaleanformation differently, the game
was designed to implement both graphics (visualpmrents) and written text (verbal
components) in order to enhance learning (Wehnetal., 2007). In addition, the game
was designed to be played in less than five minitescourage visitors to experience
the rest of the exhibits and prevent congestionraddhe computer terminal (see
Appendix G for game script).
% 2 $ 3

Through analyzing data provided by the museumfowrad that most school
groups spend less than 10 minutes per gallerypaadnot have the opportunity to view
the entire gallery. In an attempt to counteraist pnoblem, we designed a game to
condense information about important objects ingeak. In this game, players first
view a multitude of objects belonging to the entiteaseum. Then the player begins an
adventure where they need to identify only the ctisjéhat belong to Gallery 4. Once the
player selects an object, a text bubble appearsedisdthem whether the object selected
belongs to Gallery 4 or not. If the object belotmy$allery 4, the player is informed
about the object and its importance. Howevehefabject does not belong, the player is
only told that the object does not belong. Sinast pesearch shows that scoring systems
can lead to increases in learning, we implementszbang system in this game (Gatrris,
Ahlers, & Driskkell, 2002). For every correct sdien the player gains ten points and

for every incorrect selection the player losesgeimts. In addition, the game was
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designed to be played in less than five minutesntmurage visitors to experience the
rest of the exhibits and prevent congestion aradhaccomputer terminal (see Appendix
H for game script).

% 45,

In order to test the player’s knowledge of trauial festivals presented
throughout the Education Corner, we designed a sjuix game. In the game, players
view one question at a time, and are presentedfauithpossible answer choices. The
players are instructed to select the choice thsit dreswers the question, and are only able
to select one choice at a time. After making tkelection, the player is informed
whether their answer is correct. If they chosecireect answer, they see an explanation
as to why the answer was correct. If the playkcsed the wrong answer, they have
another chance to select the right answer. Noeplegn advance to the next question
until a correct answer has been chosen. Sincegsesarch shows that scoring systems
can lead to increases in learning, we implementszbang system in this game (Garris,
Ahlers, & Driskkell, 2002). If the players selectorrect answer, they earn 10 points;
however, if they select an incorrect answer, tlosg [10 points for each incorrect choice.
In addition, the quiz game had nine questions soutd be played in less than five
minutes to encourage visitors to experience thieafabe exhibits and prevent

congestion around the computer terminal (see Apgdridr game script).

)%.* ' ( -
The Education Corner contains four square tablessaoreng 98cm by 98cm, as well as

space in the back of the room to accommodate anaimaller table. The games played at the

$$



tables can accommodate a maximum of eight peopkeafth game. In order to prevent
congestion, the games were designed to only last $hort time and involve at most four
players. In addition, the games were designec toldyed without museum staff supervision.
As with the computer game design, we took into antthe cultural background and gender of
our potential players. After considering all oétrequirements and available resources, we

decided on the following game designs:

% $

Since Gallery 4 presents detailed information arr ftifferent ethnic groups of
Hong Kong (the Boat Dwellers, the Hoklo people, Bumti people and the Hakka
people), we designed a board game to highlight apbaspects of the lives and culture
of each of these groups. To play the game, playdlra die to advance forward on the
board. Players land on different spaces that deothem with culturally themed
instructions (e.g., You had to take shelter in dagaPunti village for the night to be safe
from bandits. Lose 1 turn.). The board also Hastrations with descriptions to provide
additional cultural information. The overall sttuie, playing pieces, and size of the
board game were based off a board game alreadyirusieel museum in “The French
Revolutions Exhibit”. The instructions, spaceg] @icture descriptions were written in
both English and traditional Chinese and the gaamadant to be played by two to four

players (see Appendix J for game script).

0/0 + *
Since past research shows that injecting creadisistin the learning process

facilitates learning; we aimed to design activitie®ncourage creativity (Roschelle, Pea,
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Hoadley, Gordin, & Means, 2000). To do so, weglesd one hands-on activity that
allowed visitors to learn more about the lucky papesed during the Lunar New Year
celebration, by providing them with the opporturtitycreate their own. Visitors are
provided with instructions, including a key withnse examples of lucky characters and
phrases, such as or “Wealth.” They are then provided with smaljpsliof red
paper and pens so that they can create their avky papers.

In addition, we designed another hands-on actihiéy allowed visitors,
especially small children, to learn about the DGods used during the Lunar New Year
celebration, by providing them with the opporturiiycolor their own. In the activity,
the visitors are provided with black and white o of the Door Gods to color in with

the provided crayons (see Appendices K and L fovicscripts).

%

In order to teach visitors more about fortune nelliituals, we designed a hands-
on activity that allowed the visitor to experieracsimulation of thé&au Cimfortune
telling method. A sub-goal of this activity wasdncourage group interaction. In this
activity, a visitor shakes a container until alsp@asses through the slit; however, the
activity was designed such that only one stick gass through at a time. A number was
written on each of twenty eight sticks, and thetergakes note of the number written on
the protruding stick. The visitor then looks up tmeresponding fortune in the book

located at the station (see Appendix M for gamggcr
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After all of the activities (i.e., the computer gasnand hands-on activities) and displays
were implemented in the museum’s Education Comerassessed the visual appeal, ease of
use, level of interaction, level of engagementelef fun, and amount of knowledge gained.

)%6%!

A total of 108 (31 male, 61 female, and 16 did respond) visitors to
the museum participated in taking one of the sus\ympvided. A total of 25 (3 male, 18 female,
4 did not respond) visitors participated in theomfiational displays survey, 23 (12 male, 10
females, 1 did not respond) visitors participatethe computer games survey, and 60 (16 male,
33 females, 11 did not respond) visitors parti@dah the hands-on survey. In addition,
participants ranged in age (2 were 6-8 years, 4@ @€l4 year, 31 were 15-20 year, 8 were 21-
30 year, 1 was 31+ and 20 did not respond) (se@®’qtip N for surveys) .

A total of 75 (23 male, 42 female and 10 did msi{pond) museum
visitors participated in the survey to judge leaghamount. Of these visitors 15 took the survey
before encountering the Education Corner and 5K tfo® survey after encountering the

Education Corner (see Appendix O for survey).

In order to assess the visual appeal, ease pfavat of fun, and
perceptions of the amount of knowledge gained, ureeyed visitors of the Education Corner.
We created separate surveys for each componentlieecomputer games, hands-on activities,

and informational displays) of the Education Corndsing a 5-point Likert-type scale (1 = Not
$l



At All; 5 = Very Much), participants indicated: fl)e extent to which they liked the graphics, 2)
the level of the ease of use, 3) the level of emj@nyt, 4) the amount that was learned. In
addition, demographic information (e.g., gender agel) was collected. Participants were also
allowed to write comments on how to improve thevétats and displays in the Education
Corner. Any comments that were written in TradiibChinese were translated by the museum
staff. Each survey was written in both English anaditional Chinese so that they could be
read by the majority of the visitors to the EdugatCorner (see Appendix N for each survey).

In order to evaluate the amount of knowledge eghiinom their
time in the Education Corner, we created a surgeastess learning. The survey addressed two
criteria: 1) the current amount of knowledge th&ter had of the festivals displayed in the
Education Corner and 2) how familiar the visitorsweith the festival prior to viewing the
exhibits. To determine the amount of knowledgevisgor had concerning the festivals, a four
guestion quiz was created. To assess prior kn@sleflthe festivals, participants indicated how
familiar they were with each festival prior to vie the exhibits on a 5-point Likert-type scale
(1 = Not At All; 5 = Very Much). In addition, dengeaphic information (e.g., gender and age)
was collected. We also indicated whether the gaig taken before interacting with the
Education Corner or after interacting with the Eatian Corner (See Appendix O for the

learning assessment survey).

The procedure for both the evaluation survey aeddarning assessment was identical
and run at the same time. Before entering the &thrcCorner, a sign informed visitors about
the study, and all visitors were greeted by a Qage-speaking researcher (see Appendix Q for
signs used). Visitors were able to participatenia types of surveys, one to evaluate the

$.



effectiveness of activities within the room, anet@a measure the knowledge participants had
about the festivals. As the visitors exited themaall were asked to complete short surveys after
interacting with the different types of activitiaad instructed to only answer questions
concerning the games they played. In addition,esat@re asked to take a short quiz prior to
interacting with the activities (to assess prioowtedge), and others were asked to take the short
quiz immediately after interacting with the exhsbfto assess learned knowledge). After

handing in the quiz, the researchers indicated drghe quiz had been taken before or after
interacting with the Education Corner. After coetpig the surveys and quizzes, participants
were thanked and given a complimentary souvenir.

)%6%# 7

A total 801 visitors were observed during the obagonal study (see Appendix P for

observation sheets).

In order to assess the improper use of the games, df interaction, and level of

engagement, we conducted a naturalistic observafitre visitors of the Education Corner.
The observational study used was based off of greigiShettel (1973) model (Serrell, 1993).
For these observations, we focused on individualmments (i.e., computer games, hands-on
activities, informational displays, and the overatbm) of the Education Corner.

For the computer games, we observed three cri&ria:
whether the player used the game improperly, bXkdrghe player engaged in social interaction
while playing the games, and c) how long the plapent playing each game for the first time

(or their level of engagement). The game was ddemée used improperly if the player got
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stuck at a point in the game and could not advamcié the player disregarded the instructions
of the game and began to select the buttons rarydo8dcial interaction was determined by
whether the player engaged in conversation withirerovisitor while playing the game, and we
also recorded the number of adult-child interactiofo get a sense of the level of engagement,
the total time a visitor played each game for tret fime was measured using a watch and
recorded. The observations were separated intdifive ranges; less than 30 seconds, between
30 seconds and 1 minute, between 1 minute and @tesinbetween 2 minutes and 3 minutes,
and over 3 minutes. It was also noted whethepéngcipant played the game multiple times.

The observations for these activities were simtdahose for the
computer games. The only difference was in the imeervals used for the Door Gods/Spring
Scrolls and board game activities. The five separme ranges for these activities were; less
than 1 minute, between 1 to 4 minutes, between7nnutes, between 7 to 10 minutes, and
greater than 10 minutes.

For the overall room we observed three criteridha)amount of time the
visitors spent in the Education Corner, b) whetrer materials used in the Education Corner
were damaged during game play, and c) whetheridiiters were attracted to the games located
in the Education Corner. To get a sense of thel lelvengagement, the total time a visitor spent
in the Education Corner was measured using a vwatdhrecorded. The observations were
separated into five time ranges; less than 1 mjmg®veen 1 minute and 3 minutes, between 3
minutes and 10 minutes, between 10 minutes andi20tes, and greater than 20 minutes. We
would determine whether the materials were damagéte end of each two hour observation

period and recorded the measure of damage andwelsalamaged. We would mark the games
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as attracting visitors by whether a visitor movedront of the games and viewed them for at
least 5 seconds.

! For the informational displays we observed thréeca: a)
whether the informational displays attracted thsttors in the Education Corner, b) whether the
informational displays were read by the visitors] &) whether the visitors engaged in social
interaction while viewing the posters. We wouldrknhe informational displays as attracting
the visitor by whether the visitor moved in frorfitle display to view it. We determined if the
visitor read the informational displays by obsegvihem viewing the displays for greater than
50 seconds. Social interaction was determined lugtieer the visitor engaged in conversation

with another visitor while viewing the displays.

In order to evaluate the criteria stated abovweetiesearchers observed the visitors of the
education room twice a day for two hour intervdl8:00 A.M. to 12:00 P.M. and 2:00 P.M. to
4:00 P.M.). The researchers sat at the tableddcatthe front right in order to avoid undue
interaction with the visitors being observed. lEeesearcher was assigned a specific component
of the Education Corner (i.e., computer games, sramdactivities, informational displays, and
the overall room) and recorded observations perttiteeonly that component. Since there were
three observers at one time, one observer wasnsige® for computer games, one for hands-on
activities, and one for both the informational désys and the overall room. To help reduce
observer bias and to increase reliability of theeslations, each researcher was assigned to new
components for every time interval (e.g., compgeenes at time interval 1 and hands-on at time
interval 2). While we did not have multiple obserw viewing the same component at one time,
we did have multiple observers viewing the samepmment over the course of the study.
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From the observations conducted, we assessed tirawted visitors were to the room

and whether they stayed in the room over 1 min@eer a two hour interval, the average
number of persons entering the room was 100.325=(52.62). From this total, approximately
77 (SD=50.57) visitors on average (76.53%) remainetthé@room over 1 minute during this
time interval. Therefore 76.53% of the visitorsvad through the room at a rate less than 300
ft?/min, which, according to researched museum evialuatandards, indicates that 76.53% of
the room visitors were considering the informati@arning, and involved within an exhibit
(Serrell, 1993). This observational data shows tthe Education Corner was a successful
museum exhibit in terms of retaining attractedtors.

The room was designed to encourage visitors todspetween 1 to 20 minutes in the
room because 1 minute was too short a period tereqce the room and staying over 20
minutes would indicate that the room was distrartire visitors from viewing the rest of the
gallery. The amount of time each individual sperthe interactive room was also recorded, and
it was determined that the majority of visitorsystd in the room under 20 minutes. Between 1
to 20 minutes, 70.91% of all visitors were in tbem, indicating that the interactive exhibit was
successful in keeping visitor attention while stiticouraging people to view other parts of the
gallery.
9%0!%0# *

From the observations conducted, we assessedtirawtad visitors were to the displays,

how likely people were to read the displays, amg hauch the displays encouraged social
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interaction. As seen in Table 1, very few peoptekked at the displays and there were some days
when individual displays did not attract any atiemt Each display attracted a relatively equal
number of viewers on average. Also, each dispadydn almost equal number of its attracted
visitors read them as seen in Table 2. All theldigs attracted 12.72% of the people in the

room, but of that small percentage of people 73.088d them. This analysis illustrates that

very few people in the room were attracted by tispldys, but those who were attracted

typically found them interesting.
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The observational survey also recorded instancesn e displays facilitated social
interaction. The collected data showed that e&gblal/ facilitated little to no recorded social

interaction. Of the visitors who read the displaysly 8.77% were observed engaging in social
&&



interaction at the same time. The Lunar New Y@ar @ragon Boat/Tin Hau displays were not
seen to have facilitated any interactions at @Hlis observational data indicated that the
informational displays did not engage visitorsagial interactions and interactive learning.
.%!90)

From the observations conducted, we assessedttraeted visitors were to the
computer games, how long the games took to play,rhany people understood the directions,
and how much the computer games encouraged so@ehction. Of visitors who stayed in the
room for over 1 minute, 36.98% were attracted sodbmputer games. As illustrated in Figure
1, the Salted Fish game was played far more ofgandividuals than either of the two other

games, indicating that it was the most popularemdyable computer game.

