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Abstract: This multi-phase study is intended to develop the game-based learning materials to enhance 

classical Chinese learning as well as appreciation training for senior high school students. Through taking 

the advantages of game-based learning, the researcher aims to promote learners’ motivation and 

performance in learning classical Chinese. A co-design progress was conducted to understand teachers’ 

needs in order to better design the learning materials. The current study had completed the development of 

the game-based learning materials and conducted pilot evaluation with targeted students and Chinese 

teachers. The results will be used as primary guidelines for conducting a quasi-experimental design to use 

the develop materials into educational scenario in the next phases study.  It is hoped that the game-based 

learning materials will benefit target learners for enhancing their classical Chinese education. 
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Introduction 

Chinese learning includes two parts, modern Chinese and classical Chinese. Modern Chinese is written in 

the vernacular language and the wording and sentence construction of classical Chinese are much more complicated 

than in modern Chinese. Despite, the classical Chinese is far removed from their daily life, the learning materials in 

senior high school students’ textbooks consists of 80% classical Chinese. The classical Chinese is still an important 
part of education. However, it was found that some students had little interest in learning classical Chinese (Chang, 

2008; Lee, 2010) since they had problems in figuring out the meanings of article written in classical Chinese. Besides, 

the Chinese instructors also face some challenges, for example, some wordings in classical Chinese do not exist in 

modern Chinese, and teachers had to spend lots of time in explaining the meanings and situations of target classical 

Chinese paragraph in the classes and to design learning activities in interpreting the classical Chinese accordingly for 

students. Both teachers and students all meet some learning difficulties in learning classical Chines. 

Meanwhile, study had indicated that using learning technology in teaching had positive learning effects, and 

it might be possible to help teachers and students to solve learning problems. There are currently some studies have 

adopted various learning technology to facilitate Chinese learning, for example, Lin (2011) used co-marked eLearning 

system to help senior high school students reading the classical Chinese, and found that the students with co-marked 

eLearning system showed better  learning motivation than the learners with paper-based learning materials.  Huang 

(2012) integrated flipped learning strategy into Chinese teaching and adopted educational Apps for designing course 

activity.  Lee (2014) adopted on-line note-taking learning materials to help students acquire phonetics, word structure 

and sentence translation of classical Chinese. Within the related studies, the researcher has noticed that educational 

game is a good way to enhance learners’ learning motivation (Cheng et. al., 2015；Coca & Slisko, 2013) and found 

that during the game play, learners would like to engage in the learning scenario and keep practicing for solving 

learning problems (Malone and Lepper, 1987; Hogle, 1996). The characteristics and elements of games such as fun, 

play, rules, goal, interactive, conflict, competition and challenge are the possible reasons that trigger learners to be as 

self-active learners (Lin & Tu , 2014; Prensky, 2001) 

 

Research purpose and questions 

Understanding the related background of the study, the researcher aimed to develop the classical Chinese 

learning materials and to provide students with a learning scenario for helping them understand the background of the 

targeted classical Chinese paragraph though game participation, and furthermore, to improve the comprehension of 

classical Chinese acquisition.  There are several phases of the study, now, this study is at the first phase for developing 

the game-based learning materials and conducted the preliminary evaluation. The research questions of the current 
study are as following: 1. How to design the game-based learning materials according to the targeted classical Chinese 

contents? 2. What are learners’ and teachers’ feedback toward the game-based learning materials? 
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Developing processes 

In this study, a high school instructor was invited to participate in the co-design stage to understand and 

elaborate what kinds of game-based learning materials might need, and how the designed learning contents could be 

implemented to assist students' classical Chinese learning. After several discussions, the “Trip to Beitou sulfur caves” 

was chosen as learning contents. The course is a story about a people who traveled from China to Taiwan in order to 

look for the sulfur for government, and all he saw and experienced were recorded (in classical Chinese). The students 

had to understand the background and history of the article and to acquire related classical Chinese sentences and 

wording. The research team firstly developed the game script according to the classical Chinese article and modified 

it according to the instructor's suggestions for achieving the correctness of learning contents (Figure 1). The game-

based learning materials were developed by a HTML5 game creator, Construct 2, which is a cross platform engine for 

developing 2D games. The final learning materials could be run on multiplatform both for PCs and mobile phones. 

 

Figure 1 The scrips of the game-based learning materials 

 

The game-based classical Chinese learning materials 
 The game was designed in linear structure and the learners followed the storyline according to the article for 

learning exploration. There were seven levels in the game and learners had to answer the questions or make a choice 

in each level to continue the story. The question items in the game were designed according to the contents of the 

classical Chinese article such as the author’s information or the meaning of sentences or specific wordings. Once the 

learners chosen the wrong answers, the game would provide them with hints or original classical Chinese paragraph 

to assist students understanding and reminding the important concept, meanings of the words, and sentences structure 

in the contents. For example, a learner played the role as story main character and he was going to have a trip to Beitou. 

