
A case study to explore the use of gamification to teach Chinese in the classroom
Fan Wang 2210813
 (
December 22, 2023
7013
     
)


Contents

Abstract	3
Chapter 1 Introduction	4
1.1Introduction	4
1.1.1 Research Background	4
1.1.2 YCT (Youth Chinese Test) and YCT Level 1	4
1.1.3 Digital Natives	6
1.1.4 E-learning	6
1.2 Research Aims, Objectives and Question	7
1.2.1 Aims of Research Activity	7
1.2.2 Objectives of Research Activity	7
1.2.3 Research Question	7
Chapter 2 Literature Review	8
2.1 The Current Status of Gamified Teaching in Chinese Language Education	8
2.2 The Gap of Gamification Instructional Methods in YCT Level One Teaching	9
2.3 Gamification Framework	10
2.3.1 Gamification Strategies for Enhancing Declarative Language Knowledge	10
2.3.2 Storytelling method	11
2.3.3 Motivation and Incentives	12
2.3 How to Apply Storytelling Gamification Framework in YCT Level 1 Classroom	13
2.3.1 Repetition	13
2.3.2 Insert the Vocabulary	14
2.3.3 Trivia	15
Chapter 3 Research Process	16
3.1 Methodology	16
3.1.1 Case study	16
3.1.2 Sample Selection and Rationale	16
3.2 Data Collection	17
3.2.1 Problem-Centred Interview- Qualitative Method	17
3.2.2 Structured Observation- Quantitative Method	22
3.3 Data Analysis	24
3.3.1	Thematic Analysis	24
3.3.2   For the data from the classroom observation	26
3.4 Ethics of Work With Children in This Study	28
Capater4 Presenting Findings	30
4.1 Student Engagement	30
4.2 Language Immersion	31
4.3 Learning Outcomes	31
4.4 Game Machine Integration	32
4.5 Unanticipated Findings	33
Chapter 5 Conclusion	35
5.1 The Meaning of This Research	35
5.2 The Limitation of This Research	35
Epilogue	37
References	38
Appendices	44
Appendix A: Schedule for Gamification Courseware Designed for This Study	44
Appendix B: Interview Questions	50
Appendix C Interview Transcript	53
Interview One 26th.Oct.	53
Interview Two 29th. Oct.	59
Appendix D: Observation Schedule	66
Appendix E: Ethical Approval (UWTSD Ethics Form)	67
Appendix F: Participant Consent Form  and Storage	88
Consert form form TCFL Teacher	88
Consert forms from guardians	88
Appendix G: Code Book	102
Theme Code	102
Thematic Code Mapping	105
List of Tables
Table one: Strategies for Language Learning Enhancement               11
Table Two: Interview Questions          20                                                                                       
Table Three: Observation Schedule                    26
Table Four: Average Participation Percentages for Observed Behaviors          28
[bookmark: _Toc154158711]Abstract
    This study aims to improve the teaching effectiveness of YCT Level One Chinese classrooms by exploring the integration of gamification instructional models. The study seeks to understand and incorporate current theoretical perspectives on gamification research into the design of teaching courseware for YCT Level One Chinese. The main objective is to create a synthesis of theory and practice, offering a comprehensive and effective approach covering all language points in YCT Level One. The focus is on ensuring a more engaging and successful learning experience for students. The specific objectives of the research include conducting interviews with teachers to gather insights into their experiences and perceptions of using gamification in the classroom. Additionally, classroom observation will be employed to directly observe TCFL teachers implementing gamification methods in primary school classrooms, aiming to comprehend their instructional practices and the practical application of these methods. The overarching research question driving this study is: How can gamification be effectively integrated into YCT Level 1 Chinese classrooms to enhance student engagement, language immersion, and learning outcomes?
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[bookmark: _Toc154158714]1.1.1 Research Background
    This study enlisted an experienced TCFL (Teaching Chinese as a Foreign Language) teacher from a local primary school in Swansea and the Chinese Church's Chinese language class, aiming to conduct a comprehensive investigation into the application of gamification pedagogy in the YCT (Youth Chinese Test) Level 1 Chinese classroom. The primary school encompasses six grades, each with a single class, totaling around 200 students. From the third grade onward, each grade features a weekly Chinese language class, led by an experienced TCFL (Teaching Chinese as a Foreign Language) teacher with 18 years of teaching Chinese in various Swansea primary schools. This teacher's enthusiastic embrace of game-based interactive methods adds an exciting dimension to the study. Therefore, this study selected this teacher as the primary interviewee.
    The Chinese Church involved in this study has a rich history spanning over 50 years. The church has been offering Chinese language classes since its inception, aiming to serve children from Chinese families in Swansea. Despite growing up in Chinese households, these children face language limitations, hindering their exposure to Chinese learning. Some, similar to students of different nationalities in Wales, struggle to speak Chinese. Consequently, their Chinese language instruction falls into the realm of second language teaching. For this study, students at the YCT Level 1 proficiency were deliberately chosen, representing beginners of the Chinese studier, this class has 13 students. In conclusion, this study, conducted at these two institutions, has initially developed an understanding and proficiency in how gamification teaching methods are utilized in the Youth Chinese Test (YCT) Chinese class. The findings have been derived through teacher interviews and classroom observations.
[bookmark: _Toc154158715]1.1.2 YCT (Youth Chinese Test) and YCT Level 1
    The Youth Chinese Test (YCT) is a standardized Chinese proficiency test designed for non-native Chinese speakers, primarily children and teenagers (Duff, et. al., 2013). YCT Level 1, a component of the Youth Chinese Test (YCT) series, serves as the entry-level examination specifically crafted for beginners initiating their Chinese language learning journey. This level is intended for young learners, typically children or teenagers, with little to no prior experience in the Chinese language. The key features of YCT Level 1 include (Shu, et. al., 2008):
I. Basic Vocabulary: YCT Level 1 focuses on fundamental Chinese vocabulary related to daily life, such as greetings, numbers, colors, and simple everyday objects.
II. Simple Sentence Structures: The exam assesses the ability to understand and use basic sentence structures for simple communication. This includes asking and answering basic questions about personal information, daily routines, and immediate surroundings.
III. Listening Skills: The test evaluates the listening skills of candidates, assessing their ability to comprehend simple spoken Chinese in everyday contexts.
IV. Pinyin Proficiency: YCT Level 1 tests the learners' proficiency in Pinyin, the official Romanization system for Standard Mandarin Chinese. Students are expected to be able to recognize and use Pinyin to pronounce Chinese characters accurately.
V. Cultural Awareness: While the primary focus is on language proficiency, YCT Level 1 also introduces basic cultural elements, helping learners become familiar with Chinese customs, festivals, and traditions.
    Overall, YCT Level 1 serves as a foundation for young learners to embark on their journey of Chinese language acquisition, providing a starting point for more advanced levels in the YCT series as they progress in their studies. This study focuses on the linguistic characteristics of YCT Level 1, with the main aim of enhancing primary school students' classroom engagement in YCT classes. particularly addressing the challenge of achieving language immersion learning experience for them, which poses a challenge for language instruction. However, once teachers master this approach, the quality of language teaching can make significant strides. To overcome this challenge, this study introduces the pedagogy of gamification.
1.1.3 What is Gamification and Why Choose Gamification
     Originally, gamification belonged to the realm of media (Fuchs, et. al., 2014), but currently, it has found widespread and successful applications in many other fields. Since the 2010s, gamification teaching methods have emerged as an independent research field in education (Fernandez-Rio, et. al., 2020). Many scholars and educators have delved into researching how to effectively integrate gaming elements to enhance students' academic performance and foster interest in various subjects. Deterding et al., (2011, p.10) introduced the concept of gamification, defining it as "the use of game design elements in non-game contexts."  However, this is disputed by Werbach (2014) who redefined gamification as a process and pointed out that gamification was “the process of making activities more game-like”, focusing on the crucial space between the components that make up games and the holistic experience of gratefulness (Werbach, 2014). Over the next decade or so, scholars from various fields have provided different definitions for gamification based on its applications and have employed gamification techniques in various industries. Such as Huotari and Hamari, they defined gamification as a pleasurable experience that can attract customers to voluntarily participate (Huotari and Hamari, 2017). They applied gamification in the service industry. In addition to referencing the definitions of gamification from the aforementioned scholars, this study also drew upon the theories of two scholars, Kapp (2012) and Sheldon (2020), who have applied gamification techniques in the field of education. These theories are integrated to design a gamification framework in this study for TCFL (Teaching Chinese as a Foreign Language) in primary schools YCT Level 1 courses.
    Gamification is an innovative and effective approach that has gained considerable attention in education (De-Marcos, et. al., 2016) due to its ability to provide engaging interactive learning experiences. Gamified teaching methods can motivate students and enhance their learning outcomes. Prensky, (2001) offered a solution to learners' disengagement by combining education and entertainment. Gamification involves the use of game mechanics to make the learning process more interactive, entertaining, and challenging. According to recent research, gamification has been shown to enhance student motivation, engagement, and achievement in various educational settings, including K-12, higher education, and professional development (Di Natale,  et al., 2020).
[bookmark: _Toc154158716]1.1.3 Digital Natives 
    In addition, software designer Marc Prensky (2001) highlighted the intrinsic connection between the digital native generation and the digital language. He outlined the concept of digital natives in 2001. Digital natives refer to those who were born or grew up in the digital age and are more skilled and natural in using digital technologies. Prensky believed that today's students are native speakers of the digital language, such as computers, electronic games, and the internet (Prensky, 2001). Digital natives have been exposed to various digital technologies and online platforms throughout their upbringing, and they are more proficient in using electronic devices and the internet. For this group, e-learning and gamified teaching provide more engaging and effective ways of learning. The integration of gamified teaching caters to their preferences and learning styles. The interactive and challenging nature of gamification resonates with the inherent skills of digital natives, making it a compelling choice for educators aiming to create a dynamic and effective learning environment for this tech-savvy generation. In essence, gamification addresses not only disengagement issues in traditional education but also aligns with the inherent characteristics of digital natives, fostering a symbiotic relationship between modern pedagogy and the evolving preferences of today's learners (Alejandro and David, 2018). Therefore, e-learning becomes a natural choice to meet their learning needs. Gamified teaching is an instructional approach that combines game elements with learning content (Kapp, 2012). For digital natives, their familiarity and fondness for games make gamified teaching an appealing learning method.
[bookmark: _Toc154158717]1.1.4 E-learning
    According to Laskaris (2014), there is a significant difference in the memorization effectiveness of learners when acquiring information through different modalities. Reading alone results in a retention of only 10%, while auditory learning increases it to 20%. If visuals accompany an oral presentation, the retention rate rises to 30%(Johnson, 2002), and if learners observe someone carrying out an action while explaining it, the retention reaches 50% (Johnson, 2002). However, when learners actively engage in the task themselves, even if it's just a simulation, they can remember 90% of what they learned (Johnson, 2002). This survey indicates that the application of electronic simulations and immersive learning environments can greatly enhance learners' outcomes, with gamification pedagogy being one of the effective methods.
    In the current educational environment, students are increasingly being spoon-fed knowledge, limiting their abilities for ongoing learning, critical thinking, and maintaining humility in the pursuit of knowledge (Richmond, 2007). Gamification aims to break through these limitations and create a sustained learning environment for students (Huang and Soman, 2013). If education could closely resemble a video game, students wouldn't need to be instructed to play video games (Stevens, et. al., 2008), they would engage in them automatically throughout the day. However, by making education interactive and engaging, we can make it more compelling and easier for students to participate in (Whitton, 2009). Therefore, this research introducing gamification into YCT Level 1 Chinese teaching can enhance students' interest and engagement in learning Chinese, facilitating a better consolidation of the acquired knowledge through interactive and immersive learning experiences.
[bookmark: _Toc154158718]1.2 Research Aims, Objectives and Question
[bookmark: _Toc154158719]1.2.1 Aims of Research Activity
   In order to enhance the teaching effectiveness of YCT Level One Chinese classrooms, this study focuses on understanding how gamification instructional models can be better utilized in the classroom to improve teaching outcomes. The goal is to integrate current theoretical perspectives on gamification research into the design of gamified teaching materials for YCT Level One Chinese classes, achieving a synthesis of theory and practice. The framework aims to provide a comprehensive and effective approach that covers all language points in YCT Level One, ensuring students enjoy a more engaging and successful learning experience.
[bookmark: _Toc154158720]1.2.2 Objectives of Research Activity
    To complete the Aims of this study, the objectives include:
    Conducting interviews with teachers to gain insights into their experiences and perceptions of using gamification in the classroom.
    Administering classroom observation. By directly observing TCFL teachers implementing gamification methods in primary school classrooms, to understand their instructional practices and the application of these methods in the actual teaching environment. 
[bookmark: _Toc154158721]1.2.3 Research Question
    The Research question is: How can gamification be effectively integrated into YCT Level 1 Chinese classrooms to enhance student engagement, language immersion and learning outcomes?
[bookmark: _Toc154158722]Chapter 2 Literature Review

