
「人工智能融入數學教學」
研討會系列（中學）
利用AI設計促進學生參與的數學小遊戲 

https://hkmu.zoom.us/meeting/register/JIX-22X2RG-msZJj8N-DnA

時間：下午5:00至6:30 (GMT+8）

模式：實時網上視像研討會（Zoom）
語言：粵語（配以 Zoom 的即時字幕）

對象：
中學數學老師，有興趣的教育同工和職前中學老師

內容摘要

本網上研討會旨在探討人工智能（AI）在中學數學教育中的創新

應用，協助教師提升教學效能及學生學習成效。講者將分享香

港數字教育的最新發展，以及AI在教材設計、課堂教學、學習評

估和個人化學習中的實踐經驗。研討會亦將展示運用AI開發數學

學習程式、互動小遊戲及遊戲化學習活動的成功案例，並探討

Vibe Coding等新興技術的教育應用。透過交流與經驗分享，促

進教師善用AI技術，提升學生的學習動機、參與度及數學能力。

報名方法

是次工作坊公開讓所有在職或職前數學教師及其他有興趣人士

免費參與。請於以下網頁預免費註冊名登記。

名額有限，先到先得。

日期：2026年10月2日（星期五）

https://hkmu.zoom.us/meeting/register/JIX-22X2RG-msZJj8N-DnA


「人工智能融入數學教學」
研討會系列（中學）
利用AI設計促進學生參與的數學小遊戲 

香港都會大學高級講師，畢業於香港大學並獲得教育博士。曾任教於本地英文中學及國際學校，並於多所大專院校擔任講師，包括香港大學、香港中文大學、香港浸會大學、香港公開大學、香港專上學院和香港大學專業進修學院等，主要教授數學、統計學、中學數學教學、小學數學教學等，亦曾任香港中文大學教學實習的視導導師，現為 TheInternational Society for the Advancement of STEAM (ISAS) 的海外總監。 著作包括《數學訓練營》和《骰樂無窮——小學生骰仔學數學》。 本次研討會中，鄭博士將分享香港政府推動數字教育政策對中學數學教育的啟示，並介紹過去兩年在數學教師人工智能培訓方面的實踐經驗與發展成果。

鄭永健博士

陳子聰老師

香港中文大學校友會聯會張煊昌中學副校長，持有香港中文大學精算學系學士、基督

教研究碩士及神學碩士。曾任數學科主任及校本人工智能先導計劃的召集人，積極將

科技融入數學教學。近年與師生共同開發 Gemini Canvas 互動程式，將全等三角形

及幾何變換等抽象概念視覺化提升學生的學習體驗。

現致力教師及學生由科技工具的使用者轉變為教育創新的共創者，使團隊得以將寶貴

的時間與心力，聚焦於高品質的課堂互動與學生的全人發展。

在本次分享中，陳老師將介紹與師生共同運用 AI 工具開發數學預習及課堂學習程式的

實踐經驗，並以「全等三角形」為例，展示 AI 如何促進學生理解抽象數學概念。

高均嶽老師

香港科技大學數學系學士，現任香港青年協會李兆基書院數學教師及兼任科技及電子
教學組統籌，負責推動校內 BYOD （自攜裝置）電子教學。曾任香港都會大學教育文
憑課程導師及教學實習視導導師，並參與教育局數學教育組舉辦的「人工智能於數學
教學中的應用學習圈」，持續探索 AI 技術在數學教學中的應用與發展。
在本次研討會中，高老師將分享利用 Vibe Coding 設計數學教學小遊戲的實戰經驗，
包括從構思、開發到發布至學校網站的完整流程，以及如何有效地將遊戲融入課堂教
學，提升學生的參與度與學習動機。

