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Introduction

= Target students, high risk youths, parents
and teachers

= [mpart the correct attitudes towards drug
taking

= Learn through the thought process in
making choices at pivotal moments (32 X k)

= Based on real life stories of reformed
youths (77K A )

= Made into motion comics (=f-&fj&) for
further outreach and preventive activities

Introduction

Hong Kong Comics and A
Animation Federation Hong Kong Comics &

= SE Animation Federation Limited
HHABSHE ERBRRBRAMAS

Youth Outreach
ATt i A it

LLou([ Outreach

Hong Kong Productivity ©
Council H K P E
ERLEEEHES
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Project Content

Interviews & Story writing Production of |/ Promotion &

storyboarding || contest & motion comics | | distribution;
award into 4 video educational &
presentation clips preventive
activities

Project Content

= Stage 1
o Interviews with reformed youths (%< A) for
real-life stories

o Preliminary storyboarding by scriptwriters to
produce stories with a pivotal moment (% Y #h)




17/06/2014

Project Content

= Stage 2

o Story writing contest for the story
continuations

o Award presentation ceremony for contest
winners

Project Content

= Stage 3:
o Production of motion comics (CEE1=)

o Based on winning entries from the story writing
contest




JHRHI A LB

http://www.youtube.com/
watch?v=Y2286PDLVmE

AR, B — R A

http://www.youtube.com/

1T 224 watch?v=7VQeYP8K53w

R FT R http://www.youtube.com/
watch?v=3i0e27A9fTc

WRERES FaEhE e http://www.youtube.com/

watch?v=Q_bmzJ2c_wc

Project Content

= Stage 4

o Promotion and distribution: exhibition booth
and performances at Animation-Comic-Games
Hong Kong 2012; Facebook & Youtube

o Educational and preventive activities through
live events & digital media: discussion forums &
outreach work, with mobile app for showing the
motion comics on iPads
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Output and Outcome Evaluation

= Evaluation methods
= Evaluation results

Output Evaluation

Method / Expected

Result Achieved Result

10,000 hits generated

Output by the programme
through digital media

Over 66,000 hits
Indicator 1

4,000 students reached Over 4,000 students
Output through distribution of

. motion comics and live
Indicator 2 contact

50 entries to the real- 551 entries received
life story writing contest

Output
Indicator 3
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Output Evaluation

Method / Expected Achieved
Result Result

50 high-risk youths who
Output participated in mobile
Indicator 4 outreach programmes

629 youths

50 high-risk youths who 69 youths
Output participated in youth centre
Indicator 5 outreach programmes

50 parents / teachers who  Over 57 parents
Output receive motion comics and  / teachers

. guideline to spread anti-

Indicator 6 drug messages

Output Evaluation

Method / Expected Achieved
Result Result

30 social service 40 social
organizations that receive  service

Output grantee’s announcement  providers have
Indicator 7 (e.g., by email) of motion received notice
comics and guideline
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Outcome Evaluation

Method / Expected Result Achieved Result

Participant’s permissive attitude Significant
towards drug abuse (Significant improvement in
improvement in attitude found using  attitude found using

i paired test) paired t-test

Indicator 1

Participants perceived risk associated = Significant

with drugs (Significant improvement  improvement in

in attitude found using paired t-test) attitude found using
paired t-test

Outcome
Indicator 2

Experience Gained

= Reason behind success
= | esson learnt
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Experience Gained

-asons behind succe-

LEEY)A
(i.e. L BEDHI

[EE

HELIR

(ie. HJ& ~ WE8% ~ &R~ 32072~ HPLEEE ~ Angry Bird)

Experience Gained

Create the right Use the right
content: media:

Real-life stories, Comic style,

youth’s interests, digital media,
needs and fashionable
concerns devices (tablets)
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Conclusion

= Conclusion
= Suggestions
= Way forward

Conclusion

= The issue and how to tackle it
RS, BREIEEREE
“KEE, ERRRIEE
= O\ IEH (i.e. SMNETE. WEH))
= Address the youth’s needs
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Conclusion

= Suggestions
“ {TEHFERE — 0
o My AR AL TEUERFHT B E A M &
o BB B KAt E

Conclusion

= Way forward: motion comics as ice-
breaker to start conversation and help

" R HREN A LEDHE
o % MBI ABIL

= iR AR, B — R TR EE
o ZEEX

" B = AT
o A4:3E% HEAEE

B HPRES FaEEE
o BB AR AEEE
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