Total People: 157
Quiz; Salted
24%, 38 Fish;
62%, 97

What
Belongs;
14%, 22

The observation survey also recorded game plag tondetermine whether the computer
games stayed in the target game time of betweee&nds and 3 minutes. Game times that

lasted less than 30 seconds were too short foepay process the information and learn from
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the games. Computer games that lasted over 3 esinutuld increase overcrowding and would
discourage players from playing multiple gameshe majority of all of the recorded play times
stayed in the desired time frame with 88.66% of3aéted Fish, 81.82% of the What Belongs,
and 86.84% of the Quiz play times being greatem B8aseconds and less than 3 minutes long.
This data illustrates that the computer game @agth for each game was measured to be
acceptable.

The observational study measured the frequencyhatwvisitors misunderstood the
directions and/or played the games improperly. ddwnts for improper use varied for each
computer game, but overall only 4.46% of computang players misunderstood instructions or
had trouble using the games. The Quiz game incpéat was easy for observed players to
understand as it was never observed to cause awndearstanding. This may be due to the
game following a familiar scheme that most visitawgliences can understand. The What
Belongs game was used incorrectly the most oftéim ¥8.64% of all players using the game
improperly. The majority of these observed situadi were when the players interpreted the goal
of the game to be clicking on every object rathantjust clicking objects belonging to Gallery
4. Only 4.12% of Salted Fish game participantsavsemfused by directions. These situations
were typically observed with older players who dat understand where to click. Overall, the
computer games were fairly understandable and lesbglihe majority of players.

Despite the computer games restricting game playly one player, a large number of
social interactions were recorded between playsisoédservers. During an average computer
game, approximately 2.09 people engaged in sati@ddction around the game. Among the
different games, the Salted Fish game had theageaterage number of people (2.29)

participate in social interactions when compareth&éoWhat Belongs game (1.59 average
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people) and the Quiz game (1.87 average peoplal data indicates that the computer games
encouraged social interaction and that the Saligd game encouraged slightly more interaction
than the others.

9%!%. (

Using the observation survey data, we analyzedmawy visitors were attracted to and
played the hands-on activities, how long the atiéisitook to play, how many people understood
the directions, and how much the computer gamesugaged social interaction. The majority
of the visitors who came to the Education Cornetigpated in at least one of the hands-on
activities. Among observed visitors who stayedjlemthan 1 minute, 52.2% participated in the
Door Gods/Spring Scrolls activity, 21.46% played Board Game, and 16.82% used the
Fortune Telling game. However, higher percentajelsese visitors were attracted to the Door
Gods/Spring Scrolls, Board game, and Fortune tetimme as seen in Figure 2. The percent of
attraction was very high do to the observation ihdividuals often interacted with the players
even though they were not actively participatingh@ game. These findings indicated that the
hands-on activities were very popular, even byehust actively participating. The Door
Gods/Spring Scrolls activity was very popular imtgallar. The observational study also
recorded the amount of time it took for each indiial to participate in an activity and this
analyzed data determined that 20% of the Door Gpitsig Scrolls participants played for
longer than 10 minutes. This suggests that ther Bmwds/Spring Scrolls activity was so popular
that it kept 20% of participants playing past tlesided time frame. Due to this, the Door
Gods/Spring Scrolls activity may have discouragedars from experiencing more of the

exhibit as they spent too much time on the oneiagti



Total People: 1066

Fortune
Telling;
18%, 190

Door
Gods/
Spring

Scrolls;

49%, 522

Board
Game;
339%. 354

The observations recorded how many time particgdiut not follow activity directions
to determine how easy and understandable the gam¢onise. Analyzed data determined that
11.49% of Board Game and 12.93% of Fortune Teljiawgne participants misunderstood the
directions/used the game incorrectly. The Door$s8dring Scrolls activity, however, had no
recorded situations where the directions were ngiststood. These findings indicate that the
Door Gods/Spring Scrolls had better directions ereasimply an easier activity to understand
than the other two activities.

Social interaction and activity play length welsoarecorded during observations to
determine whether the games encouraged interacliba.hands-on games had high recorded
levels of social interaction as illustrated in Fig®. The Door Gods/Spring Scrolls activity in
particular was responsible for the majority of sbanteraction in the room. This is mostly due

to the Door Gods/Spring Scrolls activity being thest popular. The collected data indicated
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that the hands-on games encouraged social intenaetith the Door Gods/Spring Scrolls

activity having the highest levels.

Fortune Total PeOple: 632 DoorGods
Telling; /Spring
18%, 115_____ Scrolls;
57%, 362

Board
Game;
25%. 155

() ! & ™
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In order to determine the effectiveness of eaciviac{computer games and hands-on
activities) and displays in the areas of a) edocali content and b) enjoyment, we determined
the average visitor rating. We also compared détieg of each activity and display collected
from everyone with the rating of each activity atisplay from the age range of 9 to 14 years
old. In addition, we determined if there was arelation between the educational content of the
activity or display and the enjoyment the visitergeived. Because we wanted to assess the

gualities of each game individually, we analyzeel tbsults based on each game.
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Overall we found that the board game was ratacteess in the areas of learniid £
4.04,SD=.68) and enjoymeniM = 3.89,SD=.96). We also investigated whether the reported
learning from the board game was related to thegpezd enjoyment of the game; however, we
found no correlation between these two variables,29, p = .16. Therefore we determined that
learning was not related to the perceived enjoyroétite board game.

! Since the activities were designed for visitoosf the ages of 9 to 14
years old, we wanted to see if the age of the@pant influenced how much they reported
learning and enjoying the board game. To seeeiptrticipant’s age influenced how much they
reported learning from the board game and the tegdevel of enjoyment, we conducted
separate one-way ANOVAs. Since only one partidipeas between 6 to 8 years old, we
excluded this participant from the analyses. seiits show that there was no significant
difference in the 9 to 14 year oldd £ 4.25,SD = .71) as compared to everyone elde<3.90,
SD=.74),F(1, 16) = 1.04p = .32 in the perceived amount of knowledge gaifiée: results
also show that there was a significant differemcthe 9 to 14 year old$A= 5.00,SD= 0) as
compared to everyone eldd € 3.70,SD = .95),F(1, 16) = 14.84p = .001 in the amount of
reported enjoyment. Based on our data, we condltiti the participants’ age influences how
much they reported enjoying the board game buhaat much they learned. This finding

suggests that the designed board game did targéttod4 age group.

Overall we found that the Door Gods activity wated a success in the areas of learning

(M = 3.89,SD=.96) and enjoymenM = 4.12,SD=1). We investigated whether the reported
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learning from the activity was related to the pered enjoyment of the Door Gods activity and
found a correlation between these two variables,55, p = .02. Therefore we determined that
learning was related to the perceived enjoymeth®Door Gods activity.

! Since the activities were designed for visitoosf the ages of 9 to 14
years old, we wanted to see if the age of the@pant influenced how much they reported
learning and enjoying the Door Gods activity. e # the participant’s age influenced how
much they reported learning from the Door Godsvagtand the reported level of enjoyment,
we conducted separate one-way ANOVAs. Since oméyparticipant was between 6 to 8 years
old, we excluded this participant from the analys€ke results show that there was no
significant difference in the 9 to 14 year ol84 £ 4.33,SD = .50) as compared to everyone else
(M =3.60,SD=1.14),F(1, 12) = 2.88p = .12 in the perceived amount of knowledge gained.
The results also show that there was a signifiddfégrence in the 9 to 14 year oldd € 4.75,
SD=.46) as compared to everyone elge«3.40,SD=1.14),F(1, 11) =9.21p=.011 in the
amount of reported enjoyment. Based on our dagscamcluded that the participants’ age
influences how much they reported enjoying the D&ods activity but not how much they

learned. This finding suggests that the desigrmendogame did target our 9 to14 age group.

Overall we found that the spring scrolls activitgswated a success in the areas of leariihg (
3.89,SD=1.02) and enjoymenM = 4.41,SD= .90). We investigated whether the reported
learning from the activity was related to the pered enjoyment of the spring scrolls activity
and found a correlation between these two variabkes45, p = .002. Therefore we determined

that learning was related to the perceived enjoyrakthe spring scrolls activity.

*3



! Since the activities were designed for visitoosif the ages of 9 to 14
years old, we wanted to see if the age of the@patnt influenced how much they reported
learning and enjoying the spring scrolls activiiyo see if the participant’s age influenced how
much they reported learning from the spring scradisvity and the reported level of enjoyment,
we conducted separate one-way ANOVAs. Since oméyparticipant was between 6 to 8 years
old, we excluded this participant from the analys€ke results show that there was no
significant difference in the 9 to 14 year olts € 3.9,SD= .91) and everyone elskl = 3.82,
SD=1.08),F(1, 29) = .05p = .82 in the perceived amount of knowledge gaifiée: results
also show that there was no significant differeincthe 9 to 14 year old$A = 4.35,SD= .81) as
compared to everyone eldd € 4.27,SD=.90),F(1, 29) = .06p = .81 in the amount of
reported enjoyment. Based on our data, we condltiti the participants’ age influences

neither how much they reported enjoying the spsic@lls activity nor how much they learned.

Overall we found that the fortune telling game wated a success in the areas of learning
(M =3.90,SD= 1) and enjoyment{ = 4.43,SD=.9). We investigated whether the reported
learning from the game was related to the percetvgoyment of the fortune telling game;
however we found no correlation between these tar@bles, r = .28, p = .13. Therefore we
determined that learning was not related to thegeed enjoyment of the fortune telling game.

! Since the activities were designed for visitoosrf the ages of 9 to 14
years old, we wanted to see if the age of the @paint influenced how much they reported
learning and enjoying the fortune telling game. s€e if the participant’s age influenced how
much they reported learning from the fortune tegllgame and the reported level of enjoyment,

we conducted separate one-way ANOVAs. Since onéy/participant was between 6 to 8 years
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old, we excluded this participant from the analyséle results show that there was no
significant difference in the 9 to 14 year olts £ 4.40,SD= .52) and everyone elskl = 3.7,
SD=1.078),F(1, 24) = 3.8p = .06 in the perceived amount of knowledge gaifiée results
also show that there was no significant differeincthe 9 to 14 year old$A = 4.50,SD = .85) as
compared to everyone eldd € 4.50,SD= .516),F(1, 24) = 0p = 1 in the amount of reported
enjoyment. Based on our data, we concluded tlegbainticipants’ age influences neither how
much they reported enjoying the fortune telling gamor how much they learned.

YoHYoH

Overall we found that the What Belongs game wasdratsuccess in the areas of learning
(M =4.09,SD= 1.14) and enjoymenM = 3.82,SD=1.17). We investigated whether the
reported learning from the game was related tg#reeived enjoyment of the What Belongs
game and found a correlation between these twablas, r = .92, p = .0. Therefore we
determined that learning was related to the peeceenjoyment of the What Belongs game.

! . Since the activities were designed for visifoosn the ages of 9 to 14
years old, we wanted to see if the age of the @paint influenced how much they reported
learning and enjoying the What Belongs game. Eoifstle participant’s age influenced how
much they reported learning from the What Belorgmeg and the reported level of enjoyment,
we conducted separate one-way ANOVAs. The reshlisv that there was no significant
difference in the 9 to 14 year oldd £ 4,SD= 1.55) as compared to everyone ele=(4.2,SD
= .45),F(1, 9) = .08p = .79 in the perceived amount of knowledge gaifiée results also show
that there was no significant difference in the 94 year oldsNl = 3.83,SD= 1.47) as
compared to everyone eldd € 3.80,SD=.84),F(1, 9) =.002p = .97 in the amount of
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reported enjoyment. Based on our data, we condltit the participants’ age influences
neither how much they reported enjoying the WhdoBgs game nor how much they learned.
!

Overall we found that the quiz game was rated aesgin the areas of learninlg €
4.25,SD=.75) and enjoymenM = 4.25,SD= .87). We investigated whether the reported
learning from the game was related to the percearngoyment of the quiz game and found a
correlation between these two variables, r = .73,@07. Therefore we determined that learning
was related to the perceived enjoyment of the gaine.

! Since the activities were designed for visitoosrf the ages of 9 to 14
years old, we wanted to see if the age of the @paint influenced how much they reported
learning and enjoying the quiz game. To see ifpduicipant’s age influenced how much they
reported learning from the quiz game and the repdevel of enjoyment, we conducted separate
one-way ANOVAs. The results show that there wasignificant difference in the 9 to 14 year
olds M = 4.33,SD= .82) as compared to everyone ele<(4.17,SD=.75),F(1, 10) = .14p =
.72 in the perceived amount of knowledge gainee rBsults also show that there was no
significant difference in the 9 to 14 year olt$ € 4.67,SD= .52) as compared to everyone else
(M =3.83,SD=.98),F(1, 10) = 3.38p = .10 in the amount of reported enjoyment. Based
our data, we concluded that the participants’ afjaences neither how much they reported

enjoying the quiz game nor how much they learned.

Overall we found that the salted fish game waddratsuccess in the areas of learniMg (
= 4,SD=.95) and enjoymenM = 4.05,SD=.92). We investigated whether the reported

learning from the game was related to the percetvgolyment of the salted fish game; however
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we found no correlation between these two varialsles23, p = .32. Therefore we determined
that learning was not related to the perceivedyangnt of the salted fish game.

