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Abstract

A good learning environment brings many benefits to students’ personal development,
performance and learning atmosphere (

2012; Hanrahan, 1998; Susanti et

al., 2020). Although schools in Hong Kong always showcase students’ artworks, they have
suffered from the traditional method of showcasing. According to the learning environment
and the showcasing of digital arts at schools for visual arts subjects in Hong Kong, limited
relevant research is found. After visiting a school that showcased students’ works in the form
of digital arts, the researcher was fascinated to explore the purpose and factors of the school
showcasing student digital arts in the school public space.

This case study used qualitative research for investigating the teachers’ perspectives
and methods of showcasing students’ digital arts at school. As the school is the research
subject, semi-structured interviews were designed for two visual arts teachers at this school.
Referring to the result of findings, the purposes of the showcasing are mainly for
enhancing students’ arts learning and creating a better learning environment. With the
support from schools and colleagues, teachers achieved a great success in it. The research
identified that teachers perform a significant role in organizing the showcasing. Teachers
need to be a proactive, passionate, responsive life-long learner. Although the school in this
case study faced many difficulties in implementation, they had a remarkable achievement
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in showcasing students’ digital arts at school. By providing a successful reference, the
researcher hopes that it could encourage visual arts teachers to make changes in the
traditional showcase, moreover, create a digital arts learning environment and cyber
atmosphere for the school. It is of paramount importance to enhance students’ learning
motivation for arts and encourage active participation in creative activities.

Keywords: School Showcasing, Digital Arts and School Public Space

4

TABLE OF CONTENTS
Declaration…………………………………………………………………………

2

Abstract…………………………………………………………………………….

3-4

Content……………………………………………………………………………..

5-7

Chapter 1 Introduction
1.1 Background………………………………………………………………….

8-10

1.2 Objectives…………………………………………………………………...

10-11

1.3 Research Questions………………………………………………………….

11-12

1.4 Significance and Contributions……………………………………………...

12

Chapter 2 Literature Review
2.1 The Showcase of Students’ Artworks………………………………………

13-14

2.1.1 The Objectives of Showcasing……………………………………….

14

2.1.2 The Outcome of Showcasing…………………………………………

14-15

2.2 Digital Arts………………………………………………………………….

15-16

2.2.1 Characteristics of Digital Arts………………………………………..

16-17

2.2.2 The Showcasing of Digital Arts……………………………………...

17-19

2.3 Conclusion…………………………………………………………………..

19

Chapter 3 Methodology
3.1 Research Method……………………………………………………………

21-22

3.1.1 Interview……………………………………………………………..

23-24

3.1.2 Observation…………………………………………………………..

24

3.1.3 Document…………………………………………………………….

25

3.2 Research Subjects…………………………………………………………..

25-26

3.3 Research Schedule………………………………………………………….

26

3.4 Research Limitation………………………………………………………..

27

5

Chapter 4 Findings and Analysis
4.1 Purposes in Showcasing Students’ Digital Artworks at School ……………

28-29

4.1.1 Creative Effective Visual Learning Environment……………………

29-31

4.1.2 Develop Students’ Art Learning……………………………………..

31-34

4.1.3 Responsive Students and Teachers…………………………………..

34-36

4.1.4 In Accordance with the Government Regulations…………………...

37-38

4.2 Factors in Successful Implement of Showcasing Digital Arts……………...

39

4.2.1 School’s Positive Attitude and Supports……………………………..

39-41

4.2.2 Teachers’ Strong Team Spirit and Good Cooperation……………….

41-43

4.2.3 Simple Equipment but Prime Outcomes……………………………..

44-48

4.2.4 Make Good Use of School Environment ……………………………

48-50

4.3 Conclusion………………………………………………………………….

50-51

Chapter 5 Suggestions and Conclusion
5.1 Deep Understanding of Schools and Students’ Characteristics……………

52-53

5.2 Importance of Teacher Professionalism……………………………………

53-55

5.3 Conclusion………………………………………………………………….

56

Reference………………………………………………………………………….

57-61

Appendix
1. Interview Script Teacher 1 in Chinese………………………………………

62-71

2. Interview Script Teacher 2 in Chinese………………………………………

72-87

List of Table
Table 1-1 Benefits of Conducive Learning Environment……………………...

9

Table 2-1 The Characteristics of Digital Arts………………………………….

17

Table 3-1 Research Subject Data (Teachers) ………………………………….

26

Table 3-2 Research Schedule…………………………………………………..

26

6

Table 4-1 Purposes in Showcasing Students’ Digital Artworks in the
School Environment………………………………………………...

29

List of Figure
Figure 1-1 (a) (b) Site Visit of the Primary School……………………………

10

Figure 1-2 (a) (b) Personal Experience of Digital Exhibition in Hong
Kong……………………………………………………………….

10

Figure 2-1 Digital Art Fair Asia……………………………………………….

19

Figure 2-2 Refik Anadol’s digital art………………………………………….

19

Figure 2-3 Research Framework………………………………………………

20

Figure 3-1 Triangulation in Qualitative Research……………………………..

22

Figure 4-1 Teachers Danced with the Showcasing……………………………

36

Figure 4-2 Factors in Showcasing Students’ Digital Artworks in the
School Environment………………………………………………

39

Figure 4-3 (a) (b) Students Danced with Projection Arts……………………..

43

Figure 4-4 (a) (b) Student Uses Different Equipment to Make Color
Mapping…………………………………………………………...

44

Figure 4-5 (a) (b) The Showcasing of Student Digital Arts…………………..

45

Figure 4-6 Students with the Projection Art - Halloween’s Monsters………..

46

Figure 4-7 Students React to Projection Art………………………………….

46

Figure 4-8 Simple Setting but Excellent Outcome…………………………...

47

Figure 4-9 (a) (b) Students Danced with Their Drawn Animations by
Projection Arts……………………………………………………

48

Figure 4-10 Purposes, Factors and Ways to Showcase Students’ Digital
Artworks at school………………………………………………..

50

Figure 5-1 (a) (b) Visual Arts Teachers Tested Color Mapping……………...