    The main purpose of this review is to investigate various perspectives on the use of gamification in Chinese language teaching, aiming to explore how to better integrate gamification into YCT Level One classrooms.
[bookmark: _Toc154158723]2.1 The Current Status of Gamified Teaching in Chinese Language Education
    Gamification in teaching has garnered attention and application in Chinese language education (Mun, et. al., 2022). This instructional approach aims to integrate game elements and design into the classroom to stimulate students' interest, enhance their motivation, and increase overall engagement in learning. The emergence of this trend can be attributed to challenges posed by traditional teaching methods and the demand for more appealing and interactive learning approaches (Beldarrain, 2006). In Lee Sheldon's (2020) the multiplayer classroom game design for Chinese language learning , there is a case as follows: 
    The class was specifically designed to teach Mandarin and Chinese culture, and it operated as an alternate reality game within the confines of the classroom. The students would never physically leave the classroom. One notable aspect of the game's narrative was the concept of a cultural exchange program. In the initial setup, the students were informed that they were participants in a cultural exchange program, and in three months, they would be heading to Beijing. Another group of Chinese students was slated to visit their school, with a preceding group departing two weeks earlier. The first class proceeded rather conventionally, with no unusual events occurring. However, the game took an unexpected turn in the second class when a woman barged into the room, engaging in a heated argument with the teacher, who also played a character and served as the instructional designer. The exchange was entirely in Mandarin, leaving the students, still in their second week of learning the language, utterly perplexed. The confrontation spilt into the hallway, and upon the teacher's return, it was revealed that the first group of students scheduled to go to Beijing wouldn't be going; instead, the current class had their departure accelerated to two weeks. Even though the students were aware that it was a game, they embraced the challenge and intensified their efforts to learn as much Mandarin as possible in the condensed two-week period. The immersive experience continued as they navigated through scenarios like going through customs, changing currency, and finding their hotel using a virtual kiosk and a live phone connection. Notably, the students were told there would be a professor to assist them, but upon arrival, they found no sign of the supposed guide. Faced with unexpected challenges, the students collaborated and assisted each other in solving puzzles and completing exercises meant to last an hour and 50 minutes. Remarkably, they finished the tasks in just 30 minutes but remained engaged, bringing out phrase books to communicate beyond what they had formally learned in class. The session extended beyond the allotted time as the students became increasingly curious about the missing guide and sought answers from various in-game characters. Despite the unconventional nature of the game, the final exam took the form of a police interrogation, where students had to explain their experiences and lessons learned in the language they had acquired. Impressively, all students passed, avoiding any dire consequences and, in the end, having learned the equivalent of 15 weeks of Chinese in just eight weeks. This immersive and gamified approach not only accelerated language learning but also fostered collaboration and problem-solving skills among the students. (Sheldon, 2020) 
    Here are also some common applications and the current status of gamified teaching in Chinese language education:
    Language Learning Apps: Some language learning applications incorporate gamified design to spark student interest. These apps often present grammar exercises, vocabulary memorization, and other learning activities in a game format, making the learning process more enjoyable.
   Virtual Environments: Certain Chinese language schools or online learning platforms create virtual learning environments that simulate real-life scenarios (Hu, et. al., 2011). Students engage in language communication and practice within these virtual environments. This approach increases student participation and makes language learning more practical.
    Role-Playing Games: In Chinese language teaching, some educators use role-playing games where students take on different roles and practice language skills through dialogue and interaction (Liang, 2012). This method helps students better understand and apply the language in context.
    Competitions and Challenges: Designing competitions and challenges for Chinese language learning helps stimulate students' competitive spirit and motivation (Pawan, 2017). This can be achieved through spelling bees, grammar challenges, and other forms of competition.
    Online Learning Communities: Some online learning platforms establish learning communities that promote social interaction and collaboration among students. Game elements are used to guide this interaction, encouraging students to participate more actively (Cai and Zhu, 2012).
[bookmark: _Toc154158724]2.2 The Gap of Gamification Instructional Methods in YCT Level One Teaching
    The utilization of gamification instructional methods in YCT Level One teaching presents a noticeable gap that requires exploration and attention. While gamification has gained recognition for its effectiveness in enhancing engagement and learning outcomes in various educational settings, there exists a dearth of research and application specifically tailored to YCT Level One Chinese language instruction.
    One example of this gap can be observed in the limited incorporation of gamified elements in vocabulary acquisition (Li, et. al., 2021). Traditional methods often focus on rote memorization, neglecting the potential benefits of gamification in making vocabulary learning more interactive and enjoyable for young learners. For instance, gamified approaches could include vocabulary-building games, interactive quizzes, or virtual scenarios that immerse students in real-life language contexts.
    To underscore the importance of addressing this gap, researchers such as Metwally and Yining (2017) have highlighted the positive impact of gamification on language learning outcomes, emphasizing its potential to enhance motivation and retention. Additionally, studies by Abrams and Walsh (2014) underscore the need for tailored gamification strategies in language education to address the unique challenges posed by different proficiency levels. However, these studies have not been widely applied in the teaching of YCT Level 1. The gap in gamification instructional methods within YCT Level One teaching necessitates further investigation and integration of innovative approaches. 
    To address this gap, the current study adopts the following theories as the theoretical framework. It designs a set of gamified courseware, approaching language learning from the perspectives of the four major language skills: listening, speaking, reading, and writing. These materials cover all language points at the YCT Level 1. Then, the study aims to understand and assess how these games are utilized in actual YCT Level 1 classrooms, emphasizing comprehension and knowledge of their practical application.

[bookmark: _Toc154158725]2.3 Gamification Framework 
[bookmark: _Toc154158726]2.3.1 Gamification Strategies for Enhancing Declarative Language Knowledge
    Language knowledge falls under the category of declarative knowledge, also known as verbal or factual knowledge (Kapp, 2012, p.203). Declarative knowledge refers to information that is acquired solely through memorization (Kapp, 2012). According to Kapp (2012), gamification design strategies, also called game machines, suitable for declarative knowledge include elaboration, organization, association, repetition, storytelling, sorting, matching, replayability, and trivia. Association involves creating connections between words, phrases, or sentences to facilitate the memorization and comprehension of language knowledge. Repetition entails repeatedly practicing and reviewing language knowledge to enhance proficiency and application. Storytelling incorporates language knowledge into engaging stories, stimulating learners' interest and engagement. Sorting involves classifying and categorizing language elements to help learners comprehend and memorize different language concepts and rules. Matching pairs different language elements through exercises to enhance learners' language proficiency and vocabulary acquisition. Replayability involves designing game activities that can be repeated, allowing learners to practice and challenge themselves, thereby improving their familiarity with language knowledge. Trivia creates enjoyable language knowledge quizzes that require learners to answer questions, consolidating and expanding their language knowledge (see Table One).
Table one: Strategies for Language Learning Enhancement
	Language Learning Strategy
(Game Machine)
	Description

	Association
	Involves creating connections between words, phrases, or sentences to facilitate the memorization and comprehension of language knowledge.

	Repetition
	Entails the act of repeatedly practicing and reviewing language knowledge to strengthen proficiency and application.

	Stories
	Incorporating language knowledge into engaging and captivating stories to stimulate learners' interest and engagement.

	Sorting
	Classifying and categorizing language elements to help learners comprehend and memorize different language concepts and rules.

	Matching
	Pairing different language elements through matching exercises to enhance learners' language proficiency and vocabulary acquisition.

	Replayability
	Designing game activities that can be repeated, allowing learners to practice and challenge themselves repeatedly, thus improving their familiarity with language knowledge.

	Trivia
	Creates enjoyable language knowledge quizzes that require learners to answer questions to consolidate and expand their language knowledge.