! . Since the activities were designed for visitfoosn the ages of 9 to 14
years old, we wanted to see if the age of the@pant influenced how much they reported
learning and enjoying the salted fish game. Toifsée participant’s age influenced how much
they reported learning from the salted fish gangkthe reported level of enjoyment, we
conducted separate one-way ANOVAs. The resulterghat there was no significant difference
in the 9 to 14 year old8A = 4.17,SD= .72) as compared to everyone elde<3.78,SD=1.2),
F(1, 19) = .86p = .37 in the perceived amount of knowledge gaifiée results also show that
there was no significant difference in the 9 toygdr olds M = 4.08,SD = .9) as compared to
everyone elseM = 4.00,SD=1),F(1, 19) = .04p = .84 in the amount of reported enjoyment.
Based on our data, we concluded that the partitshage influences neither how much they
reported enjoying the salted fish game nor how nthely learned.

YoH%) " *

Overall we found that the spring scrolls and Dood&informational display was rated a
success in the areas of learnibMy£ 4.2,SD= 1.16) and enjoymeniM( = 4,SD=1). We
investigated whether the reported learning fromgéu@e was related to the perceived enjoyment
of the spring scrolls and Door Gods informationiapthy and found a correlation between these
two variables, r = .65, p =.0. Therefore we deiaed that learning was related to the perceived
enjoyment of the spring scrolls and Door Gods imfational display.

! . Since the activities were designed for visifoosn the ages of 9 to 14

years old, we wanted to see if the age of the @paint influenced how much they reported
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learning and enjoying the appearance of the sgnglls and Door Gods informational display.
To do so, we conducted two separate one-way ANOVH=® results show that there was no
significant difference in the 9 to 14 year ol84 € 4.15,SD= 1.07) as compared to everyone
else M =4.14,SD=1.57),F(1, 18) = 0p = .99 in the perceived amount of knowledge gained.
The results also show that there was no signifiddference in the 9 to 14 year oldd € 4.15,
SD=.8) as compared to everyone elgke«3.71,SD=1.25),F(1, 18) = .92p = .35 in the
amount of reported enjoyment of the appearancesedan our data, we concluded that the
participants’ age influences neither how much tteported enjoying the appearance of the

spring scrolls and Door Gods informational disptay how much they learned.

Overall we found that the fortune telling infornmatal display was rated a success in the
areas of learning{ = 4.14,SD = .89) and enjoymenM = 4.14,SD = .94). We investigated
whether the reported learning from the game wage@lto the perceived enjoyment of the
fortune telling informational display and found @relation between these two variables, r = .77,
p =.0. Therefore we determined that learning reéeted to the perceived enjoyment of the
fortune telling informational display.

! Since the activities were designed for visitoosrf the ages of 9 to 14
years old, we wanted to see if the age of the@paint influenced how much they reported
learning and enjoying the appearance of the fortalieg informational display. To do so, we
conducted two separate one-way ANOVAs. The reshitsv that there was no significant
difference in the 9 to 14 year oldd € 4.08,SD = .95) as compared to everyone elde<4.40,
SD=.89),F(1, 16) = .43p = .52 in the perceived amount of knowledge gaifiée: results also

show that there was no significant difference m ®to 14 year old${ = 4.00,SD=1) as
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compared to everyone eldd € 4.40,SD= .89),F(1, 16) = .61p = .45 in the amount of
reported enjoyment of the appearance. Based odatar we concluded that the participants’
age influences neither how much they reported @mjoghe appearance of the fortune telling
informational display nor how much they learned.

#$%

Overall we found that the Lunar New Year informa#bdisplay was rated a success in
the areas of learning/( = 4.35,SD = .89) and enjoymenM = 4.09,SD=1.13). We
investigated whether the reported learning fromgiuee was related to the perceived enjoyment
of the Lunar New Year informational display andridwa correlation between these two
variables, r = .43, p = .043. Therefore we deteadithat learning was related to the perceived
enjoyment of the Lunar New Year informational daspl

! Since the activities were designed for visitoosrf the ages of 9 to 14
years old, we wanted to see if the age of the @paint influenced how much they reported
learning and enjoying the appearance of the Lureav Mear informational display. To do so,
we conducted two separate one-way ANOVAs. Thelteshiow that there was no significant
difference in the 9 to 14 year oldd € 4.55,SD = .69) as compared to everyone elde<4.00,
SD=1.16),F(1, 16) = 1.6p = .22 in the perceived amount of knowledge gaifidée results
also show that there was no significant differeincéne 9 to 14 year old$4A = 4.36,SD= 1.03)
as compared to everyone eldé£ 3.71,SD= 1.38),F(1, 16) = 1.31p = .27 in the amount of
reported enjoyment of the appearance. Based odatar we concluded that the participants’
age influences neither how much they reported emgpthe appearance of the Lunar New Year

informational display nor how much they learned.
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Overall we found that the mid-autumn and hungrysglaformational display was rated
a success in the areas of learnikig« 4.38,SD = .87) and enjoymenM = 4.29,SD=1.1). We
investigated whether the reported learning fromgiiee was related to the perceived enjoyment
of the mid-autumn and hungry ghost informationapthy; however we found no correlation
between these two variables, r = .3, p = .19. &foee we determined that learning was not
related to the perceived enjoyment of the mid-aumtamd hungry ghost informational display.

! . Since the activities were designed for visifoosn the ages of 9 to 14
years old, we wanted to see if the age of the @paint influenced how much they reported
learning and enjoying the appearance of the midrantand hungry ghost festivals
informational display. To do so, we conducted separate one-way ANOVAS. The results
show that there was no significant difference i 9o 14 year olds = 4.27,SD=.79) as
compared to everyone eldd € 4.20,SD= 1.3),F(1, 14) =.02p = .89 in the perceived amount
of knowledge gained. The results also show thaetthwas no significant difference in the 9 to 14
year olds 1 = 4.55,SD = .69) as compared to everyone elde<{3.80,SD=1.64),F(1, 14) =
1.72,p = .21 in the amount of reported enjoyment of apgreee. Based on our data, we
concluded that the participants’ age influencetheeinow much they reported enjoying the
appearance of the mid-autumn and hungry ghostvéstinformational display nor how much

they learned.

)

Overall we found that the dragon boat and Tin Hd&armational display was rated a
success in the areas of learniMy< 4.24,SD = .89) and enjoymenM = 4.24,SD=.77). We

investigated whether the reported learning fromgiiee was related to the perceived enjoyment
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of the dragon boat and Tin Hau informational digpteowever we found no correlation between
these two variables, r = .21, p = .37. Therefoeed@termined that learning was not related to
the perceived enjoyment of the dragon boat andHEn informational display.

! . Since the activities were designed for visitoosn the ages of 9 to 14
years old, we wanted to see if the age of the@pant influenced how much they reported
learning and enjoying the appearance of the drégahand Tin Hau festivals informational
display. To do so, we conducted two separate caneANOVAS, we conducted two separate
one-way ANOVAs. The results show that there wasignificant difference in the 9 to 14 year
olds M =4.09,SD= 1.04) as compared to everyone eMe=(4.20,SD= .84),F(1, 14) = .04p
=.84 in the perceived amount of knowledge gaifié results also show that there was no
significant difference in the 9 to 14 year ol € 4.27,SD=.77) as compared to everyone else
(M =4.00,SD=.71),F(1, 14) = .44p = .52 in the amount of reported enjoyment of appece.
Based on our data, we concluded that the partitshage influences neither how much they
reported enjoying the appearance of the dragondwhiin Hau festivals informational display
nor how much they learned.

.%)

To judge the amount of knowledge learned by theammmsvisitor, we conducted a quiz
survey utilizing pre-test and post-test data. Watritiuted a quiz to be taken by visitors before
interaction with the Education Corner (pre-test) aw visitors after interacting with the
Education Corner (post-test). Using a one-way AMCWnd found that there was no statistically
significant difference in the score of the pre-festticipants 1 = 1.27,SD = .96) and the post-

test participantsM = 1.26,SD= 1.04)F(1,52) = .001p = .97. Based on this data we were
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unable to conclude that there was a significane@se in learning after interacting with the

Education Corner.
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Over the course of our study we judged the effeatess of the activities and displays in
the Education Corner through the use of surveysoésdrvational studies. Based on these
results, we were able to asses each of the roorp@oents based on usability, social interaction,
level of enjoyment, educational value, and attaactiAn important finding was a positive
correlation between education and enjoyment (he.more enjoyable the game was, the more
visitors reported learning) for each of the thresgantypes of our activities; hands-on games,
computer games, and informational displays. Qlerar analysis supports the hypothesis that
by utilizing interactive activities, visitors wille engaged in cultural learning. Using these
analyses, we were able to make recommendations\fsovement to the interactive room and
future research.

6%# + 8

Within the study, there were a few limitations th#fected the collected data. First, the
sample size of the surveys was small for childreaur focus age group (9 to 14 years) which
limits the accuracy and precision of the analys&dditionally, since not every participant
completed all the sections of the survey, samplessior each section varied, which could lead
skewed data. Future research could perform aairstildy with a larger sample size to see if
the statistical results vary.

Another limitation to gathering our data was thenfat of the quiz survey that we
distributed to the visitors. The final versiontbé quiz had only four questions for the children
to answer, after having to remove some for tramsiand content reasons. By having more

guestions, there would be a greater variance isd¢bees. If a similar evaluation was later
3



conducted, it would be helpful to include a largamber of questions to increase the power of
the evaluation in terms of the analytic significanc

Due to the limited number of observers, the largeant of factors to be observed, and
the large number of visitors that explored the radrance, it was difficult, at times, to collect
accurate measurements for the observational sundaysire studies should employ more
evaluators to increase the validity of the dathe $tudies could also focus in on certain aspects
only, instead of considering as many observatioredsurements at once. Either of these
revised methods would reduce the number of inatewezordings due to the evaluator needing
to attend to many factors at one time and produaes mepresentative data.

We originally planned to survey visitors beforeéezimg the Education Corner and again
afterwards in order to draw conclusions on how mihehroom taught them. Since we had no
formal method of having participants take survdysaa of time and many groups had time
limitations for viewing the exhibit, we were unalbiteget the same people to take the quiz twice.
Visitors who only went through a part of the exhddso had an effect on the accuracy of our
results, as the quiz was intended to be taken thigevisitor had interacted with everything in the
room. Future research could conduct a similarystidgere the same participants are given both
a pre-test and post-test to analyze the amountddar
6%) 8

Based on our observations we have come up witim@bar of recommendations that we
feel will improve the interactive room at the Hokgng Museum of History. We have divided
these into two categories, Aesthetics and Room liangtommendations and Activity Specific
recommendations. The Activity Specific recommeiutet are listed below, while the

recommendations regarding Aesthetics & Room Lagauatbe found in Appendix R.



Given the number of visitors who participated im 8pring Scrolls activity, we found the
provided materials were rapidly consumed. Papgplgas were expended quickly and were
often wasted, while the few pens that we providedtdry quickly. In order to correct this, the
museum would need to keep a substantial numbettia packets of paper and pens on hand to
replace the expended ones as they run out. Teh@fabnsumption could be decreased by

amending the instructions to ask that the partidijpaly use a maximum of two sheets each.

Since our Door God activity received a perfect ailb rating in enjoyment for our age
group, we can conclude that it was a well receaettvity. There are ways, however, that we
might improve it with regards to the Education Goras a whole. The pictures used in the
activity are quite detailed, and children oftenet@kliong time to color them in. For children who
have a limited time in the museum and especiathge¢hwith a short time in Gallery 4 it is
important that we allow the children to see as mofdine room as possible. By simplifying the
drawings the children would be able to finish theare quickly and therefore move on to the

rest of the activities in the Education Centre.

The fortune telling activity was quite popular,as data clearly showed. It received a
perfect 5 out of 5 rating for enjoyment from eadclhe visitors in our target age group who gave
feedback on the game. Although the children cestaseemed to enjoy it, there are still some
improvements that can be made to the design toowepits ease of use. For one, the game itself
was made by hand by our group, whicbant that it did not have the precision constomcthat

a machine-made product or even a game hand-maaekijted professional would have. It
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also is not a perfect replica of typi¢ghu Cimfortune telling pieces and doesn’t work in exactly
the same way, which sometimes confuses the visiBysnodifying the design to make it easier
to play and understand, and manufacturing a maregsional looking game, we can likely

improve the enjoyment of the activity for everyone.

The board game was very well received, and ther@@major improvements to be
made to the game itself in concept. The game piesed for the game were created from a
number of lightweight cardboard pieces and foamrder to make them both safer and less
expensive to replace. These pieces often brokaroe apart with extended use, however, which
makes it impossible for children to play with thein.the future we recommend that the
museum designs more durable game piece so thaivihidyg be less likely to break and would

last longer.

Although we attempted to make the directions aarce possible while the player
progresses through the Salted Fish game, somersisitill found the instructions hard to follow.
In order to improve this, we think that the visgavould benefit from adding audio instructions
to each stage of the game. A narrator can expkth step of making salted fish in either
Cantonese or English, depending on the user’s ehaccompanied by further visual indications

such as arrows to clarify the message.

The “What Belongs?” game was created as an inteeastay for children to learn about
the different artifacts kept in Gallery 4. Whileetgame does contain information on many

different items and presents them in an interactiag, the final product was not as effective as
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we had envisioned. We found it difficult to orgamithe game well and still be able to present
the information in an intuitive way, which made atiag an effective game a very difficult task.
Barring an effective solution to this issue, we teat the Museum would best benefit from
removing the game altogether, and replacing iesdtwith a game outlining the process of
making shrimp paste or salt. If replacing it i¢ an option, some possible methods of improving
the effectiveness of the game include having theatd disappear from view once they had been
selected for the first time, and not allowing thayer to click other objects until they read and
close the text box that shows after clicking areobj

6%.

During this process, we have designed and eval@atadteractive room that utilizes
interactive learning in order to promote culturdtieation. Our analyses have suggested that the
designed activities encourage cultural learning @noglide enjoyment for most room visitors.
After implementing the presented suggestions, xinbé should be ready for full-time use in the

museum as an educational resource for all patrons.
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*Note: The following information was submitted teetmuseum before the translation process
and that included edits for content

The Lunar New Year’s Festival (Beginning of the 1stunar Month)

“Kung hey fat choy”, or “happiness and fortuneytw”, is a common greeting used by
people during this festival (Stepanchuk, 1994)s {Ae old year is left behind, so are the
misfortunes, troubles, & wrongs of the past, allogvior a fresh start and new fortune. Before
the New Year, quarrels are resolved, debts aredegad homes are cleaned to prepare for the
coming year. On New Year’'s Day, no one works, sgmgthings, or eats meat as it is a time of
self-purification and renewal.] (Law, 1982, 17 &2 Although each new year celebrates the
coming of one of the zodiac animals, New Yearsastnmportantly a time to show respect to
the gods and ancestors and spend time with family.