54

7

Chapter 1 Introduction

1.1 Background
Learning environments are important in helping students learn effectively. Susanti et
al., (2020) stated that students learning in a high-quality environment would have a good
attitude toward learning and produce a positive atmosphere. A good learning environment
brings many benefits to students’ personal development, performance and learning
atmosphere (

2012; Hanrahan, 1998; Susanti et al., 2020). Table 1-1

below shows that all three studies indicate that a conducive learning environment brings
many benefits, such as students’ learning motivation being highly increased if the learning
environment is well-developed. Due to a good learning environment, students’ cognitive
and learning autonomy are also developed and can learn actively. The researcher visited a
primary school and saw many large-scale students’ works and digital arts on display, which
attracted the attention of the researcher. The researcher is interested in exploring why
teachers display student work in this way, especially in large-scale digital art forms.
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Table 1-1 Benefits of Conducive Learning Environment
Hanrahan (1998)

Susanti et al.,
(2012)

Personal Development

Personal Performance

Learning Atmosphere

(2020)
ü

Leadership attitudes
Self-regulation

ü

Cognitive engagement

ü

ü

Time management

ü

Improve learning outcomes

ü

ü

Learning autonomy

ü

ü

Active participation

ü

ü

Increase motivation

ü

ü

ü

Arouse attractiveness
Positive atmosphere

ü

Interaction with teachers

ü

(Hanrahan, 1998;

ü

ü

2012; Susanti, Damris, Maison, & Tanti, 2020)

With a new generation, the trend of art at the moment is more digital and electronic.
Popper (2007) found that contemporary virtual art is refined for the digital arts of the late
twentieth century. Nowadays, art galleries and museums are not only exhibiting traditional
paintings, photographs or sculptures. Electronic and digital installations are strongly
promoted and praised. From my personal experience of visiting a primary school, it
showcased students’ artwork by digital (see Figure 1-1). Using simple electrical equipment,
such as computers and projectors, all the students’ artwork can be shown as an animation.
From my experience of visiting a digital art exhibition in Hong Kong (see Figure 1-2), to
compare with the method of showcasing, I am interested in the display of digital arts and
want to know the reason why the school showcases students’ works in the form of digital
arts.
9

Figure 1-1(a) (b) Site Visit of the Primary School

Figure 1-2(a) (b) Personal Experience of Digital Exhibition in Hong Kong

Understanding why and how the school think of using digital arts to showcase
students’ works in school public spaces and therefore will become the focus of this research.

1.2 Objectives
(2018) suggested that the learning environment and supports are
not enough in Hong Kong visual arts education. Traditional showcasing is usually used for
visual arts subjects which is displaying the original students’ artworks at school. However,
since there is a new showcasing method for students’ artwork in a school environment, the
researcher would like to know and learn the methods of using digital arts for showcasing
10

students’ artwork. In addition, the research results can enable pre-service and in-service
teachers to master new methods of showcasing students’ works, so as to enhance students’
learning motivation and encourage students to actively participate in creative activities. At
the same time, it can also create a digital arts learning environment and cyber atmosphere
for the school.

Since there is less relevant research on the learning environment and the showcasing
of digital arts at schools for visual arts subjects in Hong Kong. I hope this study will be a
reference for pre-service teachers and in-service teachers to understand the importance of
showcasing and recognize the implementation of showcasing artworks by digital arts in a
school learning environment. Moreover, by the research, teachers can reflect on themselves
and make a great effort to cultivate students’ artistic development. It is for encouraging
visual arts teachers to create an innovative and effective visual learning environment for
students to learn.

1.3 Research Questions
The main focus of this study is to investigate why visual arts teachers showcase
students’ artworks by digital arts in a school environment and how visual arts teachers
showcase students’ digital arts in school. Moreover, the relationship between the school-
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based curriculum design and the implementation of digital arts showcases for students will
be discussed.

The research questions are as follows:
1. Why do visual arts teachers showcase students’ digital artworks in the school
environment?
2. How do visual arts teachers design, implement and showcase students’ digital arts?
What factors and capabilities need to be considered?

1.4 Significance and Contributions
There are not many studies relevant to the current situation of schools’ learning
environment and showcasing of visual arts artworks at schools in Hong Kong. The Hong
Kong Education Bureau (2017) stated that under experiential learning, students explore the
relationship with the environment of visual arts. It mentioned the environment indirectly.

With the anticipation of enhancing the students learn visual arts, this study can be a
reference for visual arts teachers to review the school environment and redesign or create
the showcasing digital arts. Moreover, it can provide basic data for teachers to understand
the reasons and implement showcasing their artworks at school by digital arts which assists
teachers to design an innovative and effective school visual environment.
12

Chapter 2 Literature Review

(2001) stated that arts education encourages students to interact with the
environment and build up their environment perception so that they would learn actively in
visual arts (as cited in

, 2010). There is a strong linkage between arts and

environment which prompts the use of the school environment for visual arts learning. For
showcasing students’ artwork at school, the culture of the school would be created. Purkey
and Smith (1982) found that an effective school is distinguished by its culture, also the
culture channels students into successful learning (as cited in Frymier and Joekel, 2004).
Why do schools display students’ works, and what is the purpose and outcome of the display?
Why do some schools display students’ digital arts, and what are the characteristics of digital
arts? It will be discussed below.

2.1 The Showcase of Students’ Artworks
According to Bandura (1997), the "student-led" approaches affected importantly to
their engagement and performance in learning (as cited in Killeen et al., 2003). Since
students create their artworks in visual arts lessons, teachers provide an opportunity for
showcasing students’ artworks in a school environment which enhances learning
effectiveness. Moreover, for cultivating their self-learning capabilities and self-initiated
learning attitudes, displays of students’ artworks are needed for peer appreciation and
criticism (The Hong Kong Education Bureau, 2007). With a close relationship between
13

visual arts learning and showcasing of artworks, students’ works are highly recommended
for display which brings many benefits. To explore why showcasing is used for learning,
especially artworks display, the objectives and outcomes of showcasing will be discussed.

2.1.1 The Objectives of Showcasing
For maximizing the benefits of learning and teaching, teachers are willing to display
or exhibit students’ artworks in a school environment. Also, students are invited to design
their showcase themselves for decorating school. D'Acquisto (2006) stated that planning
an exhibition by students is comprehensive learning for developing their design,
communication, problem-solving and interpersonal skills. Moreover, Hart (1987)
suggested by developing a sense of involvement and social responsibility, students can
participate in designing a space (as cited in Killeen et al., 2003). In the research of Qiu,
Xiao and Jiang (2020), the experience of organizing an online art exhibition for displaying
students’ artworks can motivate them to develop their professional skills, such as
communication skills by cooperation. For the objectives of showcasing students’ artworks,
besides the beautification of schools, the competence and skills in visual arts of students
can also be developed greatly.