  These gamification techniques enhance interactivity, enjoyment, and engagement in the language learning process, facilitating learners' mastery and application of language knowledge (Kapp, 2012).                       
    While the above-mentioned methods are effective for gamified language teaching, utilizing these game mechanisms can only create some mini games. Here, this study proposes a hypothesis: relying solely on individual mini games may not sustain students' attention and long-term engagement in classroom instruction. To overcome this challenge, this study integrates these methods into a cohesive and comprehensive gamified framework, namely the Storytelling method, for the YCT Level 1 classrooms in this research. This design combines Sheldon's (2020) theories mentioned earlier in this chapter, ensuring an immersive gamified learning experience in the classroom.
[bookmark: _Toc154158727]2.3.2 Storytelling method  
    In this research's gamification framework, storytelling is utilized as the fundamental game framework for gamified Chinese language teaching. Researchers have found that the human brain has a natural affinity for narrative construction (Gregory, 1997, p. 2). People tend to remember facts more accurately if they encounter them in a story rather than in a list, and they rate legal arguments as more convincing when built into narrative tales rather than on legal precedent (Gregory, 1997). A successful learning environment can be created by incorporating storytelling techniques to enhance the immersion of participants. In addition, the storytelling method has the potential to incorporate various gamification techniques mentioned above. Furthermore, the storytelling method can be utilized not only for imparting new knowledge but also for assessing students' outcomes. 
    Within this framework, TCFL teachers can initially select stories based on their teaching style and students' preferences. Some examples of story types that can be used within the framework include adventure stories, fairy tales, historical stories, and so on. Indeed, when selecting stories, it is important to consider the teacher's requirements and preferences for the theme (Lazar, 1993). However, it is crucial to pay attention to the narrative's plot, ensuring it has a good pace and engaging elements. The story should have enough twists and turns to keep the students interested. Additionally, it is essential to ensure that the content of the story aligns with the student's current cognitive level and is appropriate for their understanding. Certainly, it is recommended for teachers to begin storytelling by presenting the most captivating and intriguing aspects of the story. This could include visually stimulating elements such as a forest fire or the tearful face of a child. Anything that triggers emotions is more likely to be remembered (McGaugh, 2003). By initially incorporating emotionally stimulating factors and stimulating students' visual sensory system, the framework aims to deepen students' impression of the story plot and ignite their curiosity. Therefore, they will be motivated to learn more about what unfolds next in the story. This approach helps to create a sense of anticipation and engagement among students, enhancing their interest and desire to discover the subsequent events.
[bookmark: _Toc154158728]2.3.3 Motivation and Incentives
        Another innovation of this framework is to utilize various game elements such as narrative, grouping, collaboration, repetition etc. to replace traditional game elements like points, rewards, badges, and leaderboards. 
    The second hypothesis conclusion of this article is that points, rewards, badges, and leaderboards may not necessarily bring about additional motivational effects for students during the gaming process. Because these game elements mainly function as external incentives in gamification. There is the candle experiment, also known as the candle problem, is a cognitive psychology test that was introduced by Karl Duncker in the 1940s (Behrens, 2003). In the experiment, participants are presented with a task where they need to attach a candle to a wall in such a way that the candle does not drip wax onto the surface below. Participants are provided with a box of thumbtacks, matches, and the candle itself. However, this experiment indirectly demonstrates that when participants are potentially influenced by rewards or incentives, it can impact their thinking and behavior in the experiment. External rewards may motivate participants to search for solutions more diligently but can also affect their thinking. In repeated iterations of the experiment, the group with external rewards often performs slower compared to the group with no external rewards. In addition, there is a mapping study by Sousa Borges et al. (2014) revealed 87 papers reporting undesired effects of game design elements. It found that badges, leaderboards, competitions, and points are the game design elements most often reported as causing negative effects. The most cited negative effects were lack of effect, worsened performance, motivational issues, lack of understanding, and irrelevance. The ethical issues of gaming the system and cheating were also often reported (Kim and Werbach, 2016). 
    In summary, this study primarily employs a gamified storytelling framework to introduce knowledge points. Drawing inspiration from students' curiosity, sense of achievement, and desire to collaborate with peers as intrinsic motivators, a series of gamified courseware covering all language points at YCT Level 1 was designed. Simultaneously, it also drew from the experiences of experienced Chinese language teachers on how to effectively utilize these materials in the classroom, aiming to enhance students' engagement, immersion, and outcomes in YCT Level 1 Chinese courses.
[bookmark: _Toc154158729]2.3 How to Apply Storytelling Gamification Framework in YCT Level 1 Classroom

    According to Kapp's principles of gamification design includes: Design with purpose (Kapp,2012); Keep gameplay and rules simple (Kapp,2012); Consider how aesthetics create the mood for your player (Kapp,2012); Think about the feelings and emotions you are striving to create (Kapp,2012). The gamified design framework of this research incorporates the adaptation of stories based on the requirements of communicative language and sentence patterns in the examination syllabus. In terms of content, it aims to meet the cognitive level of current students while incorporating the sentence patterns specified in the YCT examination syllabus into the stories. 
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    It is important to note that the previously mentioned repetition technique in this chapter is crucial in this step. The utilization of repeated sentence patterns in a story helps deepen students' impressions and allows them to unconsciously engage in repeated practice within an immersive language environment. Repetition is common in language usage (Larsen-Freeman, 2012). Similarly, having students repeat is also a common practice in Chinese language teaching. In the Raz-Kids levelled reading program, many sentence patterns are repeated throughout the storybooks (Marchand, 2015). This repetition serves as a valuable linguistic tool for language learners (Webb, 2007). By encountering repetitive sentence structures, students have the opportunity to reinforce their understanding and mastery of those patterns. Repetitive sentence patterns provide several benefits in language learning. Firstly, they help students internalize the structure and grammar of the language. Through repeated exposure, students become familiar with the construction of sentences and develop a natural sense of how words and phrases are organized (Dujmović, 2006). This familiarity enhances their overall language comprehension and fluency. Secondly, repetitive sentence patterns facilitate vocabulary acquisition. As students encounter the same sentence structures in different contexts, they encounter new vocabulary words and phrases within familiar linguistic frameworks (Lawson and Hogben, 1996). This repetition aids in consolidating their vocabulary knowledge and understanding word usage in various contexts. Moreover, repetitive sentence patterns create a sense of predictability and confidence for language learners. As they encounter familiar sentence structures, students can anticipate and anticipate the content and meaning of the sentences (Coté, et. al., 1998). This predictability reduces cognitive load and allows learners to focus more on comprehending the text and extracting meaning.
    In this research's gamification framework, it is also important to focus on using repetitive sentence patterns and reusable sentences to adapt the stories. By incorporating repetitive sentence patterns and reusable sentences, the framework aims to enhance language learning and retention. Overall, the incorporation of repetitive sentence patterns and reusable sentences into the gamification framework can provide an effective and engaging language learning experience that promotes language immersion, comprehension, and language production.
[bookmark: _Toc154158731]2.3.2 Insert the Vocabulary
    For declarative knowledge, most instructional courses start with vocabulary learning, and this is not a coincidence (Kapp, 2012, p.167). How to successfully integrate the vocabulary from the YCT syllabus into storytelling gamification, achieving a perfect combination of vocabulary and storyline, is also an innovation of this research. This gamification framework utilizes the six elements of storytelling: time, place, characters, events, cause, process, and result, to seamlessly integrate the vocabulary from the syllabus into the story, allowing students to perceive it as a natural occurrence rather than a deliberate action. This process must be approached naturally and not forced. According to Witmer and Singer (1998), presence is the sensation of being in a place or environment, even though physically located elsewhere. If students are too aware of the immersive technology, they may not be able to fully immerse themselves in it.
    Taking the example of the Spanish YCT Level 1 textbook's story "Little Red Riding Hood," (Ziolkowski, 1992) the natural environment of the forest is used to prompt the reader to count the number of trees, seamlessly incorporating Chinese vocabulary for numbers into the story. Additionally, when Little Red Riding Hood encounters Grandma Wolf, the vocabulary for body parts such as "big ears" and "big eyes" is naturally inserted into the teaching along with the question pattern "has or doesn't have." However, this is merely a textbook and does not explain the underlying design principles to teachers. In this gamification framework, by explaining the design principles, TCFL teachers will find it easier to incorporate the curriculum vocabulary based on the six elements of the story. 
    This process also involves the gamification element of trivia mentioned earlier in this chapter. This is evident in the expression of time, including the dates, days of the week, and specific hours and minutes. In the context of location, it involves the inclusion of vocabulary related to natural landscapes, man-made architecture, and even small details such as furniture that appear in the story. All of these can be considered as trivia inserted into the narrative. However, when it comes to characters in the story, vocabulary related to family members from the YCT exam syllabus can be incorporated using the storyline or adapted plot and also polite greetings and expressions for meeting and greeting. The above content perfectly covers all the vocabulary included in the YCT Level 1 syllabus, laying the theoretical foundation for the investigation and research on the effectiveness of gamification in this study.
[bookmark: _Toc154158732]2.3.3 Trivia    
    These trivia elements play a significant role in enhancing the effectiveness and enjoyment of gamified teaching (Landers, et. al., 2017). By incorporating trivia into the game design, educators can create engaging activities that align with the exam syllabus requirements while adding depth and richness to the story plot. 
    At the same time, this stage relates to the last two steps of the gamification framework designed in this study: game mechanics and external applications. Selecting proper game mechanics and choosing appropriate external applications have been continuously refined in this study, and we will provide detailed explanations on these topics in the following sections. The above is an exposition and innovation of the theoretical aspects of this gamification design framework. However, the key aspect of this theoretical framework also lies in how to design the challenges of game mechanics in a reasonable manner (Tekinbas, and Zimmerman, 2003).  
    The preceding sections form the theoretical framework for this study. In addressing the research question—how to integrate gamification effectively into YCT Level 1 Chinese classrooms to improve student engagement, language immersion, and learning outcomes—the research process of the study is outlined below.
    This study developed gamified courseware that encompasses the entire YCT (Youth Chinese Test) curriculum and language points, drawing upon these theories. The courseware includes elements for teaching, classroom exercises, and reviews, specifically used for authentic classroom instruction (see Appendix A).




[bookmark: _Toc154158733]Chapter 3 Research Process
    In this chapter, a detailed exposition is provided on the methodology employed in this research—a case study. The rationale behind the design, along with the final selection of samples and research tools, is elucidated (Ritchie, et. al., 2003). Additionally, key authors responsible for crafting and implementing these tools are introduced, along with pertinent references that support and underpin their development.
[bookmark: _Toc154158734]3.1 Methodology
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    This research is designed as a case study based on Gerring (2007) to delve into the dynamic landscape of gamification within the context of Youth Chinese Test (YCT) Level 1 Chinese classrooms. Through this case study, we seek to uncover not only the challenges and successes encountered by educators but also the tangible effects of gamification on student engagement and language learning outcomes.
    A case study is a research design that involves an in-depth and detailed examination of a particular instance, phenomenon, or situation within its real-life context (Yin, 2018). It is a comprehensive and holistic approach that aims to understand the complexities and intricacies of the chosen subject, often utilizing multiple sources of data (Stake, 1995). Case studies are particularly valuable for exploring real-world scenarios, providing insights into the dynamics of a specific case and allowing for a nuanced analysis of the interactions between various elements (Creswell, 2013).
    The key characteristics of case studies include an emphasis on contextual understanding, holistic examination, in-depth analysis, and a naturalistic setting (Simons,2014). Case studies emphasize the comprehension of the subject's operational context, taking into account the broader environment and influencing factors. They entail a comprehensive exploration of various facets of the case, encompassing individuals, processes, events, and outcomes (Scholz and Tietje 2002). Frequently, case studies employ multiple data collection methods to facilitate a thorough and detailed analysis. The research is typically carried out in a natural setting, enabling the observation of the subject in its real-life context.
[bookmark: _Toc154158736]3.1.2 Sample Selection and Rationale
    This study chose to conduct a case study involving an experienced TCFL teacher working in Swansea and a Chinese language class at a Chinese Church, aiming to capture diverse perspectives.
    Relationship Sample (Saldanha and Thompson, 2002) with a TCFL Teacher at a Local Primary School in Swansea
    This teacher is an experienced lecturer with 18 years of teaching Chinese at Swansea Primary School. She is renowned for her enthusiasm for integrating game-based interactive methods, and this study was initiated through an introduction from a teacher working at UWTSD University. Her involvement adds a unique and enriching dimension to this study. The primary school where she works has six grades with approximately 200 students. Chinese classes are offered weekly from the third grade onwards. The school is well-equipped with electronic devices, has comprehensive multimedia teaching facilities, and each class has student-specific tablets, providing the hardware conditions for the gamified use of classrooms.
    Chinese Church
    The Chinese Church, with a rich history spanning over 50 years, was selected to provide insights into a community-based Chinese language class setting. This church has a rich student base, offering Chinese language classes ranging from beginner to GCSE levels. As mentioned earlier, despite living in Chinese households, these children, like students of other international backgrounds in Wales, can only learn Chinese as a second language.
    The class selected for this study happens to be a beginning class, where students are just starting their Chinese language learning journey. The class consists of 13 students aged between 6 and 8 years old. Among them, three children occasionally speak Chinese at home but have not developed a solid grammatical foundation, and their knowledge of Chinese characters is at a basic level. The remaining 10 students, for the most part, do not speak Chinese. Some of these students can engage in simple communication, such as saying "hello."
    There is some variation in the ages and Chinese language proficiency among the students, posing certain challenges to teaching. This happens to align with the original intent of using and promoting gamified teaching methods in the classroom, facilitating tiered and differentiated instruction (Bondie, et,al., 2019).
   Therefore, this research was carried out during the third semester of 2023, from September to December. During this period, the TCFL teacher signed a consent form (Myers et.al.,1987) agreeing to participate in the study. The parents of the Chinese class students also signed a consent form, agreeing to their children's participation in the research and permitting the researchers to conduct classroom observations.
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[bookmark: _Toc154158738]3.2.1 Problem-Centred Interview- Qualitative Method
Theoretical Framework of Problem-Centered Interview
    In this study, the choice to conduct problem-centered interviews with Chinese as a Foreign Language (CFL) teachers is aimed at gaining a comprehensive understanding of their teaching practices, particularly in the dominion of integrating game-based interactive methods, from a qualitative analysis perspective. This approach facilitates a nuanced exploration of her experiences, perspectives, and the distinctive elements she introduces to the study, thereby providing valuable insights to the research. The adoption of the problem-centred interview in this study is underpinned by the theoretical framework proposed by Cohen et al. (2002). The decision to employ this specific interview methodology is informed by the foundational principles delineated by Cohen and his colleagues. These principles advocate for a problem-centred approach to gather data on human behaviour and subjective perspectives on social phenomena.