In past traditional homes, the family head woufgmincense and pay respect to Heaven,
Earth, the family ancestors, and the guardiantsgatinight. Then they would lock and seal the
doors before midnight as protection against thespirits which were out and about during the
passing of the year. At dawn, the door would bepened and the head would pay respect to
the Heaven and Earth, the ancestors, and the megukitchen God (Law, 1982, 27). Although
this particular tradition is no longer widely praetd, families still have a special family dinner
of many foods with names that signify good luckwi.4982).

Kitchen God

On the 24' day of the1? moon, one week before Lunar New Years, it is t#ad the Kitchen

God visits Heaven to report to the Jade Emperoutadlbthe good and bad deeds of the humans
(Stepanchuk, 1994, 9). At this time, many people the Kitchen God offerings which are
sweet or sticky to keep the God from being ablepeak easily or so he will only say sweet
things about them (Law, 1982, 17).

Mid-Autumn Festival (15" day of the 8th moon)

Occurring at the end of the summer harvest, gstial is a celebration of nature, family,
ancestors, and the harvest (Siu, 1998, 19). Hsisval originated during the Tang Dynasty
(618-906 AD) as a time to watch and admire the mbahit became popular under the famous
first emperor of the Liang Dynasty, Emperor Wu-Viddder, 1983, 51). Also during the Tang
Dynasty, the lantern parade was introduced witkelas shaped in relation to nature, agriculture,
and the local culture (Siu, 1998, 19). The lardemould later be placed on alters with joss-
sticks and the people would pray to Yueh Lao-yBk {ld man on the moon), the Three-Legged
Frog who also lived on the moon, and the Spird@f (Modder, 51). People would take time
during this festival to give thanks for the pleatiharvest, gaze at the moon, and eat moon-
shaped fruit and mooncakes (Law, 1982, 73).

Mooncakes have thin wrappings with fine, sweenitax lotus seed paste and egg yolks
inside (Szeto, 1996, 99). Since the Southern &ymgasty (1127-1279 AD), mooncakes have
been exchanged between family and friends duriadetival (Modder, 1983, 51). There is a
well-known legend involving the moon cakes abougiZdy Shi-cheng in which he used the
mooncake custom to send secret messages in moartcahkis friends and relatives telling them

2



to revolt and overthrow the Yuan government onltsiéday of the 8 lunar month (Szeto,
1996, 99).

Hungry Ghost Festival (7th Moon)

According to traditional belief, the seventh morgla time when the gates to the
underworld are open and when ghosts are free to.raengry ghosts are typically those who
died with no children or their line has died otys no one is left to pay patronage with food,
paper clothing, and spirit money to their gravesrduthe Qing Ming festival. They resent this
and are therefore dangerous to people unless pthcdany opera performances are given
during this time to entertain the ghosts. Offesisgnilar to those given to ancestors and gods
are set out for them and later burned at the enldeofteremonies. (Law, 1982, 67)

Legend tells that when Koon Yam, the Goddess ofcMewras still human, she gave the first
feast to the hungry ghosts. However, they weredaaly so next time she asked Taai Si Wong
to help her keep them in line and they behaved rbaetier. Therefore, a giant paper figure of
Taai Si Wong is now carried around the festivaitmess the proceedings and burning of
offerings. At the end of the festival, the papgufe of Taai Si Wong is also burned so that he
can return to Heaven to report the proceedingseédade Emperor. (Law, 1982, 68)

Dragon Boat Festival (8" day of the 8" moon)

Also known as the Double Fifth or the Festivatteé Patriotic Poet, this festival involves
dragon boat races in Hong Kong and other Southans pf China (Modder, 1983). [The boats
are skinny and similarly shaped at each end, wtingjuishable by the detachable head and tail
parts. The heads and tails are kept in the tenwhese the head is respected with incense and
candles as well as protected from dangers tgamgsuch as a woman'’s touch.] (Law, 1982, 53)

There are two main explanations for the origimatd this festival: protection from the
Double Fifth & the legend of Wat Yuen. [The fifthonth is considered a dangerous month,
especially for catching diseases. The fifth datheffifth month, the double fifth, is considered
especially auspicious and dangerous. Therefoagjour boat races were held to ward off the
danger as the dragons are believed to be beneaidrtowerful creatures. Even with this
protective power, traditional villagers still huagomatic plants such as mugwort, pieces of pork
from temples, and onions over village doors togrbagainst evil spirits as an extra precaution.]
(Law, 1982, 54)

[In the legend of Wat Yuen, Wat Yuen was a fampoest and state minister during the
Warring States period ‘(3century BC). He gave wise advice to the kinghef $tate, but the
king would not listen and dismissed Wat Yuen. ésphir, he composed his most beautiful
poem about his ideals, life, and a farewell todwgntry before he threw himself into a river.
The district people took up their boats to seaoscthfm, but once they realized he had drowned,
they threw rice to keep the fish from eating hisyap(Law, 1982, 54; & Modder, 1983, 36-37)
The villagers later held a festival in honor of hismory once a year, which later became the
dragon boat festival. They would give rice offgignwvrapped in leaves in square shapes with
sharp edges to deter demons who tried to eat¢henside (Modder, 1983, 37). Now, most
people themselves eat the rice dumplings at thevéésrather than offering them in the river.



Tin Hau Festival (23° day of the 3 Moon)

One legend tells that Tin Hau was the daughterfafherman during the Sung dynasty.
One night her parents and brothers were out arsgavere caught in a terrible storm. Through
prayer, she miraculously brought them out of tleerstand back to shore. The rest of the story
varies greatly, though she was widely thought tadggable of preventing disasters at sea. She
mysteriously died at an early age but was reveseddnturies as a benevolent being. She was
officially canonized in the ™ century and given the title “Saintly and DiligeSavior.” Her
popularity continued to grow for the next few ceres until, after the successful reclamation of
Taiwan in 1683 due to her aide; she was officidbgmed the Queen of Heaven. The Boat
Dwellers in particular celebrate the Tin Hau feskiwith great enthusiasm, as Tin Hau is
considered to be a deity of the sea. The Tin Hasti¥al is a celebration of Tin Hau'’s birthday.
(Modder, 1983; & Law, 1982)

Spring Scrolls

On the last day of the year, people put up luckygrs around their home. These papers
are marked with the characters for wealth, longewat “the gift of sons” and are thought to
bring luck in the coming year. Above the door, piease “May all your comings and goings be
peaceful” is typically hung. The Boat Dwellersafsarticipate in this tradition, hanging the
phrase “May you have a favorable wind all the wagfoss the entrance to their fishing junk.
(Law, 1982, 18)

Door Gods

One legend explains that Emperor T'ai Tsung offtlamg Dynasty could not sleep
because he was haunted by restless spirits. @hems two greatest generals, Ch’'in Shu-pao
and Yu Ch’'in Ching-te, guarded the palace doorevhé slept. The Emperor slept soundly, and
had portraits of the two generals painted out afiggrde for their deed. These paintings were
then hung over the doors of the palace to ware@wffspirits. This practice was adopted by the
citizens, and each Lunar New Year a new pair ofrliaads are posted on the doors of homes
and businesses. (Law, 1982, 18; & Modder, 1983)

Kau Cim Fortune Telling

Fortune telling is a tradition that dates baclkncient China and has continued until the
present day. One of the most popular forms otifwttelling is th&Kau Cimor fortune sticks
method. This method takes place at a temple amtheaseen practiced at several festivals
especially at the Lunar New Year. The fortunekstitiemselves are usually made from bamboo
and contain a specific number on them. The nuraberach stick corresponds to a “chim” or a
message from the god you are praying to. Sinderdiit temples are dedicated to different
gods, the chims will vary from temple to templeheTchims are usually phrases that relate to
specific historical events or legends. There atmllyg 100 sticks in total but some temples will
only have 64. The sticks are kept in a contaihat lhas been blessed with the god’s good will
(Cheung, 1983, p 4-5).

The person seeking their fortune will enter thapke and take the container to the statue
of the god of their choice. They kneel down arklaguestion to the deity and shake the
blessed container. The container is shaken umil @ane of the bamboo sticks fall out, but if
more than one stick falls out, they have to reptheesticks and shake again. The person would



then look at the number on the stick and matchth the appropriately numbered chim. The
fortune seeker can try and decipher how the chphiase answers their question themselves,
but this is often very hard. Another option istttieey can ask a blessed, wise soothsayer in the
temple to decipher it for a small fee. The fortma@swered by the chims only predict the
immediate future and last for one lunar year stgrtrom the first day of the Lunar New Year
(Cheung, 1983, p 4-5).
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Lunar New Year Festival (Beginning of the 1st LunarMonth)

“Kung hey fat choy” or “happiness and fortune tw¥y, is a common greeting used by
people during this festival. As the old year i behind, so are the misfortunes, troubles, and
wrongs of the past, allowing for a fresh start aed/ fortune. Before the New Year, quarrels are
resolved, and homes are cleaned to prepare faotinéng year. On New Year's Day, no one
works or says bad things, instead people gathanéals as it is a time of renewal and
enjoyment. Although each New Year celebratectiming of one of the zodiac animals, New
Year is most importantly a time to show respe¢hogods and ancestors and spend time with
family.

In the past in traditional homes, the head offémaeily would offer incense and pay
respect to Heaven, Earth, the family ancestorstladuardian spirits at night (on the Chinese
New Year's eve?). Then they would lock and sealdbors before midnight as protection
against the evil spirits which were out and abautrdy the passing of the year. At dawn, the
door would be reopened and the head of the fanolylavpay respect to Heaven and Earth, the
ancestors, and the returning Kitchen God. Althotlng particular tradition is no longer widely
practised, families still have a special familyr#n with many kinds of food with names that
signify good luck.
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Kitchen God

On the 24 day of the 19 moon, one week before Lunar New Year, it is shid the
Kitchen God visits Heaven to report to the Jade &mmpabout all the good and bad deeds of
humans. At this time, many people give the Kitcard sweet or sticky offerings to keep the
god from being able to speak easily or so that ilesay only sweet things about them.
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Lunar New Vear

Lunar New Year Festival (Beginning of the 1st Lunar
Month)

“Kung hey fat choy” or “happiness and fortune
toyou”, is a common greeting used by people during
this festival. As the old year is left behind, so are the
misfortunes, troubles, and wrongs of the past, allowing
for a fresh start and new fortune. Before the New Year,
quarrels are resolved, and homes are cleaned to
prepare for the coming year. On New Year's Day, no
one works or says bad things, instead people gather for
meals as it is a time of renewal and enjoyment.
Although each New Year celebrates the coming of one
of the zodiac animals, New Year is most importantly a
time to show respect to the gods and ancestors and
spend time with family.

In the past in traditional homes, the head of the
family would offer incense and pay respect to Heaven,
Earth, the family ancestors, and the guardian spirits on
Lunar New Year's Eve. Then they would lock and seal
the doors before midnight as protection against the evil
spirits which were out and about during the passing of
the year. At dawn, the door would be reopened and
the head of the family would pay respect to Heaven and
Earth, the ancestors, and the returning Kitchen God.
Although this particular tradition is no longer widely
practised, families still have a special family dinner with
many kinds of food with names that signify good luck.
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Kitchen God

On the 24™ day of the 12" moon, one
week before Lunar New Year, it is said that
the Kitchen God visits Heaven to report to
the Jade Emperor about all the good and
bad deeds of humans. At this time, many
people give the Kitchen God sweet or
sticky offerings to keep the god from being
able to speak easily or so that he will say
only sweet things about them.
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The Mid-Autumn Festival was said to be originatedy the Tang dynasty (AD 618-
906) as a time to watch and admire the moon. [Qutis period, the lantern parade was also
introduced, with lanterns in shapes related toneatagriculture, and the local culture.
Mooncakes are popular festive food during the ¥attiThey have a thin wrapping with fine,
sweet-scented lotus seed paste and egg yolks inSidee the Southern Song Dynasty
(AD1127-1279) mooncakes have been exchanged amaomtyfand friends during the festival.
There is a well-known legend involving mooncakeswtZhu Yuanzhang (the first emperor of
the Ming dynasty), in which he used the mooncalstaru to send secret messages in
mooncakes to his supporters telling them to remodt overthrow the Yuan government on the
15" day of the 8 lunar month.
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According to traditional belief, the seventh morgtla time when the gates to the
underworld are open and ghosts are free to roangryghosts are typically those who died
with no children or whose line has died out, angstho one is left to pay homage to them with
food, paper clothing, and spirit money at theinvgsaduring the Ching Ming festival. They
resent this and are therefore dangerous to peopdsaiplacated. Many opera performances are
given during this time to entertain the ghostsfe€dfigs similar to those given to ancestors and
gods are set out for them and later burned atrideoéthe ceremonies.