2.1.2 The Outcome of Showcasing
According to D'Acquisto (2006)’s research, displaying students’ artwork not only
benefit students but also assists teachers to teach and develop. As a learner, teachers
14

promote visual arts through the school visual environment, the process of planning and
guiding enhances teachers’ development such as deepening the understanding of subject
knowledge and collaboration with teachers. As a result, it becomes the driving force for
school improvement. Besides teachers, students are the main beneficiary. Moreover,
Eckhoff (2019) pointed out that displaying students’ work in school is significant for
shaping the viewers’ understanding of the culture of school and students. Hence, authentic
showcasing enhances students’ recognition of their sense of belonging and value in school
public spaces.

Sakr (2017) mentioned that making artworks and displays is supportive for
developing students’ creativity, ownership and interactions. Some visual arts teachers
presented with the Award for Teaching Excellence provided exhibitions and showcases of
students’ artworks at school for arousing students’ interests in visual arts (The Hong Kong
Education Bureau, 2006; 2016). Regular showcasing encourages students to create and
foster art appreciation and criticism.

2.2 Digital Arts
(2011) stated that digital arts becomes the new category of art history because
of the well-developed digital computer technology. As digital arts is starting to be
developed, Sweeny (2010) stated that artists and art educators offer insight into using a
15

digital design which is for facilitate active learning, critical thinking and creativity. Sakr
(2017) also mentioned that students are motivated to question and challenge through digital
arts-making, moreover, the showcasing assists in developing students’ collaborative
creativity. By using digital arts for showcasing students’ artwork in a school learning
environment, the display method of digital arts is very significant for increasing students’
effectiveness in visual arts learning.

2.2.1 Characteristics of Digital Arts
(2002) mentioned the key concept of digital arts is the creation is
made through digitization, such as digital images, sound, systems and information.
Moreover, there would be interactive, variable and reproducible.

(2001) also stated

that digital art can be divided into two methods. The methods are using digitization during
creation and traditional art creation but use digitization to be processing (as cited in
and

, 2002).

(2004) suggested the interaction between digital arts and

the audience is important. Furthermore, from the research by

and

(2005),

they summarized the definition of digital arts from different scholars which are listed in
table 2-2. There are some foreign scholars who also definite digital arts. Rani (2018)
pointed out mass production and digital media are used by creating digital arts. Bautista
(2013) stated that digital arts is known as new media art, moreover, it showed cooperation
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between arts and technology. Both scholars indicated digital media is a key component of
digital arts.

In table 2-2, scholars pointed out that the most important elements of digital arts are
digitization for creating and interacting with the audience. Only two of them suggested
innovation, experimental and communication for identifying digital arts.

Table 2-1 The Characteristics of Digital Arts

(2000)

(2000)

(2001)

(2004)

(2004)

(2002)
Use digitization

ü

ü

ü

ü

ü

Bautista

Rani

(2013)

(2018)

ü

ü

(2004)

ü

ü

ü

for create
Interaction with

ü

ü

audience
Innovation

ü

Experimental

ü
ü

Communication
(

, 2002;

004;

005; Bautista, 2013 and Rani, 2018)

2.2.2 The Showcase of Digital Arts
Paul (2015) stated that digital arts was established by the end of the century when art
museums and galleries started to collect and exhibit digital works. At present, lots of artists
explored digital arts and created numerous artworks with new technology or software.
However, the showcase of digital arts is diverse, such as using digital images and 3D
models with digital music. Colson (2007) pointed out digital artists would use powerful
17

software, the Internet and interactive technology for making digital arts. Furthermore,
Marner (2013) mentioned digital media in art education requires more flexibility to teach,
moreover, digital media acquired powerful tools for the production, presentation and
communication of art. Since digital arts need lots of techniques for creation, learners can
understand the production of digital arts, such as the used resources and the process of
making. Having a significant difference in presentation between traditional and digital
artworks provided more opportunities for the audience to communicate and interact.

Emilie (2021) mentioned Digital Art Fair Asia, an exhibition held in Hong Kong in
2021, that exhibited many digital contemporary arts that inspired a new generation of
showcasing artworks by technology (see Figure 2-1). The artworks are divided into five
parts, immersive, prestige, pioneer, new media and virtual reality art experience zone. The
exhibition showed many digital arts productions. Digital arts is not only presented through
digital images, it can also be a performance with different digital visual elements, such as
augmented reality and virtual reality. With digital images and sounds, digital arts become
more diverse. For Hong Kong, digital arts is going to be developed. Furthermore, Anadol
(2020) introduced Refik Anadol who is a media artist interested in machine intelligence
and digital arts. His works showed strong creativity significantly by combining digital and
architecture. The studio used 42 large-scale laser projectors with 50K visual resolution,
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and also 1.2M luminance (see Figure 2-2). In conclusion, digital arts can be presented with
different art elements. Also, professional equipment is needed for showcasing.

Figure 2-1 Digital Art Fair Asia

Figure 2-2 Refik Anadol’s digital art

2.3 Conclusion
To summarize the above discussion, the following research framework is developed
by the researcher (see Figure 2-3) which helps to analyze the purpose and implementation
of showcasing students’ digital arts in a school public space. Moreover, it inspired the
researcher to understand the expectations and factors of using digital arts to showcase
students’ work in school.
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Figure 2-3 Research Framework

Responding to the framework, a conducive school visual environment can affect
students’ learning effectiveness. Since teachers’ objectives and design of showcase is an
important factors, the research would analyze visual arts teachers’ thoughts and designs of
showcasing by digital arts, moreover, explore the implementation of showcasing students’
visual arts artworks in a school learning environment. Currently, digital arts is created by
several professional types of equipment, the materials and the making process would also
be investigated.
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Chapter 3 Methodology

The study aims at analyzing why visual arts teachers showcase students’ artworks by
digital arts in a school learning environment and investigating how they implement visual arts
subjects at school. A qualitative research approach is used to explore teacher views and design
on showcasing by digital arts and analyze the implementation of showcasing for visual arts.
Fossey et al., (2002) mentioned qualitative research is for understanding the meaning and
experience of human actions and social behaviors. Qualitative research is suitable for this
research which is targeted to explore deeply through the interviews. The reasons and
implementation for using digital arts to showcase students’ works in school will be greatly
investigated.