Witzel (2000) advocates the use of the problem-centred interview for gathering objective evidence on human behaviour and subjective views on social phenomena. He indicates three principles underpinning the problem-centered interview: a ‘problem-centered orientation’ towards socially relevant problems; methodological flexibility (e.g. group interviews, individual interviews, the biographical interview, structured and less structured interviews) in the ‘object‑orientation’, in order to address different kinds of problem; a ‘process orientation’, i.e. attempting to reconstruct the actions and orientations of the participant.
                                                                                            (Cohen, et. al., 2002, p.535)
    The theoretical framework presented by Cohen et al. (2002) aligns with the study's goal of comprehensively understanding the pedagogical approach of the experienced teacher, especially in the context of gamified teaching methods. Through the implementation of the problem-centred interview, the study aspires to capture the intricacies of the teacher's experiences and perspectives, shedding light on the unique and enriching dimension she brings to the integration of game-based interactive methods in the primary school setting.
Insights from Scholars Using Problem-Centered Interviews in Chinese Language Teaching Research    
    Furthermore, this paper has also referenced how other scholars have conducted in-depth investigations into pertinent issues in Chinese language teaching by employing the problem-centered interview methodology. The references include Yang (2022) explored the application of situational questions in the problem-centred interview to gain a deeper understanding of students' difficulties and challenges in the process of learning Chinese. His research focuses on student perspectives, aiming to reveal unique issues and psychological considerations in language learning. In Jiang, et, al.'s (2018) study, the problem-centred interview was employed to investigate the effectiveness of introducing virtual reality technology in Chinese teaching. Through interviews with teachers and students, the research focused on approaches to technological integration and students' feedback and experiences with this innovative teaching method. Zhang (2021), within the framework of the problem-centred interview, discussed the effectiveness of English grammar teaching. She focused on how teachers apply the problem-centred approach in the classroom to facilitate students' understanding of complex grammar structures, thereby enhancing the effectiveness of grammar learning.
    This study undertaken by these scholars provides valuable insights into the application of problem-centred interviews in Chinese language teaching research, enriching our understanding of various issues and teaching strategies embedded within the language learning process. This comprehensive knowledge serves as a broader context and a reference point for the current study, which seeks to investigate the teaching practices of TCFL teachers. Understanding the methodologies employed in these studies is crucial for the present research, aiding in the utilization of existing knowledge among TCFL teachers for a more profound exploration. Building upon these prior studies, this research integrates a gamification theoretical framework, focusing on student engagement, language immersion, learning outcomes, and game mechanics, through two progressively in-depth rounds of problem-centred interviews. Regarding the research question for this study, please refer to Appendix B.
Process of the Problem-Centered Interview
    In this study, the problem-centered interview was primarily conducted twice with the same teacher, each interview lasting for over half an hour. As defined by Gray (2021), problem-centered interviews consist of two phases: an open approach initially, followed by a semi-structured phase. This approach aligns with the research's goals of extensively exploring the integration of the gamification framework into the teaching process. During the initial phase, this narrative approach allows for personal insights, anecdotes, and reflections, enriching the qualitative data (Brannen, 2013). Subsequently, the second phase involves prepared questions that delve further into gamification's specific aspects and its influence on the classroom environment. 
    The detailed process of elaborating on these two steps in the study is as follows: In the first step, we utilize an opening question approach to understand the teacher's perspectives on using gamification in the classroom during the recent period. The second step employs a semi-structured interview format, where the teacher is presented with a series of prepared questions. The first interview discussed gamification's impact on student engagement, language immersion, and learning outcomes in the classroom. The second interview focused on identifying specific game mechanisms suitable for integration into different parts of the classroom, such as warm-up activities, group tasks, or collective discussions. Additionally, it aimed to determine which language knowledge points are best taught and practiced through particular game mechanisms. The problem-centred interview was primarily conducted twice with the same teacher, each interview lasting for over half an hour. The first interview focused on discussing the impact of gamification on student engagement, language immersion, and learning outcomes in the classroom (Refer to Table Two for interview questions). The second interview focused on identifying specific game mechanisms suitable for integration into different parts of the classroom, such as warm-up activities, group tasks, or collective discussions (Refer to Table Two for interview questions). Additionally, it also aimed to explore which language knowledge points are best taught and practiced through particular game mechanisms.
Innovation And Limitations
    The innovation in this interview lies in providing the questions to the TCFL teacher in advance before the actual interview. The foundation for this decision is rooted in the concept of rational decision-making, which draws inspiration from the notion of slow thinking introduced by psychologist Daniel Kahneman in his book "Thinking, Fast and Slow." (Arvai and Kahneman 2013). Slow thinking refers to a more profound and systematic cognitive process, typically involving conscious, in-depth contemplation, analysis, and reasoning. In slow thinking, individuals carefully consider issues, weigh various options, and make decisions based on rational, logical, and profound understanding. Rational decision-making involves a thorough understanding of information, consideration of potential outcomes, and balancing different choices. This decision-making process often includes careful analysis, deep contemplation, and logical reasoning to ensure that decisions are well-thought-out and reasonable. In terms of the fast and slow thinking processes theory  the advantage of this approach is rooted in allowing the teacher ample time for thorough contemplation of the questions(Kim et al. 2022), facilitating the acquisition of more detailed and nuanced data. This procedure aligns with the principles of fast-thinking and slow-thinking, recognizing the value of thoughtful, deliberate considerations.
    Certainly, this approach also has its limitations, as the interviewee may be inclined to consider what kind of responses the interviewer is seeking. However, for this study, any response from the interviewee does not conflict with the interviewer's interests, making the benefits outweigh the limitations for the study. Through this interview process, the study has collected sufficient data on how gamification is perceived and understood in the context of a YCT Level 1 Chinese classroom.
Table Two: Interview Questions
	Interview One


	Question Number
	Revised Question

	
	1
	How many years of experience do you have in teaching Chinese?

	
	2
	Have you frequently incorporated games into your classes?

	
	3
	What is the age group of the students you typically teach?

	
	4
	Concerning YCT Level 1, what year do students usually take this level?

	
	5
	How long do you estimate it takes for students to obtain the YCT Level 1 certificate?

	
	6
	What teaching methods or pedagogies do you commonly employ in your class?

	
	7
	In your opinion, is the gamification method beneficial for YCT Level 1 classes?

	
	8
	Among game elements like leaderboards, points, sounds, or pictures, which do students find most engaging?

	
	9
	How do you handle students who may not enjoy competition or leaderboards?

	
	10
	Regarding game mechanisms like quizzes or matches, what do you consider the most effective?

	
	11
	How do you handle potential challenges when using game-based methods, especially with more competitive students?

	
	12
	Have you encountered situations where the difficulty level of a game discouraged students?

	
	13
	Regarding the gamification framework, do you believe the games used to cover all language knowledge adequately?

	
	14
	Would integrating games with traditional paper-based methods improve the writing part of the learning process?

	
	15
	Do you think the gamification framework designed for this study creates an immersive language environment for students?

	
	16
	What challenges do you foresee when implementing these games in the classroom?

	Interview
Two
	1
	Building on our previous interview, can you share your experiences with using platforms like Kahoot, Quizlet, and Hello Smart?

	
	2
	Regarding Quizlet, which aspects do you find most helpful for language knowledge, including reading, vocabulary, writing, and communication?

	
	3
	Which features of Quizlet do you find most beneficial for language knowledge, including reading, vocabulary, writing, and communication?

	
	4
	What game mechanisms do you think are used most frequently in your classes?

	
	5
	Is it effective to combine different types of game mechanisms to enhance student engagement and interest?

	
	6
	Can you elaborate on the effectiveness of combining various game mechanisms in engaging students?

	
	7
	Concerning the YCT Level 1 game designed for this study, which games do you prefer, and do you have any suggestions for their implementation in the classroom?

	
	8
	For games that haven't been used in the classroom yet, how would you like to incorporate them?

	
	9
	How do you think linking words in the game contributes to students' sentence structure building?

	
	10
	What other game mechanisms do you think are suitable for teaching new knowledge? Which ones are more appropriate for practice or other class activities?

	
	11
	Among the three main gamification frameworks in this study—storytelling gamification, escape room, and mini-games— which do you believe holds a more advantageous position in the classroom?

	
	12
	From the perspective of student outcomes, do you believe structured games like level games are more effective than individual games? Which do you prefer?

	
	13
	Have you noticed any changes in student grades or academic performance since the implementation of gamification in the classroom?