Legend says that when Kwun Yam, the Goddess oty evas still human, she gave the
first feast to the hungry ghosts. However, theyenteo rowdy, so next time she asked



Dashiwang, the King of Ghosts, to help her keeptheline; and they behaved much better.
Therefore, a giant paper figure of Dashiwang is iwawied around at the festival to witness the
proceedings and the burning of offerings. At thd ef the festival, the paper figure of
Dashiwang is also burnt so that he can return tavele to report the proceedings to the Jade
Emperor.
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Dragon Boat Festival (8' day of the 8" moon)

Dragon Boat Festival is held in memory of a pairipoet - Qu Yuan, who was a famous
poet and state minister during the Warring Stage®og (3¢ century BC). He gave wise advice
to the king of State Chu, but the king would netdn and dismissed him. In despair, he
composed his most beautiful poem about his idealdite, including a farewell to his country,
before throwing himself into a river. The locabpée took out their boats to search for him, but
once they realized he had drowned they threw ddeséep the fish from eating his body. The
villagers later held a festival in honour of hismey once a year, which later became the
Dragon Boat Festival. They would give rice offgisrwith different ingredients wrapped in
leaves, and organise dragon boat races. Dragos Amanarrow and shaped similarly at each
end, but distinguishable by the detachable headahparts. The heads and tails are kept in the
temples, where the head is respected with incem$eandles.
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Tin Hau Festival (23° day of the 3 Moon)
One legend says that Tin Hau was the daughtefisfiearman during the Song dynasty
(AD 960-1279). One night, her parents and brothense out at sea and were caught in a terrible
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storm. Through prayer, she miraculously broughtrtiihrough the storm and back to shore.
The rest of the story varies greatly, though she wialely thought to be capable of preventing
disasters at sea. She died mysteriously at ay &gl but was revered for centuries as a
benevolent being. She was officially canonizethin12” century and given the title “Saintly
and Diligent Saviour.” Her popularity continuedgmmw for the next few centuries until, and
was officially deemed the Empress of Heaven duttiregQing dynasty (AD1644 — 1911). The
Boat Dwellers in particular celebrate the Tin Hastival with great enthusiasm, as Tin Hau is
considered a deity of the sea. The Tin Hau Fdsgwacelebration of Tin Hau’s birthday.
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Fortune telling is a tradition that dates backneient China and has continued up to the
present day. One of the most popular forms otifwttelling is th&Kau Cimor fortune sticks
method. This method takes place at a temple amébeaeen being practised at several festivals
and especially at Lunar New Year. The fortunekstare usually made from bamboo and have a
specific number written on them. The number orhestick corresponds to &ifn” or a message
from the god you are praying to. Since differamples are dedicated to different gods,dines
vary from temple to temple. Themsare usually phrases that relate to specific histbevents
or legends. There are usually 100 sticks in totilsome temples will have only 64. The sticks
are kept in a container that has been blessedtwétiyod’s good will.

The person seeking to know their fortune will erthe temple and take the container to
the statue of the god of their choice. They kein and ask a question of the deity and shake
the blessed container. The container is shakehamty one of the bamboo sticks falls out, but
if more than one stick falls out, they have to agplthe sticks and shake again. The person then
looks at the number on the stick and matches it thi¢ appropriately numberedn. The
fortune seeker can try to decipher how ¢ime's phrase answers their question themselves, but
this is often very hard. Another option is to asBlessed, wise soothsayer in the temple to
decipher it for a small fee. The answers fromdinespredict fortunes only for the immediate
future and last for one lunar year starting from finst day of the Lunar New Year.
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Spring Scrolls

On the last day of the lunar year, people putprmg scrolls around their houses. They
are marked with the characters for such thingsvésy“money and treasure be plentiful”,
“Fortune comes with blooming flowers”, or “Be hdsjtand vigorous all year” and are thought
to bring good luck in the coming year. Above tl®dis typically hung the phrase, “May all
your comings and goings be peaceful”. The Boat I2ngeparticipate in this tradition, hanging
the phrase “May you have a favourable wind allviag” across the entrances to their fishing
junks.
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Door Gods

One legend tells how Emperor Tang Taizong (AD 689) could not sleep because he
was haunted by restless spirits. One night, hisgreatest generals, Qin Shubao and Yuchi
Gong, guarded the palace door while he slept. Hrhperor slept soundly, and out of gratitude
for their deed had portraits of the two generalated. These paintings were then hung over the
doors of the palace to ward off evil spirits. Tpractice was adopted by the people, and each
Lunar New Year a new pair of Door Gods are postethe doors of houses and businesses.
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Welcome! Want to make some salted fish with thatBawellers?
We have finished preparing the boat, so let'saét Ready to catch some fish? Click to start!

H K ém

How to Make Salted Fish
Y1 mXP® ud O

Click on the fish to catch them!
I

Next

ti7q mQ

Now remove the fish gills
YI mXq mi

Click on the fish to descale it
Yiv tgm m

Remove the fish intestines
YI mXt gm

Click on the fish to gut it

i Oy

Now add salt

Y | b Xy

Click on the “+” sign to add salt
O x

Wait for 2 days

emS y A H ¢ s

After rinsing the fish, put them on the bamboo niatgdrying in the sun
YI mXP®H ¢ s

Click the fish to lay them on the mats

Yx
It takes 5 days for them to dry
bAO 0o
The sun is too strong!
H g7#g = mS f 7] } Pm
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Turn over the fish from time to time to avoid overating

YI = mS

Click the fish to turn them over
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Home flies are coming
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Wrap the heads of the dried salted fish with papethat the home flies cannot lay eggs inside

e HK / o6om a o

Now hung them up for sale!
X 0

Back to Main Menu

a

Replay

A

Chinese version
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Credits
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Choose a game from below

E
What Belongs?

Hakka Clothes: This is a traditional outfit for Hakwomen.
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Bridal Sedan Chair — This was the chair in whiah inide traditionally rode to the groom’s
house on the day of their wedding. It was carbgdeveral bearers and accompanied by bridal
matron, was meant to guard her from misfortuneeamdurney.

0 *+ » ikl v - Z . " M/01 +,
A shusi (‘partly threaded')-style wedding costumerwby a bride, comprising a jacket and a skirhbot
embroidered with the “dragon-and-phoenix” motif.

U2»C345 | p eV®wUU 2Btq67 i 8 : T
Winnower — After harvesting, a winnower is usedgd¢ceen out impurities from the grain.

<=> [ » <=- >[ ?@ AB
Hoklo Child Clothes — These colourful clothes wenee worn by a Hoklo child.

CD EFG» CD Zkl : H
Silver Tripod — This is a wedding gift during aditonal marriage celebration.

A

| O
Correct!
This item does not belong to Gallery 4.

6] !
Game Over
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Congratulations! You found all the objects fromll&gy 4!
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Total Score
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Hong Kong Museum of History
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Quiz Game:

1Q6

1) According to traditional stories, the Kitchend3oavels to see the Jade Emperor on the 24th
day of the last lunar month. What type of offesrsiould he be given so that he won't say bad
things about humans?

-Incense

-Jade

-Glutinous or “sticky” rice

-Roast pig

Correct/Incorrect, an offering of glutinous or ty” rice will cause the Kitchen God’s mouth to
be stuck closed, preventing him from saying badgsiabout humans.
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2) How long does it take for salted fish to drythe sun?

-5 hours

-1 day

-5 days

-1 week

Correct/Incorrect, it takes 5-6 days to dry safteld. If the fish are in strong sun too long, the
fish will be cooked.
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3) You are invited to a traditional Hoklo weddinyhich of these things do you expect to see
there?

-A sedan chair

-A white wedding dress

-A dragon boat dance

-Spirit money

Correct/Incorrect, in a traditional Hoklo weddirigetfemale members of the groom’s family
receive the bride with a ceremonial dragon boatdan
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4) According to traditional beliefs, during whialmlar month do angry ghosts come to the world
of the living?

-5th

-7th

-8th

-9th

Correct/Incorrect, during thé"dunar month the gates to the underworld are betldo open,
allowing the hungry ghosts to accept the offeripgssented during the Hungry Ghost Festival.
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5) Legend associates Qu Yuan with the origin of2regon Boat Festival. What other
occupation is this man famous for?

-poet

-lieutenant

-teacher

-painter

Correct/Incorrect, Qu Yuan was a famous and popgdat.
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6) The Tin Hau Festival is an important festivathe Boat Dwellers. According to one legend,
who was Tin Hau before she was canonized?

-a farmer

-an officer’s wife

-a princess

-a fisherman’s daughter

Correct/Incorrect, according to one legend, Tin Mas once the daughter of a fisherman named
Lin.
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7) How many bamboo sticks are usually used irkthecimfortune telling method?

-164

-100

-50

-28

Correct/Incorrect, thkau cimfortune telling method typically uses 100 bambticks to predict
people’s fortunes.

7) ™§™ g ~0 <2 5

» 164

» 100

» 50

» 28
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8) According to legend, when Kwun Yam was still lamshe gave the first feast for the hungry
ghosts, but they behaved very badly. Who did skd@attend her next feast in order to make
the ghosts behave themselves?

-Dashiwang

-Tin Hau

-The Three-Legged Frog

-Qu Yuan

Correct/Incorrect, according to the legend, KwurmYasked Dashiwang to attend the feast and
the ghosts then behaved better. Dashiwang nowdsttearious Hungry Ghost festivals as a
giant paper figure to watch over the proceedings.
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9) In the legend, by what method did Zhu Yuanzhsexgetly tell his friends and relatives to
revolt against the Yuan government on th8 day of the & lunar month?

-lantern light code

-email

-messages inside mooncakes

-messages on the back of the Three-Legged Frog

Correct/Incorrect, Zhu Yuanzhang sent secret messagnooncakes by utilizing the Mid-
Autumn festival tradition of exchanging mooncake®ag friends and relatives.
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You are living in Hong Kong in the past and wantrevel to Cheung Chau to attend the Bun
Festival. In order to get there, first read thenganstructions and then begin your journey
through the different cultural territories. Goautk!

Instructions for the board game:
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Hakka House:

The Hakka people lived in practical houses thaeveiilt to protect them from bandits. The
Hakka were mainly farmers and they worked hardréevgand harvest rice. The Hakka women
were expected to take care of the house and to wdHe fields during the day.
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Ancestral Hall:

This building was an important meeting place fommbers of a Punti clan. Clan members
would meet here to worship the ancestors, sete disputes and hold ceremonies. One of the
latter was the Lantern-Lighting Ceremony, wherarddrn would be lit for a newborn boy. The
boy would then be initiated into the clan.
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Hoklo Salt Field:

The salt fields were an important part of many lgktople’s lives. Salt making could only be
conducted during the dry season, from thedthe 13" lunar months. The Hoklo workers
would fill pools with sea water and let the wateagorate in the sun. After enough water had
evaporated from the last pool, the Hoklo workersildaake the salt into piles and store it to sell
later.
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Boat Dweller Ship:

The Boat Dwellers lived mainly on their ships aralélled on land only to sell their fish or buy
necessary items. The front of the boat was whiergeps and worship of the gods occurred,
while at the back the fish were caught and stoeddvibdeck. The left side of the boat was
thought to be thgood side and the kitchen was there. The rigl#t sfdhe boat was the bad side
and the toilet was there.

Hakka People

#<Ti EZ Cf EE EUfo¥ §<0% )~ Ell VvV
You knocked over a Hakka woman'’s pile of bricks &ad to help knead mud with your feet to
make new bricks. Lose 1 turn.

(Z TN ¢« O «bBN»i Os E Ax DN | O
You dropped the sugarcane that you needed to gtindHakka village last night and you had to
go back to find it. Move back 1 space.

Boat Dwellers

Obé O x@ 6m #UIS - 6m E,H Kém U Elil V
You forgot to turn over the salted fish from tineetime in the strong sun and they were cooked.
You had to make them again. Lose 1 turn.

N sD UHum U du E4s 4 e

You wove a new net to catch fish for a Boat Dwedled they gave you a ride. Move ahead 1
space.

Punti People

Y+i yip45 CD = jyD °R - 4 o
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You helped the Punti village people harvest thieg crops. To express their thanks they let you
borrow a horse. Move ahead 1 space.

f n( — i a '8 "© Elil VvV
You had to take shelter in a walled Punti villagethe night to be safe from bandits. Lose 1
turn.

Hoklo People

x UCéaa ” y3 |BI a y 344 U Elil VvV
You forgot to cover a salt pile with straw andained. The salt was ruined. Lose 1 turn.

G4 Aee ; DK ¢ “MEc , gé 4 ce

You were invited to attend a traditional Hoklo wedygand you enjoyed the dragon boat dance.
Move ahead 1 space.



Spring Scrolls:

On the Chinese New Year’s Eve, people hang SprangllS on their doors or
around their homes. You have been given some derampthese papers. On
them are written the following phrases:

Wealth

Longevity

The gift of sons

May all your comings and goings
be peaceful

May you have a favorable wind

all the way

I"#$ 1% &'()* +
Using the materials provided, feel free to createryown Spring Scrolls to take
home with you!



Door God Coloring

At the end of the Lunar Year, new Door Gods arateal on or put up
on doors to guard the household. Colour your ownrl@5ods with the
materials provided.
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Instructions for fortune telling

1) Shake the container until one of the sticks emesggbtly

2) Look at the number on the stick

3) Match the number with the appropriately numbeneal
"#1$%&" (
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Fortune telling messages:

Wealth:
1) Be careful with your money for better gain tesar.

2) Financial gain will be seen this year.

Relationships:

1) Your interpersonal relationships will blossonthis year.

! "#E%E' () *+
2) Your interpersonal relationships will not bega®d as last year. Pay more attention to the
interpersonal skills.

Luck:
-1 012 34 ,-5 6789
1) Your luck has improved greatly since last yeahis is your year to shine.

2) This year your luck will be neutral, neither ygood nor very bad.

<=>
Missing things:
?@ ABCD 5DE <=>
1) You will find any missing items if you keep selaing.
< =>FGHICE
2) Any items that are missing may not be founchis year.
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Travel:
LMJK NFOPQRST
1) Travel will be good for you this year; go outlaaxplore.

UVIK W XYZ
2) You will get very tired of taking faraway trips.

[\

Health:
\ ]

1) You will be very healthy this year.
&\ FG_~

2) Be careful with your health this year, for thes@ chance of getting sick.

$ " $ $ $ $ $ $ ! $ $ $
" $ $ $ $ $
$ $ $ $ $ $
$ $ $ $ " $ $ " $
$ " " $ $ $ $ " $
$ $ $ $ $ $ $ $ $

$ $ $ $ $
$ $ $ $ $ $ " $ $ $
$ $ ! $ " $ $ $ $ $ "
$ $ $ $ " $
$ $ $ $ $ $
$ $ " $ $ $
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1) Wealth

Be careful with your money for a better gain tygsr.

Relationships

Your interpersonal relationships will blossom histyear.

Luck

This year your luck will be neutral, neither vggyod nor very bad.

Missing things
<=>
Any items that are missing may not be found is t@ar.
< =>FGHICE

Travel
JK
Travel will be good for you this year; go out aaxplore.
LMJIK NFOPQRST

Health
N

Be careful with your health this year, for theseichance of getting sick.
A&\ FG_~



Interactive Activities Survey:
abcdefg &hijklmn

opqgr

stutvwxyz{|}

Please complete the following survey. Your opin®mmportant for the quality and
improvement of the Educational Centre for Gallery 4

a~+deSeEe,

2 f,...'SE

a }t1 %S«

Please rate the following games using the scaleged below. If you did not play the game
please do not circle any numbers.