On the other hand, Scholz and Tietje (2002) stated that a case study is about at least
partially personal observation for understanding the situation or problems of the real-life
context. Also, single cases could be unique and salient. Crowe et al., (2011) also mentioned an
in-depth understanding of the issue and it used for explaining and exploring actions that the
participants occur. Tellis (1997) found that the interviews and observation of case study
research are insightful for providing perceived inference. Moreover, Yin (2003) stated that the
rationale of a single case is for representing a unique case. Since the researcher is intrigued by
the surprising showcasing of a visited primary school, a single case study will be essential for
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understanding profoundly why and how visual arts teachers use digital arts for showcasing
students’ works. Based on the traditional method of showcasing artworks, this case study is
used to uncover a new method and prove its effectiveness. Through the invitation of the school,
visual arts teachers from a primary school in Hong Kong, a thorough comprehension of research
questions will be explored.

3.1 Research Method
Wright (2007) stated that qualitative research is to find out the targeted groups or
individuals’ opinions, attitudes, behaviors and motivations. Mertens and Hesse-Biber
(2012) also mentioned that the use of triangulation (see Figure 3-1) in qualitative research
helps researchers to discuss the focuses of the research in-depth, for the example, it helps
to explore the purpose and methods of visual arts teachers in showcasing digital arts in
school public spaces.

Semi-structured interview
~ With Hong Kong’s primary school’s Visual Arts
teachers

Observation
~ Primary school
environment

Explore the Purpose of a
School Showcasing Student
Digital Arts in the School
Public Space

Document analysis
~ Students’ digital artworks for
showcasing and assessments by teachers

Figure 3-1 Triangulation in Qualitative Research
22

3.1.1 Interview
According to Schatz (2012), the semi-structured interview is for an in-depth
investigation of a particular topic with detailed information. Since the researcher wants to
know the reasons and objectives of showcasing digital arts in a school visual environment,
two visual arts teachers with excellent performance in presenting the showcasing are
invited for this interview. It encourages teachers to explain the implementation of
showcasing in detail, such as how teachers cooperate with other colleagues. Through indepth interviews with teachers separately, the researcher can receive a profound
understanding of the interviewees’ answers. Based on the research questions, interview
questions are set for the principal and visual arts teachers.

1. How many years have you taught Visual Art subject? (Research Question 1 & 2)
2. How many years have you taught Visual Art subject in this school? (Research
Question 1 & 2)
3. How would you use to describe the school learning environment (visual elements)?
Why? (Research Question 1)
4. What are the purposes of showing students’ digital artworks in the school
environment? (Research Question 1)
5. What factors motivate the use of digital art to showcase students’ artworks in the
school environment? (Research Question 1)
23

6. What factors need to be considered when showcasing digital arts in school public
spaces? (Research Question 2)
7. What software and hardware resources does the school need? (Research Question
2)
8. How do students react to showcasing their digital art in school public spaces?
(Research Question 1)
9. Why do students have these reactions? Is it what you expected? (Research
Question 1)
10. Do you have any future plans in developing school learning environment by
visual elements, such as digital? (Research Question 2)

3.1.2 Observation
By using observation in the semi-structured interviews, the researcher can observe
teachers’ emotions and performance when they are talking about the showcasing at school.
It helps the researcher to have a deeper understanding of their thoughts and perspectives
for collecting thorough data in this study. Furthermore, for observing the school
environment, the researcher can observe from the video which is provided by the
interviewees.
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3.1.3 Document
For increasing reliability and validity in qualitative research, documents are essential
since Yanow (2007) stated that documents corroborate observationally and interview data
which requires before conducting interviews. The researcher collected a document of
students’ artworks which includes digital arts and performances. It is important because it
shows their quality and application of them in a school environment. Moreover, the
collected video presented the school environment and the exploration of making digital
color mapping by one of the visual art teachers. Through the video, the researcher can
analyze the equipment and method during the process of making color mapping. Therefore,
as a reference, collected documents will be used for interviews to ensure perfection.

3.2 Research Subject
The research is a case study that focuses on a primary school which showcased many
large-scale students’ works and digital arts on display in the school environment. The
researcher had an intensive study of the school for understanding their objectives and
implementation of showcasing students’ digital arts. To have an in-depth understanding,
the researcher had interviews with two visual arts teachers from the primary school. They
are responsible for designing digital arts for students to learn and the showcase of students’
visual arts artworks in the school environment. (see Table 3-1).
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Table 3-1 Research Subject Data (Teachers)
Face-to-face
Respondent

Code

Gender

Years of Teaching (Visual Arts)

Title
Interview Date
Ø

> 4 years
Teacher 1

T1

F

(Primary school which used
digital arts for showcasing

Subject Teacher
Ø

students’ visual arts artworks)
Ø

T2

M

General Studies

08 Feb 2022

Subject Teacher

> 30 years
Teacher 2

Visual arts

Visual arts
Subject Panel

(Primary school which used

Head

digital arts for showcasing

Ø

Activities Leader

students’ visual arts artworks)

Ø

In Charge of

19 Feb 2022

School Transport

3.3 Research Schedule
This study is well-planned by determining the proposal, discussion and applications
in the first stage. Moreover, for research, the invitation of interviewees and analysis of data
would be done after finalizing research questions. The study would conclude from the
evidence by completing the research report (see Table 3-2 for details).

Table 3-2 Research Schedule
Date
13 May 2021
Jan to mid - Oct 2021
15 Nov 2021
Nov to Dec 2021
Feb 2022
Feb to mid - March 2022
14 Mar 2022
18 Mar - 18 April 2022
18 April 2022

Implementation Matter
➢ Submission of project proposal
➢ Meetings with supervisor for discussion
➢ Submit the full research proposal and the ethical review application
➢ Design research questions
➢ Interview with the interviewees
➢ Data analysis
➢ Honours project online presentation
➢ Refine project report
➢ Honours project report submission
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3.4 Research Limitation
Due to the time constraints and pandemic, the format of the interview with teachers
changed to be online interviews by Zoom. For the school observation, teachers mentioned
that digital artworks are showcased for one to two days only. There is no opportunity to
observe the real situation of showcasing this time, though the researcher could visit the
school. Online observation is used. Also, because of the confidential information of
primary school, the photos and information are not represented comprehensively.
Therefore, the results of this research can only be a reference.
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Chapter 4 Findings and Analysis

The study focuses on a primary school that has an outstanding performance in showcasing
large-scale digital artworks and students’ digital arts. It aims at exploring the purpose of
the visual arts teachers to showcase students’ digital artworks in the school environment,
moreover, how do visual arts teachers design, implement and showcase students’ digital
arts. There are two sections. The detailed analysis of interviews and the documents
provided by visual arts teachers are classified according to the two research questions.