[bookmark: _Toc154158739]3.2.2 Structured Observation- Quantitative Method
The Theoretical Framework of Structured Observation    
    To foster a more balanced perspective, this study is supplemented with quantitative data collected through classroom structured observations, thus mitigating the potential subjectivity associated with interview-based data. This study is anchored in the theoretical framework of structured observation proposed by Cohen et al. (2002). Structured observation in this book refers to a research method commonly used to systematically record and analyze participants' behaviors, interactions, and events in a specific environment. This approach emphasizes the observer's explicit planning and predetermined observation categories to collect objective and quantifiable data. In structured observation, observers pre-determine the behaviors and events of interest, developing detailed observation tools to ensure consistency and comparability of data. Observers may record participants' actions, speech, non-verbal behaviours, and interactions with others. The goal of this method is to provide a detailed description of behaviours and events in a specific environment, supporting subsequent quantitative analysis. Structured observation, as outlined by Cohen et al. (2002), can be applied across various research fields, including education, sociology, and psychology, providing researchers with a means to gain in-depth insights into participant behaviors and interactions.
    Structured observation can be employed to observe the level of student engagement in the course (Cents-Boonstra et. al., 2021); classroom interaction observation focuses on the nature and frequency of teacher-student interaction during the teaching process (Reinke et al., 2016); observation of the use of instructional materials in the classroom primarily examines the effectiveness and appropriateness of the instructional materials used in the curriculum (Taylor, 2013). Classroom assessment strategy observation is mainly used to observe the methods teachers employ to assess student understanding and progress (Allen, 2013); classroom environment observation primarily emphasizes observing the overall atmosphere and organization of the classroom space (Pianta and Hamre, 2009); observation of adapting to student needs includes observing the extent to which teachers adjust their teaching methods to meet the diverse needs of students (Albedaiwi, 2014), and so on. The key to structured observation is objectivity rather than subjectivity (Cohen, et. al., 2017). Observations can be conducted on both individual children and on the dynamics of the group, which will naturally be intertwined much of the time.
The Design of the Observation Schedule 
    Structured observation involves not only planned and purposeful classroom observations as described above but also entails recording the main observation data into an observation schedule. The content of this study is related to games, collecting observational data by recording the data observed in the classroom into the observation schedule. The observation schedule in this study is mainly inspired by the well-known observation schedule used in "the Parent-Child game" (Bailey, 2004). This experiment was conducted at The Maudsley Hospital, the largest psychological training institution in the United Kingdom. While children are acquiring developmental skills through playing games with their parents, behind the glass window, Professor Jenna is recording the unfolding events. For instance, she documents approving smiles and gentle touches exchanged between parents and children. Subsequently, she codes each interaction. The data reflects her conclusions regarding child-centred positive behaviours. This study closely resembles our current study, where teachers, instead of parents using toys, interact with students using gamified course materials. The recorded indicators in Maudsley’s study include: Attends, Praise, Smile, Imitate, Ask to Play, Ignore Naughty, Touch, Social Language, Command, and so on.
    This study, by referencing these indicators, primarily selected and added indicators suitable for gamified teaching classroom observation, including Attends, Smile, Ask to Play, Ignore Naughty, Social Language, Answer Questions, Followed Speaking, Self-study, and Complete Classwork (see Appendix D). These indicators are expected to reflect students' engagement, language immersion, and learning outcomes in this study.
Significance and Limitations of Structured Observation
    In this study, the selected indicators for structured observation lay the foundation for capturing relevant behaviours in the context of gamified language teaching classrooms. Serving as a qualitative data supplement to teacher interviews, structured observation provides a systematic and pre-designed framework, enhancing the logical structure of the research in addressing the research question. Additionally, structured observation contributes quantitative data, offering a more direct reflection of specific student behaviors related to gamified teaching. Through its objective nature, structured observation minimizes the impact of observer subjectivity to the greatest extent possible (Langacker, 1985).
    However, the indicators selected for this structured observation may not encompass all potential behaviours related to gamified teaching. The complexity of the impact of gamification on student engagement, language immersion, and learning outcomes may not be fully captured by structured observation, thus limiting the depth of analysis. Qualitative data will be necessary to supplement findings that go beyond the anticipated outcomes (Cohen et al. 2017).
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[bookmark: _Toc154158741]3.3.1	Thematic Analysis 
    The study is based on the theory of Braun and Clarke (2012), adopting a thematic analysis approach to interview data. Thematic analysis is a qualitative data analysis framework that involves identifying, analyzing, and reporting patterns (themes) within data. It is commonly used to uncover and understand the underlying meaning in textual or visual data, such as interview transcripts. The process typically includes data familiarization, generating initial codes, searching for themes, reviewing themes, defining and naming themes, and producing the final analysis. Thematic analysis provides a structured and systematic way to explore and interpret the content of qualitative data, enabling researchers to gain insights into the experiences, perspectives, and narratives present in the data.
    The analysis of problem-centered interview data in this study is primarily conducted through thematic analysis, with the specific steps outlined as follows:
    Data Compilation and Transcription: Firstly, transcribe the interview recordings into textual form for analysis. Ensure accurate documentation of each question and response (see Appendix C).
    Opening Code Phase (Braun and Clarke, 2012): For the open-ended phase of the interviews, conduct an initial holistic analysis of each interview. Identify major themes, viewpoints, and key issues to grasp participants' overall perspectives. In this study, at the first step of thematic analysis, known as the "Opening Code" phase, I identified topics related to different themes through line-by-line coding. This stage of the study resulted in the generation of 37 codes, encompassing 185 references in the interview transcript. The codes in this research include terms such as ability, activity, Application, ask to play (Codes), ask to study, challenging, Chinese culture, compare traditional method (Codes), different level, encourage, engage, flashcard, game elements, game in the classroom, game machine, genially, interacting, language immerse, leading board, learned, new method, participation, point of knowledge, practice language skill, QR code, quizlet, role play, self-study, shortcomings in Chinese teaching, speaking part, story, student's behavior, teacher's target, teaching material, Technology access (Codes), writing, and YCT level 1 . Each of these codes is thoroughly described in the codebook, detailing their relationship with research questions and their relevance to the intersection of gamification and teaching (see Appendix G), this process utilized NVivo, version 1.7.1 (1534).
    Code Classification (Braun and Clarke, 2012): In this process, the aforementioned codes have been categorized into several themes relevant to the research question of this study. Game Machine: Through an examination of codes associated with game machines, an exploration was undertaken to understand their application in the learning environment. This includes the identification of specific game machines used in education and an assessment of how they enhance student engagement and learning experiences. Enhancing Student Engagement: Emphasizing codes directly correlated with student engagement, this category encompasses references to game elements, codes encouraging participation, and those linked to student behaviour and interaction. Language Immersion Strategies: Investigating codes related to language immersion, the focus was on understanding how immersion is achieved through elements such as interaction, role-playing, and storytelling. This involves exploring methods and strategies mentioned in the codes associated with language learning. Impact on Learning Outcomes: Analyzing codes to discern their impact on learning outcomes, with a specific focus on knowledge acquisition, the enhancement of language skills, and academic performance. Challenges in Implementation: Concentrating on codes that address challenges or obstacles encountered during the implementation process. This may include codes related to challenging tasks and issues students may face when encountering new methods. Interactive Learning Environments: Exploring codes linked to interactive learning environments, encompassing classroom activities, teaching materials, and codes associated with student-teacher interaction. Throughout this process, a code mapping has been established (see Appendix G). This involved a comprehensive analysis and comparison of each code to identify commonalities and differences within the different themes. This process has facilitated an understanding of how these codes interrelate and contribute to or challenge the themes relevant to student engagement, language immersion, and learning outcomes in the context of gamified teaching. Ultimately, these analyses, combined with literature reviews, have aided in summarizing and explaining the patterns and trends identified in the study.
    
[bookmark: _Toc154158742]3.3.2   For the data from the classroom observation 
    The data collected through the Structured Observation Schedule (Cohen, et al., 2002, p.546) of the classroom collected quantitative data. The data collection principle is "Clear Objectives and Planning." With well-defined research objectives, this study seeks to understand how Teachers of Chinese as a Foreign Language (TCFL) utilize gamified teaching methods in the classroom. The emphasis is on observing student engagement, language immersion, and learning outcomes. Initially, I outlined the pertinent observation indicators in the observation schedule (refer to Appendix C) as a systematic approach to collecting data. When an indicator from the observation schedule is observed in a particular student, a checkmark is recorded on the observation sheet (see Table Three). Subsequently, the ratios of indicators, including Attends, Smile, Ask to play, Ignore naughty, Social Language, Answer questions, Followed speaking, Self-study, and Complete classwork, are calculated in relation to the total number of students. 
Table Three: Observation Schedule
Observation on 11th November
	
	Attends
	Smile
	Ask to play
	Ignore naughty
	Social Language
	Answer questions
	Followed speaking
	Self-study
	Complete classwork

	Student 1
	√
	√
	√
	√
	√
	√
	√
	√
	√

	Student 2
	√
	√
	√
	√
	√
	√
	√
	√
	√

	Student 3
	√
	√
	√
	√
	√
	√
	√
	√
	√

	Student 4
	√
	√
	√
	√
	√
	√
	√
	√
	√

	Student 5 
	√
	√
	√
	√
	√
	√
	√
	√
	√

	Student 6
	√
	√
	√
	√
	√
	√
	√
	√
	√

	Student 7
	√
	√
	
	√
	√
	√
	√
	√
	√

	Student 8 
	√
	√
	
	√
	√
	√
	√
	√
	√

	Student 9
	√
	√
	
	√
	√
	√
	√
	√
	√

	Student 10
	√
	√
	
	√
	√
	√
	√
	√
	√

	Student 11
	√
	√
	
	√
	
	√
	√
	√
	√

	Student 12
	√
	√
	
	√
	
	√
	√
	√
	√

	Student 13
	√
	√
	
	√
	
	√
	√
	√
	

	Others
	



Observation on 18th November
	
	Attends
	Smile
	Ask to play
	Ignore naughty
	Social Language
	Answer questions
	Followed speaking
	Self-study
	Complete classwork

	Student 1
	√
	√
	√
	√
	√
	√
	√
	√
	√

	Student 2
	√
	√
	√
	√
	√
	√
	√
	√
	√

	Student 3
	√
	√
	√
	√
	√
	√
	√
	√
	√

	Student 4
	√
	√
	
	√
	√
	√
	√
	√
	√

	Student 5 
	√
	√
	
	√
	√
	√
	√
	√
	√

	Student 6
	√
	√
	
	√
	√
	√
	√
	√
	√

	Student 7
	√
	√
	
	√
	√
	√
	√
	√
	√

	Student 8 
	√
	√
	
	√
	√
	√
	√
	√
	√

	Student 9
	√
	√
	
	√
	√
	√
	√
	√
	

	Student 10
	√
	√
	
	√
	√
	√
	√
	√
	

	Student 11
	√
	√
	
	√
	
	√
	√
	√
	

	Student 12
	√
	√
	
	√
	
	√
	√
	√
	√

	Student 13
	√
	√
	
	√
	
	√
	
	
	

	Others
	In this gamified teaching session, the gamified teaching courseware used for classroom presentation is collectively completed together. The courseware for classroom exercises is scanned by students using tablets. During the scanning process, the speed of completion for student class work completions varies due to device or skill usage reasons, and computer technical issues also result in different speeds of completion for students.