E ZH 1 2 3 4 5 Z
Not/None at All 1 2 3 4 5 Very Much

~S€ ) .Kau Cim

Board Game | Door Gods | Spring Scrolls Fortune Telling
"TMSE 8> cee
Howmuchdidyoulikehowl2345123451234512345
this game looked?
SE€ZY i¢E . 123451234512 348595123245
Was it easy to play this game?
o¥£SE
Gig©o cee 1 2345 1234512349512 345
How many new things did you
learn by playing this game?
S€ e 1 2345 1234512349512 345
Was it easy to understand the
instructions for this game?
S€« <«<A¢ o2e
Wasiteasytoreadthewritirg1 2345123431 2347312345
in this game?
-SEEL cee
Howmuchfundidyouhavel2345123451234512345
while playing this game?

Any suggestions for improving our activities?

Age 6-8 9-14 15-20 21-30 31+ Gender. ® Male ~ Female

2%

Thank you for your time and input!




Interactive Activities Survey:

abcde®

Please complete the following survey. Your opin®mportant for the quality and
improvement of the Educational Centre for Gallery 4

asdeSeE., +2(E- H  +2z{ ?f,...'SE a }t %o

S«

Please rate the following games using the scakiged below, where 1 is Not/None at All and
5 is Very Much. If you did not play the game pledsenot circle any numbers.

E ZH 1 2 3 4 5 Z{
Not/None at Al 1 2 3 4 5 Very Much
I>3"C
What does not (fguuslé€ ame Sa‘lnt;ad fish
belong 9
“MSE cee
How much did you like the pictures in 12345123435 12345
this game?
SE€E G, -Pop 105 e

How much do you think you havelearntl 2 3 4 51 2 3 4 5 1 2 3 4 5
about Hong Kong Folk Culture by
playing this game?

SE« YssGC¥ac, z oee

Was it easy to listen to/read the
information in this game?

123 45123425 12345

-SEE£ cee
How much fun did you have while
playing this game?

123 45123425 123435

Any suggestions for improving our computer games?

Age 6-8 9-14 15-20 21-30 31+ Gender. ® Male ~ Female
I"# Thank you for your time and input!

2&
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Informational Display Survey:

abcdefg® op gr stutvwxyz{|}

Please complete the following survey. Your opin®mportant for the quality and
improvement of the Educational Centre for Gallery 4

a~jA AAA «delA +2  ZA +27{ ?2f,...

/ECIA

Please rate the following displays using the sped@ided below, where 1 is Not/None at All
and 5 is Very Much. If you did not read the digglalease do not circle any numbers.

ZA 1 2 3 4 5 Z
Not/None at All 1 2 3 4 5 Very Much
Spring Scrolls/ Kau Cim fortune telling
Door Gods
“IA ces 12345 12345
Did you like the pictures in this display?
o¥ G:§-©a e
How many new things did you learn from 12345 12345
reading the display?
IA cee
Was it easy to read the content of display 12345 12345
panel?
I"# Thank you for your time and input!

2*



E 00 1
EE «El«El 1] 060
Lunar New IBNI Dragon
Year Mid-Autumn Festival/| Boat
Festival/ | Hungry Ghost Festival Festival/
Kitchen Tin Hau
God Festival
~TM|A e 1 2 3 4 12345 1 2 3
Did you like the pictures in this display?| > 45
¥ Gig©® cee 1 2 3 4 1 23
How many new things did you learn from 5 12345 4 5
reading the display?
IA ces 1234 54, 12 3
Was it easy to read the content of display 5 4 5
panel?
$% &' ()* +
Any suggestions for improving our displays?
Age 6-8 9-14 15-20 21-30 31+ Gender. ® Male ~ Female

Thank you for your time and input!
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Optional Educational Content Survey:
Please answer the following questions. Your opingoimportant for the quality and
improvement of the Education Room for Gallery 4

0
Questions:
1)E “UU0 EEU}YPR .
O EE aaaa a" d=aeF¢
(O EE eéeééiili on
O EE 706+E " 666
O +e gelil¥ ~24AY{ ¥i YypEE EO

1) What does the Kitchen God do one week beforé.timar New Year?
(O He wakes up and blesses the kitchen so that Newfed will be extra sweet.

(O He reports to the Jade Emperor about the good atidi®eds of humans.
(O He visits the moon to harvest cinnamon for the lcivew Year.
(O He flees to the heavens because of all the noideeikitchen when people prepare food

for the Lunar New Year.

10 °
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2) Who gave the first feast to the angry spiritd atarted the Hungry Ghost Festival?
(O Dashiwang

(O The Goddess of Mercy
(O The Jade Emperor
(O Tin Hau

I"# Thank you for your time and input!
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Optional Educational Content Survey:

Please answer the following questions. Your opingoimportant for the quality and
improvement of the Education Room for Gallery 4

3¢ X 0 YPR o
O
O
O
Oe 6
3) What did Zhu Yuanzhang use mooncakes for?
(O As medicine to help cure the sick
(O To defeat an assassin sent to kill him
(O As a way to get his brother to forgive him

(O To pass secret messages to his friends

4)e

O 28
O 100
078
O 54

4) How many bamboo sticks are usually used irkiéue Cimfortune telling method?
O 28
(O 100
Q78
O 54

I"# Thank you for your time and input!

20
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Optional Educational Content Survey:

Please answer the following questions. Your opingoimportant for the quality and
improvement of the Education Room for Gallery 4

abcxd® ~ " AA +2 #$  %& ' +2 #27{ %&'
Using a scale of 1-5, where 1 is "not very familiand 5 is "very familiar”, please complete the
following survey:

ideutl (r %& oee
How familiar are you with each of these eventsustems?

i) Z(r 0b&*+
Festival / Custom How familiar
E ~  Lunar New Year

«El  Mid-Autumn Festival

OOl Dragon Boat Festival

im NI Hungry Ghost Festival

OOO Tin Hau Festival

Kau CimFortune Telling

o Door Gods

Spring Scrolls

Age 6-8 9-14 15-20 21-30 31+C Gender. ® Male ~ Female
I"# Thank you for your time and input!
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Date: Time Interval: Observer:
Entire Room Evaluation:

Indicate a person with a dashed line:

Number of Individuals who spent much timehie Education Corner:

Less than 1 Between 1-3
minute minutes

3-10 minutes

10-20 minutes

Over 20 minutes

Total number of people attracted to the Exhibit =

Any comments? (ex. Kids couldn’t stop playing tloatd game)

Number of individuals who were attracted to gantesked at for at least 5 seconds):

Door Gods/Spring
Scrolls

Board Game

Computer

Fortune Telling

Comments?

Display Evaluation:

Number of individuals who were attracted to a diggimoved in front of to see):

Spring Scrolls/ | Lunar New Year | Fortune Telling Dragon Boat/ Tirlungry Ghost/
Door Gods Hau Mid-Autumn
Comments?

22




Number of individuals who read/paid attention te thsplay (looked at for at least 50 seconds):

Spring Scrolls/ | Lunar New Year | Fortune Telling Dragon Boat/ Tirlungry Ghost/
Door Gods Hau Mid-Autumn
Comments?

Displays that encouraged social interaction (irdtoa indicated by conversing or pointing
while reading displays):

Spring Scrolls/
Door Gods

Lunar New Year

Fortune Telling

Dragon Boat/
Hau

TiitHungry Ghost/
Mid-Autumn

Comments?

Were any of the displays, games, or activities dggdaluring this time interval? If so, which
one and how was it damaged?

"33




Date: Time Interval: Observer:

Hands-on Games Evaluation:

Number of individuals who didn’t understand/usee game improperly:

Door Gods/Spring Scrolls Board Game Fortune Telling
Comments?
Number of individuals that engaged in social intécan while playing (interaction

indicated by conversing, working together, or phayiogether):

Door Gods/Spring Scrolls Board Game Fortune Telling
Comments?
Number of individuals who spent time on Breor Gods/ Spring Scrollsactivities (only

record first play for each individual):

Less than 1 Between 1-4 | Between 4 -7 Between 7-10 Over 10 minutes
minute minutes minutes minutes

Total number who played over 1 minute =
Multiple times playing tally:
Did any parents/adults play the gaareinteract with the children (tally)?:
Comments?




Number of individuals who spent time on Board Game(only record first play for each
individual):

Less than 1 Between 1-4 | Between 4 -7 Between 7-10 Over 10 minutes
minute minutes minutes minutes

Total number who played over 1 minute =
Multiple times playing tally:
Did any adults play the ganaad interact with the children (tally)?:

Comments?

Number of individuals who spent time onEoetune Telling game (only record first play
for each individual):

Less than 30 | Between 30 | Betweenl1l & 2 | Between 2 & 3 Over 3 minutes
seconds seconds & 1 | minutes minutes
minute

Total number who played over 30 seconds =
Multiple times playing tally:
Did any adults play the ganaad interact with the children (tally)?:

Comments?

"3%



Date: Time Interval: Observer:

Computer Evaluation:

Number of individuals who didn’t understand/usee game improperly:

Salted Fish What Belongs Quiz
Comments?
Number of individuals that engaged in social intécan while playing (interaction

indicated by conversing, working together, or ptayiogether):

Salted Fish What Belongs Quiz
Comments?
Number of individuals who spent time on3adted Fishgame (only record first play for

each individual):

Less than 30 | Between 30 | Betweenl1l & 2 | Between 2 & 3 Over 3 minutes
seconds seconds & 1 | minutes minutes
minute

Total number who played over 30 seconds =
Multiple times playing tally:
Did any adults play the game and interact withdhiédren (tally)?:

Comments?

"3&




Number of individuals who spent time on\tteat Belongs game (only record first play
for each individual):

Less than 30
seconds

Between 30
seconds & 1
minute

Betweenl &2 | Between 2 & 3 Over 3 minutes
minutes minutes

Multiple times playing tally:

Total number who played over 30 seconds =

Did any adults play the game and interact withdhiédren (tally)?:

Comments?

Number of individuals who spent time on @wz game (only record first play for each

individual):

Less than 30
seconds

Between 30
seconds & 1
minute

Betweenl &2 | Between 2 & 3 Over 3 minutes
minutes minutes

Multiple times playing tally:

Total number who played over 30 seconds =

Did any adults play the game and interact withdhiédren (tally)?:

Comments?

||3*




Sign placed outside of the Education Corner

vw - 0. )
/0 U1234

O 3 «O 5 N
dO 53 dOn

Opening hours for the Education Centre:

The Education Centre will be open on a trial b&sis 10:00 A.M. until 12:00 P.M and 2:00
P.M. until 4:00 P.M on Monday, Tuesday, Wednesdayr$day and Friday.

Sign placed on the table with the surveys

a 67 fg &hijkimn op qgr stutvwxyz{|}
bcfg 8 5F 9:< >=> ?F67 U>fg # @MA

Please take one of the surveys to improve the tguafiithe Education Centre. After completing
one survey you will receive one free souvenir. YOomhe souvenir will be given out to each
person. Thank you for all your help.



+ The Education Centre currently has paper matsroayeach of the tables
where the activities are placed. While this i1aap and effective method of protecting the
tabletops, children often write upon them with efi¢he many crayons and pens available in the
room. Though this graffiti is typically harmlessmakes the tables appear messy and poses a
liability to the Museum if someone were to writedvsaw something offensive. We recommend
that an alternative table cover such as a plastsicantablecloth is used, as these would be both
cheap and durable while deterring children fromwaing on them.

0 + Although visitors often choose to make one or ngmeng scrolls or
door gods at the tables, they will not always tdiean home. When multiple people leave
papers on the table they can accumulate and malesa for other visitors who come
afterwards. In order to minimize the mess leftibéhadding a waste basket by each of the
activities would allow them to throw out unwanteapprs and avoid clutter on the tables.

( + Since the Education Centre in its current funcit®so new, many people
are still unfamiliar with it, and visitors are ofteinsure whether it is open to the public. We
believe that by placing a sign out in front of tbem inviting children and their families in to
participate in the activities would help to makenibre appealing. By adding it to the Museum’s
map, as well as including it on the docent and skooup tours and even adding an entry on it
to the audio tour, it can be visited by far moregde and be a great deal more effective in

teaching its content.

+  Although the television in the Education Centrbutky and the Museum
may have a hard time finding an alternative placput it, the room would likely benefit from its
removal. Visitors often comment on it upon entgrine room, and several have said that it is
out of placed in a room promoting cultural histand festivals. Additionally, it poses an
unnecessary liability to the Museum as it couldlgd® knocked over by visitors when the room
is crowded, posing a danger to both them and taomend them. In lieu of outright removing
the television, another possible solution woulddsimply cover it with a sheet, which would

hide it from the visitors’ view.



+ Since the majority of the activities and educaiaxhibitions in the

Education Centre involve reading or writing, thenbfit from having sufficient lighting so that
the visitors can see them clearly. Unfortunateb/Education Centre is lit by only a few
overhead lights, which causes much of the roonetedmewhat dim and hard to see in. By
adding more lights and brightening the room, tlsters could more easily read the displays and
the instructions to each of the activities. Adahitlly, much of the room is still blank, with very
few decorations on the wall and ceiling. By makitnignore colorful and adding to the festival
theme, we believe that the Museum could make tbenmore attractive to visitors.

+  The seating in the Education Centre is very ingodrtas we expect all visitors
to be seated while participating in our activitigdthough the previous benches were somewhat
unstable, the newer benches are much wider andiesturThey are not, however, completely
safe, as we have seen people still knock themeagly while walking next to them or standing
up from them, which poses a liability to the Museu&mall children, as well, have a hard time
getting on and off the benches, and with no backieg can be highly dangerous for them to sit
on. We recommend that the Museum tries to makéehehes a bit safer, either by adding seat
backs to them, making them more sturdy, or eveiniguyewer, safer models if need be.