4.1 Purposes in Showcasing Students’ Digital Artworks at School
According to the benefits of a good learning environment in the literature review,
several purposes were mentioned by different scholars. By showcasing students’ digital
artworks in the school public space, schools and teachers strive for building cognitive
engagement, learning autonomy and a positive atmosphere. In the in-depth interviews, the
interviewees also put focus on building an effective school learning environment. The
interviews result share a couple of similarity with the literature revie, the objectives are
shown below (see Table 4-1).
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Table 4-1 Purposes in Showcasing Students’ Digital Artworks in the School Environment

Literature Review of Learning Environment

Interviews of T1 and T2

T1

T2

Cognitive engagement

Nil

Nil

Improve learning outcomes

ü

Nil

Learning autonomy

ü

Nil

Active participation

ü

ü

Increase motivation

ü

ü

Positive atmosphere

ü

ü

Government’s Policy in Education

Nil

ü

From the table, both interviewees pointed out the main purposes are to create a
positive atmosphere, enhance students’ interests in learning visual arts and motivate
students to actively participate in the artmaking and showcasing. Notably, only one of the
interviewees considered the Government’s policy in education, especially the development
of visual arts education.

4.1.1 Creative Effective Visual Learning Environment
From the literature review and interviews, a positive atmosphere is highlighted as the
principal purpose for showcasing students’ digital arts in the school environment. Through
the intensive interviews, T1 and T2 described their school learning environment and talked
about the display of students’ artworks in detail. Furthermore, they were excited and
confident about their achievements.
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“We like to share students’ artworks, for example, the two sides of walls in corridors
are fully posted.” (Interview, Teacher 1, A3)

“We always showcase all the classes’ artworks, that’s why we need to use the door
and corridors for showcasing. The surfaces of doors and walls of corridors,
moreover bulletin boards.” (Interview, Teacher 2, A4)

T1 also shared a video that recorded their school environment, especially the
showcasing of students’ artworks. From the video observation, the school clearly
showcased numerous students’ artworks in school public space, including the school’s
entrance, playground, corridors and stairs. It feasted our eyes on the artworks. A fruitful
learning environment is created by comprehensive visual arts elements.

However, T1 and T2 did not only describe the showcasing of large-scale artworks
and digital arts. They mentioned the showcasing included all the art forms and all the
students’ artworks. Digital arts was one of the art forms. Their main purpose of showcasing
all students’ outcomes was to encourage them. Instead of focusing on the quality of
artworks, T1 and T2 deeply appreciated the efforts of the students.
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“Mostly for the showcasing, whatever we showcase digital artworks or other
artworks, we may not choose the best one. Trying to showcase most of them, even the
good or bad artworks are also showcased. It is what our school likes to do.”
(Interview, Teacher 2, A4)

From the interviews, the researcher found that the most important objective of
showcasing is encouragement through art appreciation and criticism. Since teachers
provided opportunities for students to display their unique artworks at school, an influential
and effective learning environment is developed. In addition, students were inspired by the
visual learning environment, how can the showcasing benefit their learning of visual art?
Also, why do the teachers adopt an innovative method to showcase students’ digital
artworks and large-scale works in school public space?

4.1.2 Develop Students’ Art Learning

According to the content of the interviews, T1 and T2 always mentioned the
showcasing of digital artworks is mainly for broadening students’ horizons and cultivating
their interests in visual arts. In T1’s interview, T1 spent more than eight minutes explaining
the reasons for showcasing at school, especially broadening students’ horizons. Moreover,
T2 stated that it is important to use a novel and different way of showcasing students’
artworks rather than the traditional display method. Broadening students’ horizons of arts
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was indicated many times in their interviews, in their interviews, and this suggested a great
significance of showcasing of digital arts in the school learning environment.

“I want to show children a more different and novel way of displaying. It is something
that he seldom sees, is some relatively novel way to broaden their horizons.”
(Interview, Teacher 1, A4)

“Such a large showcase is for giving students a new perspective. It aims to stimulate
their interests in arts.” (Interview, Teacher 2, A4)

“They broaden their horizons which can learn about the new display method of
Digital Arts and then view in a different way.” (Interview, Teacher 2, A4)

T1 and T2 always had the same thoughts on teaching and showcasing. In their
interviews, they pointed out students from their school are mainly South Asian, and some
are from low-income families. Teachers are motivated by deeply understanding their
students’ needs so they designed the most suitable way for them to learn arts. Thus, it is
perceived that they could identify students' difficulties and needs in learning. With the
similar thoughts on the students’ art experience, T1 and T2 pointed out their students lack
exploration of arts, such as visiting art museums or exhibitions. By constant observation,
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T1 thought the students seldom or never visit art museums. Also, T2 mentioned that it is
because students could not afford to buy tickets for exhibitions or their parents would not
take them to visit. When the interviewees talked about those concerns and worries, the
researcher found that they used a sympathetic tone of voice. Since their students are facing
difficulties in learning arts, T1 and T2 are dedicated to novel showcasing at school.

“For my students, I think they lack experience. If you ask are they always visit
museums, I think is not. If they really visit museums, are the things like what we do?
I also think is not.” (Interview, Teacher 1, A8)

“For example, it needs around $300 for visiting an exhibition, how can our students
afford? It is fewer opportunity to visit new multimedia exhibitions by their parents. I
think they will not go.” (Interview, Teacher 2, A4)

As a beginner visual arts teacher, T1 targeted students to learn more between classes
through art appreciation of the showcasing digital arts. T1 was absolutely delighted and
imitated the students’ reactions three times when they saw another classes’ performance.
In contrast, by having extensive teaching experience, T2 paid attention to building up
students’ art experience through art appreciation, but also motivate students to create
innovative artworks.
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“In fact, when they are appreciating, they will think of that time of the study, "So the
other class is doing like this! I can learn from it.” (Interview, Teacher 1, A5)

“We are developing information technology. It is what we are doing in those five to
six years. Helping students to create through technology, the first thing is to help
them to create.” (Interview, Teacher 2, A4)

Through T1 and T2’s thoughts, students from their school do not have enough
experience and opportunity for art appreciation. Therefore, to broaden their horizons and
cultivate their creativity in artmaking, T1 and T2 designed a convenient learning method
at school. With the support from the school, are the students pleased about showcasing
their digital arts in the school learning environment?