    For the observed data, this study employs the quantitative analysis method of Percentage of Participation (Vasilescu, et. al., 2014). This method involves calculating the percentage of students exhibiting specific behaviours or actions among the total number of students observed. For each observed behavior (Attendance, Smile, Ask to play, Ignore naughty, Social Language, Answer questions, Followed speaking, Self-study, Complete classwork), the number of students demonstrating that behavior is calculated. Then, the number of students exhibiting each behavior is divided by the total number of observed students, multiplied by 100 to calculate the percentage of participation for each behavior. The average percentage for each indicator is calculated across both observation sessions for the thirteen students. Here are the percentages of each observed indicator among the thirteen students (see Table Four), and these data was generated using Microsoft Excel, Vasion:16.0.17.29.20108.
Table Four: Average Participation Percentages for Observed Behaviors
	Behavior
	Average Percentage of Participation

	Attends
	100%

	Smile
	100%

	Ask to play
	35%

	Ignore naughty
	100%

	Social Language
	100%

	Answer questions
	100%

	Followed speaking
	100%

	Self-study
	100%

	Complete classwork
	80%




[bookmark: _Toc154158743]3.4 Ethics of Work With Children in This Study
    The ethics of this study are primarily informed by "The BERA/SAGE Handbook of Educational Research." The Ethical Guidelines for Educational Research, as outlined by the British Educational Research Association (BERA) in 2019. This case study research also followed a thorough procedure to obtain ethical approval from the Ethics Panel at the University of Wales, Trinity Saint David. After making necessary amendments, ethical consent was officially granted in June 2023 (refer to Appendix E).
    This study focuses on helping TCFL teachers effectively implement gamification methods in the classroom. The research explores the application of gamified teaching in immersive environments, the development of game mechanisms, and the use of external applications. Given the involvement of children, ethical considerations are paramount. Interactions with children must prioritize their well-being, safety, and holistic development (Wyse, et al. 2019). Ethical principles guide professionals, educators, researchers, and caregivers in their interactions with children. The primary concern is the best interests of the child, ensuring their well-being, safety, and development are forefront in decision-making. Children have the right to be treated with respect, dignity, and their opinions valued based on age and maturity. When capable of understanding implications, children's informed consent should be sought. Transparently explaining processes and potential risks in a language they understand is crucial. Information shared by children must be handled confidentially and with respect for privacy, guided by their best interests and legal requirements. Adults working with children must ensure their physical, emotional, and psychological well-being, avoiding actions that may cause harm or distress (Wyse, et al. 2019). Researchers in child-related work should obtain a DBS Certificate. Power dynamics should be minimized, creating an environment where children can express themselves without fear. Cultural, social, and individual differences among children should be respected, avoiding perpetuating stereotypes or discrimination. Guiding principles should focus on promoting children's well-being and positive development. Continuous reflection and self-assessment are encouraged to uphold ethical standards. Organizations working with children should establish mechanisms for accountability, transparency, and oversight. Ultimately, professionals and caregivers must be dedicated to the well-being, safety, and rights of children, with sensitivity, responsibility, and a genuine commitment to promoting optimal child development underlying all interactions and decisions (Wyse, et al. 2019).
    In classroom observations, I first seek the approval of the church chairperson as he plays the role of a gatekeeper (Singh and Wassenaar, 2016). Initially, I seek the chairperson's approval and strive for their support in persuading parents to allow their children to participate in my research. I interact with each parent in the Chinese classroom, elucidating the principles of voluntary participation, confidentiality, and the option to withdraw at any time, as outlined in the Consent Form. The recording of my classroom observation data commences only after obtaining parental consent and the completion of the consent form, with a steadfast commitment to confidentiality. Following the availability of results, a comprehensive explanation will be provided to the parents. If parents or students do not consent, I will avoid observing specific students and exclude any relevant observation results from my records. About Parental consent form refers to Appendix F.





    
[bookmark: _Toc154158744]Capater4 Presenting Findings

    The findings of this paper revolve around several key aspects, namely student engagement, language immersion, learning outcomes, and the integration of game machines in the context of YCT Level 1 Chinese classrooms.
[bookmark: _Toc154158745]4.1 Student Engagement
    The application of gamification strategies significantly increased student engagement, which is evidenced by the enhanced participation and active involvement in gamified courses. In the interview data, the "participation" code emphasizes the positive impact of gamification on students' interest and engagement levels during the learning process. During teacher interviews, this teacher elaborated on how gamification teaching methods significantly improved students' classroom participation through various aspects such as "ask to play," "ask to study," "interacting," "self-study," and descriptions of student behaviour. Additionally, the teacher mentioned that classroom participation reached 100% when using gamification teaching methods, a point supported by classroom observation data. Please refer to Appendix G for the "Enhancing Student Engagement" theme in the code mapping.
    In the interview data, the "participation" code not only underscores the positive impact of gamification on students' interest and engagement levels but also provides insights into the specific mechanisms through which this impact is achieved. The teacher, during interviews, elaborated on the multifaceted ways in which gamification teaching methods significantly enhanced students' classroom participation.
    The teacher highlighted instances where students were prompted to actively engage in the learning process, as indicated by the "ask to play" and "ask to study" codes. These aspects showcase the proactive involvement of students in game-like activities and studying within the gamified context. Moreover, the code "interacting" emphasizes the active communication and collaboration among students, contributing to an interactive and engaging learning environment.
    Furthermore, the "self-study" code indicates that students took responsibility for their own learning within the gamified framework. This autonomy in learning is a noteworthy aspect of how gamification encourages students to be actively involved in the learning process, fostering a sense of ownership.
    Descriptions of student behavior provided by the teacher offer additional context, illustrating the observable positive changes attributed to gamification. The teacher mentioned that, according to classroom observation data, classroom participation reached an impressive 100% when gamification teaching methods were employed. This alignment between teacher interviews and observational data strengthens the validity of the findings and reinforces the assertion that gamification significantly enhances student engagement.
    For a more detailed exploration of the "Enhancing Student Engagement" theme and associated codes, please refer to the comprehensive code mapping provided in Appendix G. This mapping offers a nuanced view of how gamification strategies effectively contribute to elevating student engagement levels in the learning process.
[bookmark: _Toc154158746]4.2 Language Immersion
    "Language immersion" emphasizes the successful creation of an immersive environment where students feel like they are genuinely using the language in context, rather than merely studying or imitating, thus gaining a more effective language learning experience. In this study, students, while playing games, utilized the target language to progress and earn points, providing them with an authentic language experience. Integrating YCT Level 1 knowledge points into gamified courses further enhances language comprehension, offering students a comprehensive sense of language immersion. "Language immersion" is underscored by the successful creation of an immersive environment, allowing students to experience the language authentically rather than simply learning or imitating, resulting in a more effective language learning experience. In the interview data, the "language immersion" theme is reflected in several codes, including "Chinese culture," "language immerse," "role play," and "practice language skill."
    Chinese Culture: The incorporation of elements of Chinese culture into gamified lessons contributes to a richer language immersion experience. This approach enhances cultural understanding, providing students with a holistic language learning environment that goes beyond linguistic elements.
    Role Play: In the context of language immersion, "role play" allows students to actively participate in scenarios, applying language skills in practical situations. This interactive element adds authenticity to the language learning process.
    Practice Language Skill: Engaging in activities that involve the application and refinement of language skills, as indicated by the "practice language skill" code, is fundamental to achieving language immersion. This practice reinforces language concepts in a meaningful context.
    In the classroom observation table, the indicators of "Social Language," "Answer questions," "Followed speaking," and "Self-study" reflect the immersion of language in the learning environment. The data from this observation table also reveals that the percentages for these indicators are nearly 100%, indicating a high level of language immersion during the observed sessions.
[bookmark: _Toc154158747]4.3 Learning Outcomes
    In the interview data, the "ability" code emphasizes the proficiency and improvement in students' abilities to utilize gamification elements for learning. Through the "compare traditional methods" code, the evaluation indicates the effectiveness of gamification compared to traditional teaching methods, highlighting the positive impact of gamification on learning outcomes. The "learned" code signifies the acquisition of knowledge and skills through gamified learning methods, demonstrating their effectiveness.
    In the observational data, the percentage of the "Complete classwork" indicator reaches 80%, with the remaining portion attributed to tablet operation. If technology utilization achieves optimal levels with the use of appropriate hardware facilities, this percentage could potentially be even higher.
    In addition, the coding book includes codes related to student outcomes, such as "learned," "point of knowledge," and "writing." During interviews, TCFL teachers emphasized that students truly grasped the content. In the second lesson, when questioned, students demonstrated a complete recall of previously learned material. The teacher also highlighted that students had a comprehensive understanding of each knowledge point. The only area where the learning outcomes fell slightly short was in writing, which is a challenging aspect of learning Chinese. The teacher mentioned that if this gamified design included additional exercises for Chinese writing practice, it would further enhance the overall effectiveness of the learning outcomes.
[bookmark: _Toc154158748]4.4 Game Machine Integration
    In the literature review section of this paper, two hypotheses are mentioned. The first hypothesis posits that relying solely on individual mini-games may not sustain students' attention and long-term engagement in classroom instruction. However, during teacher interviews, one teacher noted that both individual mini-games and games with a story structure or immersive experiences, such as escape room challenges, have similar motivational effects on students. Throughout the gaming process, she could sense that students were highly enthusiastic about these games and were genuinely using the language.
    The study also arrived at the conclusion that, concerning game mechanics, no specific game mechanism was found to be significantly superior in motivating students compared to others. However, in the implementation of gamified classrooms, it is crucial to pay attention to the interchangeability of different game mechanisms. Regardless of whether it's a series of individual mini-games or complex challenge-based games, the combination of various game mechanisms has proven equally effective in motivating students. This highlights the importance of flexibility and adaptability in selecting and combining game elements within gamified educational settings to ensure sustained student engagement and motivation.
    The conclusions drawn from this study include the idea that different game mechanisms can be applied for various instructional purposes. For instance, the "open box" game can serve as a tool to teach students new vocabulary, resembling vocabulary flashcards. Escape room games can be employed as pre-class warm-ups, where the entire class collaboratively engages in the game or a few students volunteer to lead, creating an interactive atmosphere and transitioning students into the classroom setting.
    Although the discussion on story-driven gamified frameworks was somewhat limited in the interview section of this study, the teacher believed that using storytelling gamification is suitable for review. When language points have accumulated to a certain extent, using a narrative to review these language points is an effective method. However, in classroom observations, I did utilize storytelling gamification as a new teaching method for introducing language points. Storytelling gamification indeed enhances the immersion of language, aiding students in better understanding the context and usage of language. The observation data also indicates that, during the use of storytelling gamification, students with lower proficiency in Chinese were not negatively impacted by the complexity of the narrative, and their participation in the class remained unaffected.
    Additionally, with regard to other game mechanisms, such as the supermarket game in Lesson 11(see Appendix A-Lesson Eleven), the Trivia game mechanism was employed. The entire game aimed to make students feel as if they were genuinely in a supermarket environment. According to the TCFL teacher, games of this nature are beneficial for teaching new language knowledge. The immersive experience created by the Trivia game mechanism helps students associate language learning with real-life scenarios, enhancing their understanding and retention of new vocabulary and language structures.
[bookmark: _Toc154158749]4.5 Unanticipated Findings 
    Other findings in this study include the aspect of "Technology access," which is also reflected in the "Technology access Code." Currently, primary school students are provided with mobile computing devices; however, each student does not have a designated electronic device. Therefore, a challenge in implementing gamified teaching methods in the classroom is how to send game links to students' electronic devices before utilizing gamification. Whether through Google Classroom or by logging into game websites, students need to go through the process of entering usernames and passwords. For elementary school students, this process is complex, and they may not be able to log in quickly and accurately using their usernames on the designated website.
    In this study, the TCFL teacher discovered a new method to address this challenge. Students were instructed to use the cameras on their electronic devices to scan QR codes containing the game links, providing a more efficient entry process into gamified activities. Unfortunately, some school computers lack camera devices. The same issue arises in gamified teaching in Chinese classrooms within the church community. Even though students may have tablets with cameras, technical difficulties in operating hardware devices for individual students can waste time during the login process for gamified activities. Therefore, the availability of individual electronic devices for each student is crucial for the successful implementation of gamified teaching methods in the classroom. These aspects are reflected in the codes "new method," "technology ability," and "QR code."
    Furthermore, in the code mapping, the categories of "Assessment and Feedback in Gamified Contexts" and "Cultural Integration within Gamified Lessons" are interconnected with the codes "teacher's target" and "assessment." This interrelation underscores the significance of considering assessment strategies within the gamified context and the integration of cultural elements in gamified lessons. The teacher's target and assessment methods play essential roles in evaluating student progress and ensuring effective learning outcomes. Additionally, the cultural integration aspect emphasizes the importance of incorporating cultural elements into gamified lessons to enhance students' cultural understanding and language acquisition. These interconnected codes provide a comprehensive view of the complex dynamics involved in the assessment, feedback, and cultural integration aspects of gamified language instruction.


