At the beginning of the game, the player had to answer the learning questions regarding to the article such as the 
information of the author in order to collect the required equipment.  Then, the game followed the storyline presenting 

a picture to learners and asked them to use a noun to describe the scenario. The learners had to choose the answer 

from the candidate list, and if the learners got wrong answer, the game would present the original classical Chinese 

paragraph for helping students remind the learning concept in the texts. 

 

Pilot evaluation and Preliminary Results 
The study invited senior high school Chinese teachers and students for pilot evaluation. Before the evaluation, 

the co-design Chinese teacher read and played the game-based learning materials for checking the correctness of the 

learning contents. Then, two teachers were invited to participate in the focus group and to share their perceptions of 

how to integrate the developed game-based materials into course teaching. For students’ evaluation, a total of 10 

students were invited to use the game-based materials and their feedback was collected through questionnaires (Figure 

2). 

 

Evaluation from teachers 
The feedbacks from the teachers were summarized in Table 1. After the pilot evaluation, the game was 

modified according to the comments from the teachers such as more learning questions were added in the game to 

enrich the learning contents, and the sequence of how the author found the final destination (sulfur caves) according 
to classical Chinese contexts was corrected. Besides, according to data analysis of focus group, the Chinese teachers 

suggested that the current game-based learning materials would be a good support for after class learning which could 

assist students re-checking and reviewing what their had learned in the course. The teachers also suggested that another 

version of the classical Chinese learning materials, non-game version, could be developed in which the animation to 

Design learning questions in the game according to the target contexts. 



illustrate the story of the classical Chinese contexts could be presented. The non-game version could be used as pre-

course learning materials to arouse students' learning motivation and construct their basic understanding of the target 

learning contents. 

 

Table 1 Comments from Chinese teachers 

Improvements of the contents design Suggestions of how to integrate the game in the class 

1. More learning questions regarding to article 

author’s background could be included. 

2. Some wordings in the game should be refined. 

3. The game could provide students with original 

classical Chinese paragraph to enhance their 

concept. 

4. The animation should be corrected according to the 

correct sequence in the classical Chinese article. 

5. An overview of the whole article could be added in 

the beginning of the game to help students review 

the contents again before playing the game. 

1. The game materials could be used for after class 

learning and to help student review what they had 

learned in the course. 

2. A non-game version could be further developed 

and which could use animation to present the 

story for pre-class reading. 

3. The mechanism such as competition or score 

ranking could be added in the game. 

 

Evaluation from students 
The feedback from the students were collected and presented in Table 2. According to the results of the data, it 

was found the average scores of whether the current version of game-based learning materials could assist students 

acquire classical Chinese contexts, background of the article were quite high (Table 2, Q1&Q2), and the students 

reflected that they enjoyed and would like to use the game materials to as preview learning materials (Table 2, Q4&Q5). 

However, it was noticed that the students indicated that the contents of the current game materials were less helpful 

in helping them learning the classical Chinese font, pronunciation and the meanings of classical words (Table 2, Q3). 

This finding might echo to the teachers’ feedback which suggested a non-game version of the learning materials could 

be further developed. 

 
Table 2 Questionnaire results of the students 

 Avg. S.D.  Avg. S.D. 

Q1. The learning materials helped me learn the 

background of the article.  

4.40 .84 Q4. I like to use the learning 

materials for learning the classical 

Chinese.  

4.10 1.10 

 Q2. The learning materials helped me understand 

the contexts of the article.  

4.10 .87 Q5. I would be willing to do the 

course preview with the learning 

materials. 

4.30 .67 

Q3. The learning materials helped me understand 

the classical Chinese font, pronunciation, word 
meaning in the article. 

3.90 .87    

 

 

Figure 2 The students used various learning devices for reading the leanring materiasls 

 

Discussion  

After pilot evaluation, the researcher summarized the findings from current results. First, the students and teachers 

have positive attitudes toward the game-based learning materials, and it could be a good learning support for after 



class learning. Second, a non-game version learning material could be further developed to illustrate the story of the 

target classical Chinese course and to describe the phonic of the classical words in more detailed. Besides, the non-

game version materials could be used as teaching supports in the class to illustrate the contexts of the targeted classical 

course.  

 

Conclusion and Future work 

The study is a multi-phase study and aims to develop the game-based learning materials for classical Chinese 

learning. In the current study, the researcher invited Chinese teachers for co-developing the contents and conducting 
the pilot evaluation to understand how the game-based learning materials could be integrated into course teaching. 

The results indicates that using the game-based learning materials to support classical Chinese learning is feasible and 

students have high interests to it. Based on the current data, the related work on designing a non-game version learning 

material will be followed. Meanwhile, more usability tests and how to integrate the developed learning contents with 

teaching strategy to facilitate classical Chinese teaching will be conducted in the actual Chinese classes. More results 

yielded from the series of studies will be reported in the near future. 
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