4.1.3 Responsive Students and Teachers
Since the researcher asked for the students’ responses on the showcasing digital arts,
T1 and T2 visibly showed happiness in answering this question. Talking about the response
in the interviews, they always used the adverb “very”, “super” and “extremely” to describe
the students’ and teachers’ contentment and excitement. T1’s smile broadened when she
started to describe the students’ reactions, and T2 talked gleefully with laughter. The word
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“happy” was mentioned eight times in their individual interviews which represented a great
enjoyment of doing the showcasing. Besides, from the pictures which were provided by
T1, the researcher observed the students were excited, and grinning broadly.

“Very happy! Like very much! Extremely excited! (Joy) Because... (Thinking) What
to say? Because these display formats are really new, even the teacher is very excited.
The adults and children are very excited.” (Interview, Teacher 1, A8)

“Very happy, very happy! They took a lot of pictures in front of the large screen.”
(Interview, Teacher 2, A9)

In addition to students, T1 and T2 also mentioned that teachers were responsive to
interacting with showcasing students’ digital art in school public space. A delighted
expression was completely shown by T1’s explanation.

“Teachers also like it. The children see the teacher and they like it. They also like it,
and everyone likes it. The atmosphere is very good.” (Interview, Teacher 1, A8)

Especially from T2’s interview, he described a teacher’s response in detail.
“Monster’s House” was a digital showcasing that includes diverse students’ artworks. The
35

digital showcasing had large-scale with a height of around two-story. T2 observed a teacher
dancing with the showcasing (see Figure 4-1).

“Because she saw the showcase is very beautiful and she felt very happy after seeing
it! The teacher walked to the showcase and danced, not just students.” (Interview,
Teacher 1, A9)

Figure 4-1 Teacher Danced with the Showcasing

Teachers’ responsive and positive reactions encouraged visual arts teachers to
showcase. T1 and T2 felt grateful because they received cheering from colleagues and
students. The teachers were greatly motivated by colleagues and students. Therefore, what
encouraged their school to develop in showcasing students’ digital arts at school?
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4.1.4 In Accordance with the Government Regulations
Through the explanation of T2, the researcher found out he closely followed the
regulations implemented by the Government. From T2’s self-introduction in the interview,
T2 has extensive teaching experience in different subjects. He has been teaching visual arts
for more than thirty years. Furthermore, T2 mentioned eleven times of information
technology and STEAM education in the interview. As a visual arts subject panel and
activities leader, T2 needed to cooperate with colleagues for pursuing comprehensive and
effective school development, especially in promoting visual arts. Once T2 started talking
about the development of school or curriculum, he became serious.

“Around this few years, information technology and STEAM is started to be
discussed. And we start to think of what we can do in STEAM.” (Interview, Teacher
2, A3)

“Five, six years before, when the Chief Executive Leung Chun-ying first said that he
would allocate funds to primary schools in STEAM. You can see that there are a lot
of policies that have changed Visual Arts. Also, there are some grants for promoting
STEAM in recent years.” (Interview, Teacher 2, A3)
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T2 often talked about the Government policy but T1 never mentioned it. The
researcher found that T1 focused on ways to teach students and students’ learning outcomes.
T1 is a visual art teacher that considers the process. In contrast, T2 considered
comprehensively enhancing school development, for example, devising the development
plans and activities of the school. The well-planned development is essential for the
school’s development and students’ learning. As a result, in this case study, the researcher
recognized teachers with more teaching experience are more aware of social changes and
educational development.

“Worrying about the students do not know how to use information technology. There
are several new pedagogies for learning. The curriculum has just been reformed, so
a lot of new policies and adjustments have been carried out, so we look for new
creations.” (Interview, Teacher 2, A3)

To create an effective learning environment and strengthen students’ art learning, the
school with T1 and T2 made an effort to showcase with the encouragement from colleagues
and a broad perspective in education. Since there are many purposes to fulfill in showcasing
students’ digital artworks in the school learning environment, how did the school achieve
success in it?
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4.2 Factors in Successful Implement of Showcasing Digital Arts
By analyzing T1 and T2’s interviews, the researcher concluded four factors that
achieved the successful implementation of showcasing students’ digital artworks in school
public space. There was a close and progressive relationship between the four factors. A
close relationship among the school, colleagues and students, it was the key to success.
Effective and efficient showcasing was formed by step-by-step arrangements and
executions (see Figure 4-2).

Figure 4-2 Factors in Showcasing Students’ Digital Artworks in the School Environment

4.2.1 School’s Positive Attitude and Supports
In this case study, the principal of the school was a visual arts teacher. Moreover,
visual arts was highlighted for enabling a better development of the school. Through the
interview, T1 and T2 described thoroughly how the school provides support and flexibility
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for them to effectuate the showcase of students’ digital arts and performance in the school
public space. Especially, in T1’s interview, when she talked about the school’s attitude,
she mentioned “support” several times with a determined look.

“Because the original setting of the school background is very supportive. Our
principal is very supportive (happy), so you can do anything......No one will obstruct
it, no one will oppose it, and people will only support it. The Visual Arts teachers in
each class are very supportive.” (Interview, Teacher 1, A6)

Since everyone at school supports visual arts teachers to implement the showcasing,
T1 was grateful for observing her facial expression and tone of voice. The researcher found
out the school performed an important role in implementing the showcasing of students’
digital arts in the school learning environment. The school supportively provided freedom
for teachers to explore. A strong positive attitude from the school was completely shown
in the interview. In addition, T1 and T2 pointed out that their school also provides adequate
support on equipment. To improve the quality and effectiveness of showcasing students’
digital artworks at school, T2 could frequently buy new equipment for upgradement, such
as projectors with different functions and televisions.
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“Recently, we bought a TV which is around 80-inch. The TV can be moving around
for showcasing and displaying.” (Interview, Teacher 2, A6)

“Last time I bought three projectors and used them to make the large showcasing.
Then, I bought two more because the three projectors only can project by a long
distance. Now I have bought two more powerful ones.” (Interview, Teacher 2, A6)

By having the flexibility of exploration, teachers can facilitate efficient display which
brings many benefits to students’ learning, moreover, the school’s status. The school
demonstrated unwavering and continued support for visual arts teachers to develop the
showcasing in different aspects. It is an unequivocal affirmation of the school’s positive
attitude. Also, it is undoubtedly that the showcasing is reinforced by the school. With the
positive support from the school, visual arts teachers designed e-learning and used digital
technology to implement the showcase.