) o+ During the first few days of evaluation, we all@hehildren to display

their spring scrolls and door gods on the wallve®al people took this opportunity, and often
took pictures with their creations before leavingrh up there for other people to see. We felt
that this was a very beneficial component to tlaswities, although it was found that taping
and removing the sheets on the wall could damageoibm. If at all possible, we recommend
that the museum put in a wall, sheet, or some aitnegring on the wall so that it could be
protected and still allow children to continue haggup their drawings. We saw multiple
children do this in our evaluation of exiting ganreshe “French Revolutions” exhibit, and feel

that the Education Centre would benefit from ithadl.

"30
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# School Category Number of students
12/2/2009

1 *K 40

2 *P 42

3 P 174
4 P 140
5 International school 132
6 K 70

7 Australian international school 97
8 College 78
9 College 43
10 College 37
11 College 26
12 Church 32

13/2/2009

13 P 90
14 S 84
15 P 83
16 S 112
17 P 76

"36




18 P 165
19 Church 35
20 K 100
21 Centre 56
22 P 90
23 S 102
24 S 127
25 S 20
26 P 68
16/2/2009
27 P 100
28 K 80
29 P 74
30 P 70
31 P 136
32 S 35
33 K 56
34 Centre 43
35 S 128
36 S 37
37 S 40
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/[stop music

stop();
stopAllSounds();

//go to frame X

on (release){
gotoAndPlay(1);

}

on (release){
gotoAndPlay(2);

}

on (release){
gotoAndPlay(3);

}

on (release){
gotoAndPlay(4);

}

on (release){
gotoAndPlay(5);

}

on (release){
gotoAndPlay(6);

}

on (release){
gotoAndPlay(7);

}

on (release){
gotoAndPlay(8);

}

on (release){
gotoAndPlay(9);

}

on (release){
gotoAndPlay(10);

}

on (release){



gotoAndPlay(11);

}

on (release){
gotoAndPlay(12);

}

on (release){
gotoAndPlay(13);

}

on (release){
gotoAndPlay(14);

}

on (release){
gotoAndPlay(15);

}

on (release){
gotoAndPlay(16);

}

on (release){
gotoAndPlay(17);

}

on (release){
gotoAndPlay(18);

}

on (release){
gotoAndPlay(19);

}

on (release){
gotoAndPlay(20);

}

on (release){
gotoAndPlay(21);

}

on (release){
gotoAndPlay(22);

}

on (release){
gotoAndPlay(23);

}

on (release){
gotoAndPlay(24);



}

on (release){
gotoAndPlay(25);

}

on (release){
gotoAndPlay(26);

}

on (release){
gotoAndPlay(27);

}

on (release){
gotoAndPlay(28);

}

on (release){
gotoAndPlay(29);

}

on (release){
gotoAndPlay(30);

}

on (release){
gotoAndPlay(31);

}

on (release){
gotoAndPlay(32);

}

on (release){
gotoAndPlay(33);

}

on (release){
gotoAndPlay(34);

}

on (release){
gotoAndPlay(35);

}

on (release){
gotoAndPlay(36);

}

on (release){
gotoAndPlay(37);

}



on (release){
gotoAndPlay(38);

}

on (release){
gotoAndPlay(39);

}

on (release){
gotoAndPlay(40);

}

on (release){
gotoAndPlay(41);

}

on (release){
gotoAndPlay(42);

}

on (release){
gotoAndPlay(43);

}

on (release){
gotoAndPlay(44);

}

on (release){
gotoAndPlay(45);

}

on (release){
gotoAndPlay(46);

}

on (release){
gotoAndPlay(47);

}

on (release){
gotoAndPlay(48);

}

Test Your Knowledge

Layer 16: Frame 23

stop();



/ldeclare total score variable
var total = O;

this.onEnterFrame = function(){
var score = 0;

quizmain.onRelease = function(){
gotoAndPlay(1);

}

qguizenglish.onRelease = function(){
gotoAndPlay(24);

}

quizchinese.onRelease = function(){
gotoAndPlay(34);

}
}

Laver 16: Frame 24

stop();
incorrect._visible = false;

btnnext._visible = false;
correctl. visible = false;

onEnterFrame = function(){

onea.onRelease = function(){
onea._visible = false;
total -= 10;

}

oneb.onRelease = function(){
oneb._visible = false;
total -= 10;



oned.onRelease = function(){
oned._visible = false;
total -= 10;

}

if(!(onea._visible) || (oneb._visible) || !(onedisible)){
incorrect._visible = true;

}

onec.onRelease = function(){
star._visible = false;
total += 10;

}

if('star._visible){
correctl. visible = true;
incorrect._visible =false;
btnnext._visible = true;
onec.enabled = false;

if(onea._visible){
onea._visible = false;

}

if(oneb._visible){
oneb._visible = false;

}

if(oned._visible){
oned._visible = false;

}

}

}

Laver 16: Frame 25

stop();
incorrect2._visible = false;

btnnext. visible = false;
correct2._visible = false;



onEnterFrame = function(){

twoa.onRelease = function(){
twoa._visible = false;
total -= 10;

}

twob.onRelease = function(){
twob._visible = false;
total -= 10;

}

twod.onRelease = function(){
twod._visible = false;
total -= 10;

}

if(!(twoa._visible) || '(twob._visible) || !(twodvisible)){
incorrect2._visible = true;

}

twoc.onRelease = function(){
star2._visible = false;
total += 10;

}

if('star2._visible){
correct2. visible = true;
incorrect2._visible =false;
btnnext._visible = true;
twoc.enabled = false;

if(twoa._visible){
twoa._visible = false;

}

if(twob._visible){
twob._visible = false;

}

if(twod._visible){
twod._visible = false;



}

Laver 16: Frame 26

stop();
incorrect3._visible = false;

btnnext._visible = false;
correct3._visible = false;

onEnterFrame = function(){

threea.onRelease = function(){
threea._visible = false;
total -= 10;

}

threeb.onRelease = function(){
threeb._visible = false;
total -= 10;

}

threed.onRelease = function(){
threed._visible = false;
total -= 10;

}

if(!(threea._visible) || !(threeb._visible) ||Hfeed._visible)){
incorrect3._visible = true;

}

threec.onRelease = function(){
star3._visible = false;
total += 10;

}

if(!star3._visible){
correct3._visible = true;
incorrect3._visible =false;



btnnext._visible = true;
threec.enabled = false;

if(threea._visible){
threea._visible = false;

}

if(threeb._visible){
threeb._visible = false;

}

if(threed._visible){
threed._visible = false;

}

}

}

Laver 16: Frame 27

stop();
incorrect4._visible = false;

btnnext._visible = false;
correct4._visible = false;

onEnterFrame = function(){

foura.onRelease = function(){
foura._visible = false;
total -= 10;

}

fourc.onRelease = function(){
fourc._visible = false;
total -= 10;

}

fourd.onRelease = function(){
fourd._visible = false;
total -= 10;

}

if(!(foura._visible) || !(fourc._visible) || !(fod._visible)){
"6



incorrect4._visible = true;

}

fourb.onRelease = function(){
star4. visible = false;
total += 10;

}

if('star4._visible){
correct4. visible = true;
incorrect4._visible =false;
btnnext._visible = true;
fourb.enabled = false;

if(foura._visible){
foura._visible = false;

}

if(fourc._visible){
fourc._visible = false;

}

if(fourd._visible){
fourd._visible = false;

}

}

}

Laver 16: Frame 28

stop();
incorrect5._visible = false;

btnnext._visible = false;
correct5._visible = false;

onEnterFrame = function(){
fiveb.onRelease = function(){

fiveb._visible = false;
total -= 10;



fivec.onRelease = function(){
fivec. visible = false;
total -= 10;

}

fived.onRelease = function(){
fived._visible = false;
total -= 10;

}

if(!(fiveb._visible) || (fivec._visible) || !(fied._visible)){
incorrect5._visible = true;

}

fivea.onRelease = function(){
star5. visible = false;
total += 10;

}

if(!star5._visible){
correct5._visible = true;
incorrect5._visible =false;
btnnext._visible = true;
fivea.enabled = false;

if(fiveb._visible){
fiveb._visible = false;

}

if(fivec._visible){
fivec._visible = false;

}

if(fived._visible){
fived._visible = false;

}

}

}

Layer 16: Frame 29

stop();
"$3



incorrect6._visible = false;
btnnext._visible = false;
correct6._visible = false;

onEnterFrame = function(){

sixa.onRelease = function(){
sixa._visible = false;
total -= 10;

}

sixb.onRelease = function(){
sixb._visible = false;
total -= 10;

}

sixc.onRelease = function(){
sixc._visible = false;
total -= 10;

}

if(!(sixa._visible) || !(sixb._visible) || !(sixcvisible)){
incorrect6._visible = true;

}

sixd.onRelease = function(){
star6._visible = false;
total += 10;

}

if(!star6._visible){
correct6._visible = true;
incorrect6._visible =false;
btnnext._visible = true;
sixd.enabled = false;

if(sixa._visible){
sixa._visible = false;

}
if(sixb._visible){



sixb._visible = false;
}
if(sixc._visible){
sixc._visible = false;
}
}

Laver 16: Frame 30

stop();
incorrect?7._visible = false;

btnnext._visible = false;
correct?._visible = false;

onEnterFrame = function(){

sevena.onRelease = function(){
sevena._visible = false;
total -= 10;

}

sevenc.onRelease = function(){
sevenc._visible = false;
total -= 10;

}

sevend.onRelease = function(){
sevend._visible = false;
total -= 10;

}

if(!(sevena._visible) || !(sevenc._visible) |eNsnd._visible)){
incorrect7._visible = true;

}

sevenb.onRelease = function(){
star7._visible = false;
total += 10;
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if(Istar7._visible){
correct?._visible = true;
incorrect?7._visible =false;
btnnext._visible = true;
sevenb.enabled = false;

if(sevena._visible){
sevena._visible = false;

}

if(sevenc._visible){
sevenc._visible = false;

}

if(sevend._visible){
sevend._visible = false;

}

}

}

Layer 16: Frame 31

stop();
incorrect8._visible = false;

btnnext._visible = false;
correct8._visible = false;

onEnterFrame = function(){

eightb.onRelease = function(){
eightb._visible = false;
total -= 10;

}

eightc.onRelease = function(){
eightc._visible = false;
total -= 10;

}

eightd.onRelease = function(){
eightd._visible = false;
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total -= 10;
}

if(!(eightb._visible) || !(eightc._visible) || i@htd._visible)){
incorrect8._visible = true;

}

eighta.onRelease = function(){
star8._visible = false;
total += 10;

}

if(!star8._visible){
correct8._visible = true;
incorrect8._visible =false;
btnnext._visible = true;
eighta.enabled = false;

if(eightb._visible){
eightb._visible = false;

}

if(eightc._visible){
eightc._visible = false;

}

if(eightd._visible){
eightd._visible = false;

}

}

}

Layer 16: Frame 32

stop();
incorrect9._visible = false;

btnnext._visible = false;
correct9. visible = false;

onEnterFrame = function(){

ninea.onRelease = function(){
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ninea._visible = false;
total -= 10;
}

nineb.onRelease = function(){
nineb._visible = false;
total -= 10;

}

nined.onRelease = function(){
nined._visible = false;
total -=10;

}

if(!(ninea._visible) || !(nineb._visible) || !(red._visible))X{
incorrect9._visible = true;

}

ninec.onRelease = function(){
star9._visible = false;
total += 10;

}

if(!star9._visible){
correct9. visible = true;
incorrect9._visible =false;
btnnext._visible = true;
ninec.enabled = false;

if(ninea._visible){
ninea._visible = false;

}

if(nineb._visible){
nineb._visible = false;

}

if(nined._visible){
nined._visible = false;

}

}



What Belongs?

Laver 16: Frame 45

stop();
congrat._visible = false;

bbhakka. visible = false;
bbchild._visible = false;
bbwedding._visible = false;
bbtripod._visible = false;
bbwinnower._visible = false;
bbsedan._visible = false;
incorrectpot._visible = false;
incorrectcart._visible = false;
incorrecttype._visible = false;
incorrectbowl._visible = false;
incorrectknife._visible = false;

this.onEnterFrame = function() {

cart.onRelease = function(){
cart.enabled = false;
score -=10;

}

if('cart.enabled){
incorrectcart._visible = true;

}

incorrectcart.onRelease = function(){
sadcart._visible = false;

}

if('sadcart._visible){
incorrectcart._visible = false;

}

type.onRelease = function(){



type.enabled = false;

score -= 10;
}
if('type.enabled){
incorrecttype._visible = true;
}

incorrecttype.onRelease = function(){
sadtype._visible = false;

}

if('sadtype._visible){
incorrecttype._visible = false;

}

bowl.onRelease = function(){
bowl.enabled = false;
score -=10;

}

if('"bowl.enabled){
incorrectbowl._visible = true;

}

incorrectbowl.onRelease = function(){
sadbowl. visible = false;

}

if('sadbowl._visible){
incorrectbowl._visible = false;

}

knife.onRelease = function(){
knife.enabled = false;
score -=10;
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if('knife.enabled){
incorrectknife._visible = true;

}

incorrectknife.onRelease = function(){
sadknife._visible = false;

}

if(!sadknife._visible){
incorrectknife._visible = false;

}

pot.onRelease = function(){
pot.enabled = false;

score -= 10;
}
if(!pot.enabled){
incorrectpot._visible = true;
}

incorrectpot.onRelease = function(){
sadpot._visible = false;

}

if(lsadpot._visible){
incorrectpot._visible = false;

}

hakkaclothes.onRelease = function(){
hakkaclothes.enabled = false;
score +=10;

}

if(thakkaclothes.enabled){
bbhakka. visible = true;
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bbhakka.onRelease = function(){
happyhakka._visible = false;

}

if("happyhakka._visible){
bbhakka._visible = false;

}

child.onRelease = function(){
child.enabled = false;
score += 10;

}

if('child.enabled){
bbchild._visible = true;

}

bbchild.onRelease = function(){
happychild._visible = false;

}

if("happychild._visible){
bbchild._visible = false;

}

wedding.onRelease = function(){
wedding.enabled = false;
score +=10;

}

if('wedding.enabled){
bbwedding._visible = true;

}

bbwedding.onRelease = function(){
happywedding._visible = false;
}



if(thappywedding._visible){
bbwedding._visible = false;

}

tripod.onRelease = function(){
tripod.enabled = false;
score +=10;