[bookmark: _Toc154158750]Chapter 5 Conclusion

[bookmark: _Toc154158751]5.1 The Meaning of This Research
    This study aimed to understand how gamified teaching methods are utilized in elementary Chinese language classrooms, laying the groundwork for the next phase, which explores the application of gamified teaching methods in other language teaching contexts. The study comprehended the various steps involved in implementing gamified teaching methods in real classrooms, observed students' performances in different games, identified which game mechanisms are suitable for specific classroom activities and content delivery, and explored strategies to overcome hardware limitations when implementing gamified teaching methods in the classroom.
    The research not only provided insights into gamification use in classrooms but also challenged some of my preconceived notions about gamification. For instance, various game elements can effectively motivate students when used flexibly. The level of student engagement is not solely determined by specific game mechanisms but rather by the combined appeal of various game elements. The students' unexpected reactions during gameplay surpassed my expectations and those of other teachers, revealing the true power of gamification in motivating student participation in the classroom.
[bookmark: _Toc154158752]5.2 The Limitation of This Research
      This study faces limitations primarily related to the sample size. The constraints arise from my limited knowledge of the teaching facilities in Swansea and the challenges associated with accessing a broader range of schools and classes. Consequently, the study had to make do with a single TCFL teacher as a sample due to these accessibility limitations. But, it's also worth noting that while the sample size is restricted, the chosen TCFL teacher has a significant advantage: 18 years of experience teaching Chinese. This extensive experience can potentially offset the limitations of the small sample size by providing a wealth of teaching insights and perspectives. The teacher's lengthy career in Chinese education offers a valuable depth of understanding that can contribute robust qualitative data to the study. Looking ahead, in the subsequent research phase, the aim is to address the current sample size constraints. Plans involve selecting dozens of teachers as samples, allowing for a more diverse and comprehensive representation. This expansion in the number of participants aims to enhance the generalizability and reliability of the findings, providing a more holistic view of the impact of gamification teaching methods in instruction.
    The data analysis approach is simple. Specifically, when dealing with quantitative data, the study exclusively relies on the Percentage of Participation analysis method. Unlike more complex studies, this research does not construct an elaborate quantitative data analysis framework or theoretical structure. In this study, quantitative observational data assumes a supportive role, functioning primarily as a means to corroborate and validate the accuracy of qualitative data collected from teacher interviews. The intention is to leverage quantitative observations as a complementary tool, mitigating the potential limitations inherent in relying solely on qualitative data. Looking forward, the next phase of the research will witness a shift in the primary research tool. Course observations are earmarked to take precedence in the data collection process. This strategic move is motivated by the belief that students' reactions during actual teaching sessions offer a more authentic and direct assessment of the effectiveness of gamification teaching methods.






















[bookmark: _Toc154158753]Epilogue

    This study, starting in April of this year, took a full nine months to complete, from the initiation of filling out the ethical review form to the final composition. During this period, my ethical review form underwent five revisions; a collaboration negotiation with a TCFL teacher failed once, as the teacher refused to sign the consent form; emails were sent to a dozen primary schools in Swansea, hoping to invite them to participate in the gamified teaching research, resulted in no responses. I realize the research on teaching methods is genuinely challenging in terms of sample accessibility. I am very grateful for the TCFL teachers and the Chinese church that participated in my research; it is their support that enabled me to realize the idea of using gamified teaching in Chinese instruction. I also extend my sincere thanks to the parents of the 13 children in my class who actively cooperated in signing the guardian's consent form. Thanks are also due to the study itself; half of the students in the Chinese classes of the Chinese church involved in this study did not enjoy learning Chinese. The previous classes had very low classroom participation, it was very challenging for their behaviour management in the class. One student even entered the class crying during the first lesson. Two boys were only willing to sit on the benches near the door and refused to join the classroom learning. Another student spent the entire previous class daydreaming and did not pay attention to any teacher's instructions. These 13 students were captivated by the game in my class; after one or two lessons, they were all able to fully engage in classroom learning. This experience showed me the power of gamification and strengthened my determination to further research in teaching methods. I also want to express my gratitude to my lecturers, Iain, Catherine, and Huw, for their guidance in my research. I am also aware that there are many shortcomings in this study, and I need to deepen my knowledge of research methods and educational theories in the future.
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[bookmark: _Toc154158756]Appendix A: Schedule for Gamification Courseware Designed for This Study
	
	Gamification Theme
	Review
	Proficiency
	Acquaint
	Beyond the scope of the YCT 1 curriculum.

	Theme One
Excise one
	The Fox of Chironup Island
[image: 动物站在草地上

中度可信度描述已自动生成]
	Greeting; 
	Family members;
Nouns of food covered in the YCT (Youth Chinese Test)
	Verb: eat， drink， love
	cave; soldier; bucket; fox

	
	https://view.genial.ly/64661fb52bf773001909ee4a/interactive-content--yct-1-lesson1-family
https://view.genial.ly/64daaedc5cb3e000171d8ef4/interactive-content--1


	Theme Two
Excise one

	The Black Fish
[image: 图片包含 地图

描述已自动生成]
	Family menbers；
Fish;
Have;
Eat;

	Body parts;
Verb: happy
Not happy;
Adjectives：big；small
Number；
	Weekday；
There be structure in Chinese；

	fast；slow

	
	https://view.genial.ly/64c65ef910816b0018e6890c/interactive-content-the-black-fish-yct-lesson-2-body-part
https://view.genial.ly/64c65ef910816b0018e6890c/interactive-content-the-black-fish-yct-lesson-2-body-part

	Theme Tree
Excise one
Excise two
	Little Tadpoles
[image: 鱼在游泳

中度可信度描述已自动生成]
	Body parts;
Fish;
Love;
Happy; not happy;
“There be“structure in Chinese；Greeting; mother；
	Express of “be”;
Where？
Are you……？
	Express of “has”；
Expression of Body Features：Bid eyes; big mouth; four legs
	Turtle; duck;


	
	https://view.genial.ly/64d27666c44af90019c423b7
https://view.genial.ly/64d3ba0974658a0013b61d15/interactive-content-
https://view.genial.ly/64de171fe0592e00133b575b/interactive-content-the-black-fish-yct-lesson-2-


	Lesson
	URL and content
	Game machine

	One
	https://view.genial.ly/64c8a279b414db0011d2e141/interactive-content-yct-activity-book-leson-one
	Match Up
Quiz
Balloon Pop

	
	[image: 图形用户界面

描述已自动生成][image: 图片包含 建筑, 显示器, 架子, 商店

描述已自动生成][image: 图形用户界面, 应用程序

描述已自动生成][image: 图片包含 标志, 显示器, 行驶, 汽车

描述已自动生成]
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    In this research, two interviews were scheduled for the participant, with each interview lasting half an hour. The study employed a problem-centered interview approach. Each interview was divided into two stages. Below are the arrangements for the interviews and the questions sent in advance to TCFL (Teaching Chinese as a Foreign Language) teachers.
	Interview One

26th. Oct.



	Question Number
	Revised Question

	
	1
	How many years of experience do you have in teaching Chinese?

	
	2
	Have you frequently incorporated games into your classes?

	
	3
	What is the age group of the students you typically teach?

	
	4
	Concerning YCT Level 1, what year do students usually take this level?

	
	5
	How long do you estimate it takes for students to obtain the YCT Level 1 certificate?

	
	6
	What teaching methods or pedagogies do you commonly employ in your class?

	
	7
	In your opinion, is the gamification method beneficial for YCT Level 1 classes?

	
	8
	Among game elements like leaderboards, points, sounds, or pictures, which do students find most engaging?

	
	9
	How do you handle students who may not enjoy competition or leaderboards?

	
	10
	Regarding game mechanisms like quizzes or matches, what do you consider the most effective?

	
	11
	How do you handle potential challenges when using game-based methods, especially with more competitive students?

	
	12
	Have you encountered situations where the difficulty level of a game discouraged students?

	
	13
	Regarding the gamification framework, do you believe the games used to cover all language knowledge adequately?

	
	14
	Would integrating games with traditional paper-based methods improve the writing part of the learning process?

	
	15
	Do you think the gamification framework designed for this study creates an immersive language environment for students?

	
	16
	What challenges do you foresee when implementing these games in the classroom?

	Interview
Two

29th.Oct.
	1
	Building on our previous interview, can you share your experiences with using platforms like Kahoot, Quizlet, and Hello Smart?

	
	2
	Regarding Quizlet, which aspects do you find most helpful for language knowledge, including reading, vocabulary, writing, and communication?

	
	3
	Which features of Quizlet do you find most beneficial for language knowledge, including reading, vocabulary, writing, and communication?

	
	4
	What game mechanisms do you think are used most frequently in your classes?

	
	5
	Is it effective to combine different types of game mechanisms to enhance student engagement and interest?

	
	6
	Can you elaborate on the effectiveness of combining various game mechanisms in engaging students?

	
	7
	Concerning the YCT Level 1 game designed for this study, which games do you prefer, and do you have any suggestions for their implementation in the classroom?

	
	8
	For games that haven't been used in the classroom yet, how would you like to incorporate them?

	
	9
	How do you think linking words in the game contributes to students' sentence structure building?

	
	10
	What other game mechanisms do you think are suitable for teaching new knowledge? Which ones are more appropriate for practice or other class activities?

	
	11
	Among the three main gamification frameworks in this study—storytelling gamification, escape room, and mini-games— which do you believe holds a more advantageous position in the classroom?

	
	12
	From the perspective of student outcomes, do you believe structured games like level games are more effective than individual games? Which do you prefer?