4.2.2 Teachers’ Strong Team Spirit and Good Cooperation
Referring to the content of the interviews, the researcher realized that T1 and T2 were
highly cooperative since they were partners in teaching digital arts, planning and
organizing the showcase of students’ digital artworks in the school environment. T1
mentioned T2 fourteen times in her individual interview. Also, T1 introduced the work
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division and their cooperation. T1 mainly teaches students to make digital artworks in
visual arts lessons and organize regular showcasing. For example, using iPads to draw
pictures and make short animations. T2 is responsible for designing and making the
showcasing, such as exploring color mapping and construction of the display, mainly largescale displays.

“So, the collaboration between me and the teacher (T2) is to combine my strengths
with his strengths.” (Interview, Teacher 1, A5)

“In fact, there are some collaborations between us and our colleagues, which ignited
the new spark. For example, the teacher (T2) who I collaborate with the most……I
cooperated with him frequently. During the cooperation, he is a very creative teacher,
he will think of many different display forms.” (Interview, Teacher 1, A5)

The assistance is provided by not only all visual arts teachers but also colleagues at
school. They provided support in the implementation and setting.

“T1, principal and I are there, and some teachers, there are many people to help us.
Everyone helps if they like.” (Interview, Teacher 2, A7)
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Since T2 is the leader of school activities, he has a close relationship with the teachers
in music and physical education subject. They would strike up close collaboration with
colleagues to organize major school programmes, such as showcases and performances.
Digital arts are for showcasing but it can also combine with different art forms for
outstanding and diverse performances. By the observation of the photos provided by T1,
digital arts was integrated into dancing and drama (see Figure 4-3). In these regards could
show a hi-tech and professional performance with affordable manpower and resources.

Figure 4-3(a) (b) Students Danced with Projection Arts

They worked in close partnership with colleagues that showed a strong team spirit in
organizing the showcase of students’ digital works and multimedia performance at school.
With the huge manpower, the equipment is also significant for facilitating the success of
showcasing students’ digital artworks.
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4.2.3 Simple Equipment but Prime Outcomes
During the interviews, T1 and T2 comprehensively introduced previous digital
artworks and large-scale showcasing by showing many photos and videos. Through the
observation, most of the showcase is projection art and color mapping by the software,
Lightform. From the pictures, there is limited and simple equipment such as computers,
iPads and projectors (see Figure 4-4). Students learnt how to draw with digital equipment
and understand the steps of creating animations. Although they use simple devices, they
made a professional digital showcasing. The researcher found out students act an essential
role in the creations. Students performed diligently while they were doing digital artmaking
and showcasing.

Figure 4-4 (a) (b) Student Uses Different Equipment to Make Color Mapping

Both T1 and T2 shared the making of in the interview. In T1’s interview, she
introduced the process of color mapping. Visual arts teachers taught students to create
digital images, then T1 and T2 would use different software to help students make the
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animations. As a result, by using computers, projectors and foam boards, the animations
became a color mapping showcase in the school public space (see Figure 4-5).

Figure 4-5 (a) (b) The Showcasing of Student Digital Arts

“The artwork of Picasso’s Portrait, you could see that it has actually used three
projectors behind the scenes. You need to have these devices, am I right?” (Interview,
Teacher 1, A6)

Moreover, there was a team which is composed of students with professional skills
in making animations and showcases.

“There is also a team of smarter students, so they learned how to do animations,
such as the simplest action of flapping the wings. It is very easy to pull up and down,
and repeat the actions on the software, then it can be output.” (Interview, Teacher 1,
A8)
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Although the school does not have professional and expensive equipment, T2 worked
hard on creating the construction. The large-scale showcase of Halloween is the largest
project. Using foam boards and wood, T2 built up a long screen for projecting students’
drawings (see Figure 4-6). It is observed from the video that the students were excited and
delighted with the showcasing, furthermore, they would react to the animations (see Figure
4-7).

“The largest one must be this one. This screen is about several feet. I don't remember
how big it is…… You can see this video is quite long. Imagining if you were there in
the hall, you would be very happy to see it in the darkness.” (Interview, Teacher 2,
A7)

Figure 4-6 Students with the Projection Art - Halloween’s Monsters

Figure 4-7 Students React to Projection Art
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In contrast, T2 has more experience in exploration and implementation than T1. T2
mentioned that he thought making the showcase of students’ digital artworks is easy. An
important point to know from the interview, T2 worked on the exploration of techniques
and the setting with simple materials. On the other hand, T1 mainly used different software
for teaching. The researcher found out that although T1 thought it is hard to do, enjoyment
always appeared.

“It’s really hard to do it but they love it very much.” (Interview, Teacher 1, A8)

“Not too hard? It's OK, acceptable. I'm used to it, it's like this every year. I do this
every year, and I don't think there is anything.” (Interview, Teacher 2, A6)

Observing the pictures which showed a large-scale showcase screen in the
playground in detail, the researcher understood how T2 used foam boards, but the outcome
is prime and fantastic (see Figure 4-8).

Figure 4-8 Simple Setting but Excellent Outcome
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Since T2 is the leader of school activities, only he introduced digital arts with
performance. The photos showed the materials of projection art clearly. Making good use
of foam boards and walls (see Figure 4-9), students could dance with their digital arts. In
general, the visual arts teachers at the school used simple equipment to create surprising
showcases and multimedia performances with students’ digital artworks. Therefore, how
can the teachers showcase student digital arts in school public space?

Figure 4-9 (a) (b) Students Danced with Their Drawn Animations by Projection Arts

4.2.4 Make Good Use of School Environment
T1 and T2’s school is one of the oldest schools which was built in 60s. They pointed
out that they would make good use of school public space to showcase in only one to two
days. Since the school does not have enough space, T1 and T2 still made a great effort to
provide opportunities for students to learn arts. Also, T2 mentioned the word “space” and
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“time” many times to point out their importance. It could be shown that they are persevere
and determined to motivate students in learning arts.