香港中國婦女會中學的數學老師及數字教育統籌老師，持有香港中文大學信息工程學

系碩士及數學系學士。現擔任香港數學競賽、香港數學創意解難比賽及中學數學閱讀

報告比賽籌委會成員，並曾擔任中學生數學建模比賽評判。

鐘老師積極推行校本數字教育，持續研究及比較不同人工智能工具的特點與應用模

式，探索最適合學校發展需要的教學策略，致力提升學與教效能。

於本次研討會中，鍾老師將分享如何善用人工智能創作數學小遊戲，並示範排行榜系

統的設計與應用。盼能藉由「訓練、提升、比拼」的遊戲化學習模式，激發學生自主

學習動機，促進同儕間的良性競爭，並提升學生的數學能力與學習成效。

鍾安平老師
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	Seminar Series on AI Integration in Mathematics Education (Secondary)
	Designing AI-Powered Mathematics
	Mini-Games to Enhance Student Engagement
	Date: 2 October 2026 (Friday)
	Time: 5:00 p.m. - 6:30 p.m. （GMT+8）
	Mode: Live Online Seminar (Zoom)
	Language: Cantonese (with Zoom live captions)
	Target Participants:
	Secondary Mathematics Teachers, Educators, and Pre-service Secondary Teachers

	Abstract
	This online seminar explores innovative applications of artificial intelligence (AI) in secondary mathematics education and how AI can help teachers enhance teaching effectiveness and student learning outcomes. Speakers will share the latest developments in digital education in Hong Kong and practical experiences of using AI in curriculum design, classroom teaching, assessment, and personalised learning. The seminar will also showcase successful examples of AI-powered learning applications, interactive games, gamified learning activities, and emerging technologies such as Vibe Coding. Through professional exchange and experience sharing, participants will gain insights into effective AI integration for improving student motivation, engagement, and mathematical learning.

	Registration
	The seminar is free of charge and open to in-service and pre-service mathematics teachers, as well as other interested participants. Please register in advance at:


	Seminar Series on AI Integration in Mathematics Education (Secondary)
	Designing AI-Powered Mathematics
	Mini-Games to Enhance Student Engagement
	Dr. Wing Kin Cheng
	Senior Lecturer at Hong Kong Metropolitan University. He obtained his Doctor of Education degree from The University of Hong Kong. He has taught in local English-medium secondary schools and international schools, and has served as a lecturer at several tertiary institutions, including The University of Hong Kong, The Chinese University of Hong Kong, Hong Kong Baptist University, The Open University of Hong Kong, Hong Kong Community College, and HKU School of Professional and Continuing Education. His teaching areas include mathematics, statistics, secondary mathematics education, and primary mathematics education. He also served as a teaching practicum supervisor at The Chinese University of Hong Kong and is currently Overseas Director of The International Society for the Advancement of STEAM (ISAS).
	His publications include TrainUp Mathematics and 《骰樂無窮——小學生骰仔學數學》.

	Mr. Tsz Chung Chan
	Vice Principal of CUHKFAA Thomas Cheung Secondary School. He holds a Bachelor's degree in Actuarial Science, a Master's degree in Christian Studies, and a Master's degree in Theology from The Chinese University of Hong Kong. Formerly the Mathematics Panel Head and coordinator of a school-based AI pilot project, he has actively integrated technology into mathematics teaching. Together with teachers and students, he has developed interactive learning applications using Gemini Canvas to visualise abstract concepts such as congruent triangles and geometric transformations.
	In this sharing session, Mr. Chan will introduce practical experiences of co-creating AI-supported mathematics preview and classroom learning applications with students, using congruent triangles as a case study.

	Mr. Kwan Ngok Ko
	Bachelor of Science in Mathematics from The Hong Kong University of Science and Technology. He is currently a Mathematics Teacher and Coordinator of Technology and E-learning at HKFYG Lee Shau Kee College, where he promotes BYOD learning. He has also served as a tutor and teaching practicum supervisor for the Postgraduate Diploma in Education programme at Hong Kong Metropolitan University. He participated in the Education Bureau's Learning Circle on the Application of AI in Mathematics Education and continues to explore innovative AI applications in mathematics teaching.
	Mr. Ko will share practical experiences of using Vibe Coding to develop mathematics learning games, including the full process from design and development to deployment on school websites and classroom implementation.

	Mr. On Ping Chung
	Mathematics Teacher and Digital Education Coordinator at Hong Kong Chinese Women's Club College. He holds a Master's degree in Information Engineering and a Bachelor's degree in Mathematics from The Chinese University of Hong Kong. He serves on the organising committees of several mathematics competitions and has been a judge for secondary school mathematical modelling competitions.
	In this seminar, Mr. Chung will share how AI can be used to create mathematics learning games and demonstrate the design and implementation of leaderboard systems. Through a gamified learning approach of “Practice, Improve, and Compete,” he will illustrate how AI can enhance students' motivation, engagement, and mathematical achievement.