}

if("tripod.enabled){
bbtripod._visible = true;

}

bbtripod.onRelease = function(){
happytripod._visible = false;
}

if("happytripod._visible){
bbtripod._visible = false;

}

winnower.onRelease = function(){
winnower.enabled = false;
score +=10;

}

if("'winnower.enabled){
bbwinnower._visible = true;

}

bbwinnower.onRelease = function(){
happywinnower._visible = false;

}

if("happywinnower._visible){
bbwinnower. visible = false;

}

sedan.onRelease = function(){
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sedan.enabled = false;
score += 10;

}

if('sedan.enabled){
bbsedan._visible = true;

}

bbsedan.onRelease = function(){
happysedan._visible = false;

}

if("happysedan._visible){
bbsedan._visible = false;

}

if(!(hakkaclothes.enabled) && !(child.enabled) &&Wedding.enabled) && !(tripod.enabled)
&& (winnower.enabled) && !(sedan.enabled)){
congrat._visible = true;

pot._visible = false;
cart._visible = false;
type._visible = false;
bowl. visible = false;
knife._visible = false;
}
}

Salted Fish

steps: Frame 3

stop();
//hide next button

btn_next. visible = false;
txt_next. visible = false;

this.onEnterFrame = function()

{



/Ihide fish after clicked
fish.onRelease = function()

{

fish._visible = false ;
}
fish2.onRelease = function()
{

fish2._visible = false ;
}
fish3.onRelease = function()
{

fish3._visible = false ;
}
fish4.onRelease = function()
{

fish4._visible = false ;
}
fish5.onRelease = function()
{

fish5. visible = false ;
}

//hide instruction after fish all caught
if (I(fish._visible) && !(fish2._visible) && !(fish3._visible) && !(fish4. visible) &&
I(fish5._visible))

{
info_arrow._visible = false;
txt_catch._visible = false;
/[show next button
btn_next. visible = true;
txt_next._visible = true;

}

/flying fish!!!!

if (Key.isDown(Key.RIGHT))
"&$



fish. x +=10;
}
else if (Key.isDown(Key.LEFT))
{
fish. x -=10;
}
else if (Key.isDown(Key.UP))
{
fish._y -=10;
}
else if (Key.isDown(Key.DOWN))
{
fish. y +=10;
}

var speed = 1;

cloudy._x +=1;

cloudy2. x +=1;
cloudy3. x +=1;
cloudy4. x += 2;
cloudy5. x +=1;

}
steps: Frame 4

stop();

/Ihide scaled fish
naked_fish._visible = false;
arrow_scale. visible = false;
txt_next._visible = false;
btn_next._visible = false;

this.onEnterFrame = function()

{

scale_fish.onRelease = function ()

{



scale_fish._visible = false;

}

if(!(scale_fish._visible))

{
naked_fish._visible = true;
arrow_scale. visible = true;
txt_next._visible = true;
btn_next. visible = true;

}

}
steps: Frame 5

stop();

//hide scaled fish
naked_fish._visible = false;
arrow_scale. visible = false;

//hide next button
txt_next._visible = false;

btn_next._visible = false;

this.onEnterFrame = function()

{
fishgut.onRelease = function ()
{
fishgut._visible = false;
}
if(!(fishgut._visible))
{
naked_fish._visible = true;
arrow_scale. visible = true;
txt_next._visible = true;
btn_next. visible = true;
}
}
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steps: Frame 6

stop();

fishsalt. visible = false;
btn_next._visible = false;
txt_next._visible = false;

this.onEnterFrame = function()

{
/Iplus button

add_salt.onRelease = function ()

{
//hide plus sign
add_salt. visible = false;
/Ihide fish barrel
salt_can._visible = false;
fish_barrel._visible = false;
}
if(!(add_salt. visible))
{
/[show barrel with salt
fishsalt._visible = true;
//[show next button
txt_next._visible = true;
btn_next._visible = true;
}

}
steps: Frame 8

stop();

/Ihide fish

dryl. visible = false;
dry2. visible = false;
dry3._visible = false;



dry4. visible = false;
dry5._visible = false;

//hide next button
btn_next._visible = false;
txt_next._visible = false;

this.onEnterFrame = function()

{

fishl.onRelease = function()

{ fishl. visible = false;
}

if(!(fish1._visible))

{ dryl. visible = true;

}

fish2.onRelease = function()
{ fish2. visible = false;
}

if((fish2._visible))

{ dry2. visible = true;

}

fish3.onRelease = function()
{ fish3._visible = false;
}

if(1(fish3._visible))
{

dry3._visible = true;

}



fish4.onRelease = function()

{

fish4. visible = false;
}
if(!(fish4._visible))
{

dry4. visible = true;
}

fish5.onRelease = function()

{

fish5. visible = false;
}
if(!(fish5._visible))
{

dry5._visible = true;
}

var speed = 1,

cloud. x +=1;

cloud2. x +=1;
cloud3. x +=1,
cloud4. x +=1;
cloud5. x +=1;
cloud6. x +=1,
cloud7. x +=1,

//show next button
if (dryl._ visible && dry2. visible && dry3._visib¢ && dry4. visible && dry5._visible)
{

btn_next. visible = true;

txt_next._visible = true;
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steps: Frame 10

stop();

this.onEnterFrame = function()

{

dried1.onPress = function():Void{
this._yscale= -(this._yscale);

}

dried2.onPress = function():Void{
this._yscale= -(this._yscale);

}

dried3.onPress = function():Void{
this._yscale= -(this._yscale);

}

dried4.onPress = function():Void{
this._yscale= -(this._yscale);

}

dried5.onPress = function():Void{
this._yscale= -(this._yscale);

}
}

steps: Frame 11

stop();
/hide fish

wrapl._visible = false;
wrap2._visible = false;
wrap3._visible = false;
wrap4._visible = false;
wrap5._visible = false;

//hide next button
btn_next. visible = false;
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txt_next._visible = false;

this.onEnterFrame = function()

{

flies. x -=3;

flies2. x -=3;
flies3._ x -=3;
fliesd4. x -=3;

paperl.onRelease = function()

{
paperl._visible = false;
}
if(!(paperl._visible))
{
wrapl._visible = true;
}
paper2.onRelease = function()
{
paper2._visible = false;
}
if(!(paper2._visible))
{
wrap2._visible = true;
}
paper3.onRelease = function()
{
paper3._visible = false;
}
if(!(paper3._visible))
{
wrap3._visible = true;
}
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paper4.onRelease = function()

{
paper4._visible = false;
}
if(!(paper4._visible))
{
wrap4._visible = true;
}

paper5.onRelease = function()

{
paper5._visible = false;
}
if(!(paper5._visible))
{
wrap5._visible = true;
}

var speed = 1,

cloud. x +=1;

cloud2. x +=1;
cloud3. x +=1,
cloud4. x +=1;
cloud5. x +=1;
cloud6. x +=1,
cloud7. x +=1,

//[show next button
if (wrapl._visible && wrap2._visible && wrap3._vikle && wrap4._visible &&
wrap5._visible)
{
btn_next. visible = true;
txt_next._visible = true;
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sun: Frame 7

stop();

this.onEnterFrame = function()

{

btn_next. visible = false;
txt_next._visible = false;

var speed =5;

sun2._visible = false;
sun._ X += speed-2;
sun._y -= speed,;

if (sun._y <=0)

{
sun._visible = false;
sun2._visible = true;

sun2. x += speed-2;
sun2._y += speed;

}
if(sun2._visible)
{
btn_next._visible = true;
txt_next._visible = true;
}

}

boat: Frame 2

stop();

this.onEnterFrame = function ()

{
boat2. x -=5;

}



: &
Existing Games Evaluation:
(Hong Kong Museum of History & Cultural Heritage S&um)

Summary of Findings:
Instructions containing both written and pictureedtions were most effective. Games
with instructions that were overly complicated whegder to use.
Games that provided the most interaction were #mels-on games such as the board
game.
The most effective educational games incorporatetsfto progress through the game
(see the board game & dolphin computer game) Snaeted actual events (guillotine) or
practices (crockery & fish sorting).
All of the games evaluated were enjoyable. Lev&moyment would be enhanced
through creativity and family/group interactioneuel of enjoyment would be decreased
by difficult directions or if the game was diffi¢ub use (computer game).
Computer games that were too long created long kmel kept visitors from exploring
other parts of the room. Computer games with nrdezactive components were more
entertaining.
Games that required prior knowledge were moredtiffito use (ex. Fish sorting).
Games that assumed prior knowledge would alsodsedducational (ex. artifact game).

Hong Kong Museum of History:
Construction Activities
What? Making ethnic paper structures (Hakka hoaiseestral hall, & boat) from cut outs.

Understandability? Without an aide, the instructiane more difficult to understand (good
picture instructions, but no textual instructions)

Ease of Use? Difficult to keep structure from codieng

Fun? yes

Educational? Not particularly, needs explanatiandiie individual items in the buildings
Interaction? Yes, competition even

Other/Notes: This game was designed to be usdwikducation Corner with the instructions
and help of an aide.

French Computer Game:
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What? Character must go through maze to reachakienmaze while collecting various prizes.
Understandability? Yes

Ease of Use? Difficult to use or move charactengisouch arrow method

Fun? Yes, but the difficulty in using the gamesktaway from the enjoyment.

Educational? No, unless you reach the end where th@ quiz. But since the game is difficult
to use, few will make it to the end.

Interaction? Little
Other/Notes: Use same technology as we will beideal/with
Crockery Game:

What? Using markers, decorate paper plates likplpabd during the French Revolution to
spread propaganda.

Understandability? yes

Ease of Use? easy

Fun? Yes if you like drawing. It also utilized atwity.
Educational? Somewhat

Interaction? Little

Other/Notes:

“Risk” Game:

What? Board game utilizing three historical chagesstwho are racing about the board to win the
war.

Understandability? Instructions were easy to urtdads utilizing both written and picture
instructions. However, the direction arrows indilcg paths to take on the board were easy to
confuse.

Ease of Use? Easy
Fun? VERY FUN!

Educational? Yes, the event cards contained abaitié facts and events that affected the
progress of the characters. In the end, the Napatbaracter will lose as there is an instant win
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card for the other side and the other cards agbtsliskewed in their favor (teaching that
Napoleon lost the war)

Interaction? Lots of interaction
Other/Notes:
Photo-Op:

What? Wooden, life-size people cut-outs which peapaln stick their heads through to get
pictures of themselves from.

Understandability? yes

Ease of Use? easy

Fun? Yes, and provides a nice picture-OP for uisito

Educational? No

Interaction? Interaction with family & friends witameras

Other/Notes:

Dress up:

What? Dress up in masks and hats from the Frenvdiuteon
Understandability? yes

Ease of Use? easy

Fun? yes

Educational? A little

Interaction? yes

Other/Notes: could be a health issue concerningpaitein spreading hair bugs
Guillotine:

What? Stick your head under the guillotine to eigrare the execution first-hand.
Understandability? yes

Ease of Use? easy
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Fun? yes

Educational? Yes, there were lots of facts neaslhngad and you would get to experience the
actual execution first-hand

Interaction? little

Other/Notes:

Cultural Heritage Museum:

Build a Bird

What? Build a bird by using different body partsiethconnect by magnet
Understandability? No directions, other than “bwil8ird”

Ease of Use? Easy, magnets work well

Fun? yes

Educational? Yes about different birds

Interaction? Little, only one person at a statiboree time
Other/Notes: easy to steal/losable parts

Animal Eyes

What? Look through “eyes” of animal to see throtigtir type of vision
Understandability? Yes, but extra information hathplex wording
Ease of Use? yes

Fun? yes

Educational? good

Interaction? Some interaction with others

Other/Notes:

Sorting Fish

What? Sort different types of fish to take to mankeh puzzle activity
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Understandability? Poor instructions, difficult warg

Ease of Use? Once you understand what to do, yes

Fun? Very fun

Educational? Educational content not well explajmeassumes too much prior knowledge
Interaction? Good for group interaction

Other/Notes: many losable parts

How big a bird are you?

What? Measure yourself against the large birdrerwall
Understandability? Instructions clear & simple

Ease of Use? easy

Fun? Fun, but not very interactive unless compatliffgrences
Educational? Education content on the wall was good
Interaction? Not very, unless comparing

Other/Notes: no losable parts

Soil game

What? Feel the soil in a bag (squeeze soil comtgithag”) and turn wheel to see what type of
plant will grow in that soil

Understandability? Instructions simple & clear
Ease of Use? Yes

Fun? yes

Educational? yes

Interaction? Not too interactive

Other/Notes: hands-on education

Soil identifier

What? Identify what the soil is under the microseop
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Understandability? No instructions

Ease of Use? Difficult to use, hard to understahdtvo do
Fun? no

Educational? Maybe, but not very good

Interaction? none

Other/Notes:

Artifact game

What? Match the artifact to its correct time period
Understandability? Clear instructions

Ease of Use? Easy to use, artifact stick to wadl dumagnets and matching is shape and color
specific

Fun? yes

Educational? Educational content is alright, betéhwas no explanation of the dynasties
involved and very little on what the artifact is

Interaction? Can be interactive

Other/Notes: no small losable parts

Artifact identifier

What? By pulling down or up, you can identify théfact
Understandability? Instructions are clear and sempl
Ease of Use? Hard to pull out sometimes, but otisergood
Fun? Interesting idea, but no

Educational? Content is good

Interaction? no

Other/Notes:

Toy room board game
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WAY too complicated for us, let alone children.

Fish/Coral Reef Computer Game

What? Computer game fish adventure

Understandability? Good instructions

Ease of Use? Hard to click sometimes

Fun? It wasn't really a game, was a watch and laachsometimes click interactive movie
Educational? Very educational

Interaction? Interactive, but not with other people

Other/Notes: Lots of text, can lose interest with inuch

Dolphin Computer Game

What? Save the dolphins from different urban dasger

Understandability? Needs more specific instructi@nsjuick explanatory video first)
Ease of Use? It was a fairly hard to play game

Fun? Yes!

Educational? Yes, for each urban foe there was @f lgood information explaining why it has
adverse effects for dolphins.

Interaction? Sometimes with people watching, butimgeneral

Other/Notes: Too long, not everyone gets to playlares form (low turnover rate)
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