“School building is the smallest, very small, super small. It hinders our development,
it really hinders our development seriously, there is not even a hall.” (Interview,
Teacher 2, A6)

“We are for a short period, maybe put it away after the show is finished, put away
after viewing it. One day or half a day. Sometimes two days, most of them are one
day, because you obstruct the place, and we lack space.” (Interview, Teacher 2, A6)

T2 also explained how they would do during the days of showcasing. Visual arts
teachers would invite students to appreciate but because of the limited space and time,
classes would be led by teachers to visit the showcase. Moreover, he pointed out they
needed to arrange seriously and planned carefully for the showcasing.

“It needs to take students to see, not free activities! Not free activities! It is because
the time is very tight, and everything needs to be arranged to see. We only have one
day, and there are so many people in the school. We must make arrangements very
carefully, and there are time periods.” (Interview, Teacher 2, A6)
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Despite many difficulties of space and time, T1 and T2 stated that it is worth it
without hesitation. The researcher found that they are contributing to the advancement of
showcasing student digital arts at school.

4.3 Conclusion
In summary, the results of analyzing the interviews, observations and documents are
shown below (see Figure 4-10). It clearly emphasized how important the showcase of
students’ digital arts is, as well as the purpose and factors are provided for teachers as a
reference.

Figure 4-10 Purposes, Factors and Ways to Showcase Students’ Digital Artworks
at school

According to figure 4-10, the researcher realized the main beneficiary is students,
since three out of four purposes were related to students. By enriching the student learning
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experience and creating an effective visual learning environment, the showcase of student
digital arts is important for enhancing students’ arts learning at school. Teachers monitored
educational developments closely, moreover, gain support from colleagues to have a
successful showcasing. To ensure the effectiveness of showcasing, T1 and T2 played a key
role in exploration and organization. Furthermore, the positive support from the school and
colleagues have made much of their implementation possible. In essence, the school
achieved success by the examination of purposes and factors in showcasing student digital
arts in school public space.
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Chapter 5 Suggestions and Conclusion

For a comprehensive understanding of the effective showcase of students’ digital arts at
school, some suggestions were provided by referring to the literature review and findings
of the research.

5.1 Deep Understanding of Schools and Students’ Characteristics
Concluded from the literature reviews, digital arts needed digital technology or new
media to create. Some of the digital arts are created with professional equipment which has
amazing outcomes. However, from the school of this case study, T1 and T2 mentioned
many difficulties and challenges in showcasing students’ digital arts at school during the
interviews. Due to the limited space and time, the showcase could not exhibit for a long
period. They could only showcase for one to two days. Also, the equipment is simple and
common which is not in a very professional condition. The students are mainly South Asian,
and some are also from low-income families that lack external learning experience.
Therefore, reflecting on the case, is the lack of those resources an issue? It is definitely not.
In spite of the inadequacy and challenges, they made the showcasing a big success.

From the interview, T1 and T2 have well-rounded knowledge about the
characteristics and situations of the school and students, especially the learning needs. For
example, teachers realized their students do not have opportunities to visit art museums or
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digital arts exhibitions, so they design showcasing of digital arts at school for them.
Regarding the school, those issues do not affect the implementation a lot because teachers
are the most important in this situation.

(2001) interviewed T2 in 2001 and he was

teaching in the same school. T2 stated that for the public to understand the importance of
visual arts, teachers needed to change. Everything depends on teachers. By cooperating
with teaching and learning in a different generation, teachers should improve and upgrade.
Moreover,

(2004) mentioned under socialization, teachers should critically think

about the interaction between themselves and the school system. Based on the research,
they highlighted the responsibility of teachers.

The teachers used limited resources to make a remarkable achievement in
showcasing for the students to learn. As a result, for the schools with sufficient support and
resources, it is believed t it is believed that they can easily succeed in showcasing students’
digital arts at school. It is a valuable reference for teachers to explore. For cultivating
students’ positive learning attitude, new methods of showcasing could be conceived by
hardworking teachers.

5.2 Importance of Teacher Professionalism
The school performed well in showcasing student digital arts. Through the interviews
with T1 and T2, they showed their teaching professionalism.

(2007) pointed out
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teachers should put a lot of effort into the depth and breadth of knowledge for pursuing
professionalism. As a beginner teacher, T1 was good at using different software such as
FlipaClip, Adobe Animate and Adobe After Effects for teaching students to make digital
artworks and showcase them. Observing the video, T2 explored different forms and styles
for students’ artworks and the method of showcasing in his leisure time, for example
exploring color mapping by Lightform (see Figure 5-1). T1 also mentioned T2 always buys
different materials and equipment for testing and exploring.

Figure 5-1 (a) (b) Visual Arts Teachers Tested Color Mapping

The researcher found out T2 greatly expressed teacher professionalism by sharing
his teaching experience and attitude. According to the interview, T2 mentioned he would
watch many arts programmes to broaden his horizons which inspired him to design the
students’ visual assignments and the way to showcase them. Moreover, he would visit
different art exhibitions.

(2004) stated that the professionalism of teachers is about

self-reflection and self-upgrading. Both interviewees review their outcomes and then make
improvements. Continuous learning is important for achieving success. As mentioned in
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(2002), being a teacher who teaches creativity should be a life-long learner with
passion.

Furthermore, T2 follows social changes and development closely. Reacting to the
ever-changing environment enhances the effectiveness of learning visual art.
(2001) stated that T2 thought creation cannot be separated from society and the living
environment. The teachers should be responsive to the present world with continuous
improvement.

“We all need to learn a lot of new technologies to do some new creations. New things
can stimulate your thinking, then innovative ideas and works will come out! It is not
always doing the same thing.” (Interview, Teacher 2, A5)

The passion for teaching is significant for a teacher. As a proactive, passionate,
responsive life-long learner, teachers’ professionalism is extremely important for effective
teaching and learning. There is no doubt that teachers make achievements in the showcase
of student digital arts in school public spaces.
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5.3 Conclusion
To conclude, the main purpose of showcasing student digital arts in the school
learning environment is to enhance students’ arts learning and motivate them to learn
actively. Schools and teachers act a vital role in the effective implementation of showcasing.
By comparing with the traditional showcase, it is more attractive for students, such that it
maximizes the effectiveness of learning. This case study showed a successful showcasing
of students’ digital arts at school by their purposes and factors. It is crucial for pre-service
and in-service teachers to understand the importance of showcasing and recognize the
implementation of showcasing digital arts in a school public space for improving students’
visual art learning. The showcasing of students’ digital artworks could be further promoted.
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Appendix 1: Interview Script Teacher 1 in Chinese
Interview Date: 2022.02.08
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Interview Method: Online by Zoom
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