	
	13
	Have you noticed any changes in student grades or academic performance since the implementation of gamification in the classroom?
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[bookmark: _Toc154158759]Interview One 26th.Oct.
How are you today? Yeah, I'm feeling good. Yeah. OK, feeling good. And today I will ask you a few questions about gamification and how you use gamification in the classroom. 
I know you are a very experienced teacher and how many years have you teach Chinese? 
More than I think 18 years already. In two 2005, I started my first-year teaching Chinese in a Chinese school.
 And have you often used the game in the class? 
That's a good question. There are sometimes I use the games in the classroom with different students, for example, in the Chinese class, we use Kahoot and Quizlet. Yeah. So yeah, In the foreign students for learning, like, you know, Chinese, sometimes I use Hello Smart. 
And can you tell me about the age of the students who teach?
It's quite a big range, so from year 2, 3 which is six and seven years old to year six students. So that's in primary school year 2-3, year three, year 3-4, year five and year six. In different schools, they are all primary schools. 
OK, what about white YCT level 1? almost they are which year students?
For YCT level one, I normally start year 4 or year 5 because for this age they have a good ability to learn Chinese. Yes. If so younger it is too hard for them to recognize Chinese characters or maybe writing or something like that. But for year four, yeah, they are, they got good understanding and that they can you know follow you to learn the vocabularies and good understanding. And a good copy and that's good for year four, year 5. 
And how long do you think they could get the certificate of YCT level one? 
But it depends. You know, if we follow the syllabus for the YCT book, the standard course. There's nothing else to add it in. Can be like. Less than in one year but for my teaching style. So I'm not only following that book, I think that's boring for students. So, I normally do the cultures sometimes. For example, last month we had the Mid-Autumn festival. So, we just have two weeks learning cultures and doing the activities with the students together, Yeah, and New Year's Chinese, New Years’ time. We do lots of cultures, activities, legend learning and singing as well. So, I think probably more than one year because all the primary schools if they take Chinese. So that's topics will be continued until next year. So, I think when we finish. And the level one we are ready to do the exam maybe more than one year. 
One academic year, one year, because for the YCT vocabularies, there's quite a lot, especially for the foreign people. So, it's hard to remember for them. So, they are very interested. For the topics, every week they can see they are happy to learn, happy to follow, happy to write, and even do some games. But next week when you turn back they will forget, almost forgot because they only have Chinese class once a week. And I have no homework. That's right. No homework and no practice at home,
OK. And so we talk about activity and what pedagogy you usually use in the class.  What kinds of methods do you usually use in your class?
Yeah, so. Like a role play, that's a big part. So, you're only learning the simple dialogues. Obviously, conversations like a greeting or asking names like that, ask ages. So, what you do is role play in the class. And while we do some different topics, we can. Like teamwork and we also do some writing. So, because the writing Chinese is a challenging part,  so we do some writing. Writing is a big part for them to learn Chinese as well, and also what we do different cultural activities. So, I think that's a good part of the study.  it's a benefit for my teaching because lots of children really enjoy the activities. Yeah. For example, we have been learning the numbers last two weeks, and I Bring the chopsticks with them and then they play the chopstick games. So, using chopsticks to count the Chinese numbers. So that's a good help for learning the numbers. So, we do lots of games and activities, and sometimes. We do some posters as well, so to engage them in sinking the cultures and the march to the world capitals, they learn to write the titles for the posters as well. There are a lot of things and games as well, so some can be used as kind of Hellosmart games to play. So be complex and flashcards as well. 
And here you talk about the game and we have a special word called gamification that is not just playing a game, it has a purpose for teaching and for students to learn. Then we use we use the game students to learn something and achieve ours’ target. So. What do you think? Use the gamification method in YCT One class? is it helpful? 
It's really helpful, you know, and I never tried to use this before, and I do know this game, but I can't make this, but you know the games you made for me. So, following each lessons and vocabulary, I think that's a really good way to learn Chinese. So, I use that as a recap part today, all the class, all the students together to doing this, Yeah. So, I can ask some volunteers to come to the front and be the leader and all the others will be the helper. To find out the correct answer. So that's really good. so everybody will be concentrated. Use a game that you're better than I use a flashcard to say copy this or follow me to read this. So better way for use the game. And then they fight. Way to teaching there I think you know recap is good. Last week children use the QR code scan by themselves and then they used their own Chromebooks, so everybody really, really fouces on the games in the lesson and we took quite a lot a long time in the lesson, but everybody enjoyed. After the five or six games. I found all the children got a very strong memories for the Chinese numbers, not only the sound, even the character, because only to the games leading the choosing the character so focused on writing. To fund the syllables for the capture so much them together and they need to understand what the number is not only copy me to speak to say the numbers so that's really good part and. Sometimes some of the children are not really interested in the lesson you can see. So yeah, just nothing, Don't like to do anything, but when we do the games, everybody enjoyed I think and especially after the lesson, when I left the QR code for them and the week after I turned back Tuesday and too many children told me: “miss, I'm on the leaderboard. I'm the first one I got a much…… “ something like that. So that means. They're really keen on games and they are just after school. As I said earlier, I said nobody doing any homework for Chinese, but if you give them a QR code for the games, they play these games at home, so that's the way they. Practice it again. That's never happened before. There's nobody to practice Chinese at home I think like today's class. We got eight of the children. They said they played the games at home. Yeah, I think that's really shocked me for them they just play a game. They think it is an interesting game. But for me, the language teacher, the Chinese teacher, for me that's an extra practice. You know, I think that's a good thing. 
Yeah, I think that's right. They're students. Purpose is to play the game, and your purpose is? So like that's the prime member practice and remember that that's great and since you that's you that's you mean and again that's gamification method and could encourage their. Stuff such as their participate and. Could engage them attend the class. Also, after school. OK and I. 
The next question I want to ask is that when you play several games in the classroom, which game element, For example the leaderboard and the point and they got, maybe the sound in the game or the pictures, can absorb the students most? 
I think you know every part is important. Firstly, the picture. Obviously, the picture is the first first part in their eyes. That's important. The pictures should be colourful and clear, yeah? Clear enough here for them and easy to find out what it is and then that's the first step then they can successfully for finish the games. So that's really good. The picture and sound is important as well. Yeah, so something give them some different sound. Yeah. To engage them. It's very interesting. Yeah. So what? Carry on or like a games like feeling like they're in the real games. Yeah, that's it. And the leader board, I think that's the part can give them some like. How to say? But we got this, the children just want to beat somebody out. So they will play not only once, they will play second time and also maybe third time. Yeah, well, I see I just got in a few scores to a beat the first one, So we will try again, so. Let me try again. But they try more tims and they learn the Chinese are better. So I think in the leaderboard is really helpful for children to doing that because everybody like a competition when they do this, they think that's like a competition. So that's really helpful. I think every part is important. 
Since we talked about the leader board students like challenges, if some of the students they do not like leaderboard or competition?
We always say if you like, track your leaderboard, you always can check if you want to come to the competition, like you can compare with others, if you don't mind, for example, you got less score, you can try again, so you can start. Yeah, then as long as you are happy with your score you can move to the next games. But if you don't want to, check where you are on the leaderboard. You can just past that part. Some children just don't like it. Everybody needn’t do the samething in the class.
Another thing I want to ask about is the game machine, just like we use the quiz, match…..what kind of game machine do you think is the best?
So, for me. I like best is not important for the children. I think they prefer the chakra, the chapter or the train. The last one, the train one and also that one. For them it's more challenging because they got levels. Not as other games in level game. The other games it's good, but it is simple and you can see some good students. They are easily to finish that Tigers 10 out of 10. That's the score I know I see very common in the class. But the last one because when the levels up. Like from one to two to three and until 9:00 so that it's harder so they didn't control the speed and the same times focus on the. Character. So they didn't recognize and in the right way to click the answer. So that's quite a challenge and because they are quite challenging that's children most like it. 
OK and. since you related challenge and do you think if the level of challenge is too high or low, how it influence the students’ participate? 
Yeah, so that's good question. Not too, not too challenge. If it's too hard, they try it. A few times and they can't, they can't beat it. So they won't do that. They will lose their self-confidence I think. So, when you design the games, I think the correct level, so you should know. What on the level is, what below the level is and what above the level is. So, we will do some very simple one, make sure everybody, even some children, is not very good at learning not to have good abilities so they still can do something they can find all. I'm fine with this, so give them self-confidence and someone on the level, so I mean just that's just right level for the common ability. So, you do some games just not too hard, not too easy, you can do some hard one. hard levels give them some more challenges to thinking and work it out. So, and speak them out as well. So if you get our planning the time they can work it out, they can just. Looking for the sheets I gave them or find out from the board or some of them can ask a teacher or can you help me for this? Yeah they need the time but if you got you know the timelimit that will be really challenging. It is students if they can do that by themselves and if they think in that fast. So that will be like give different learning group children to something to do do something. And suitable for different groups.
I understand maybe you have lots of experience to use the game in the class and so could I ask you if you can give one example? Maybe the challenge is above what you mean. Do you have this example before? Maybe the Chinese two of our and too high and the students maybe give up all. 
You mean for your games the very challenge you are? I need any activity if this so I want to know for to teach Chinese especially to teach Chinese. YCT level one and what is properly challenge and I maybe I want to ask one example just. Beyond this proper challenge.
OK, let me think about it. Because in each class you will know  all the children are not in the same level. Yes, some move, some of them aren't above field level, some of the average, some of them lower on the average. So while we give the targets, when I give the targets, OK, but I normally give some simple make sure everybody can join in, everybody can do something. So normally. So, the jobs I give them so most of the students in the class can finish that. Yeah, if some of them are finished and then nothing to do for them is too easy, Too simple. Yeah, sometimes I will let them some challenging work, so that means when you be a teacher doing teach Chinese. So you need to prepare different levels works in class. Also you always need to keep something. Was actually so, for example, some very smart students, while they finished the job very fast, quickly they will ask to you, they will come to you to ask what else I can do so this time. You may be giving her actual sheets or maybe give her some extra work to do so that will be encouraged or class. Otherwise they will be waiting and feel boring. 
OK, that's great. OK, I see the different level and give them different tasks to finish. 
OK and. The other thing is about the gamification framework and do you think? Our, the. Are the game used this time and can cover every language knowledge? For example, to you want to teach, you want to teach numbers and so do you think this game covered every knowledge? So for example, reading, writing and pronunciation. Listening. For each language knowledge, you want to let students to learn.
Yeah, it's covered quite a lot, yeah. So for example. The numbers, right, So children. They got to play cards, so that's the pronunciation practice. So I use teamwork. So two in one pair. So one click the card, another one pronounce the pronunciation, and another one check for it, yeah. So and then they take their take chance another one reduce the same things again. So that means everybody have a turn to say all the numbers they can see from the play cards. So that's speaking part, that's good. And when we do the worst search, so they see the numbers by the side and they need to find out for the syllables, for the character. So that's really good, you know, that means you know, they understand how to spell. Technologies for the syllabus, for the spelling, that knowledge they got it. Otherwise they won't know how to like for example, Liu, How to spell Liu. So they find out LIU. So they found out OK so that's good for the recognizing. Yeah like do because the first games you design, they got the pictures. Yeah. And you can see the items, the field. Items and then you got different options by the side, they can choose the correct answer for that items of the figures. So that's understanding but only the writing it. Think we not have any writing on this game yet. You're so far. Yeah, that's because you know maybe they use the Chromebook, so I don't think they can writing straight away use their fingers on the screen. So if they use ipad, maybe, Yeah. So you can design some writing games for them. But doesn't matter you normally we do the writing in the lesson. Normally I will give them a piece of paper. Piece of sheet, yeah. And know what? I do the writing. So I will teach them step by step the pinion and the writing and follow this stroke. All this to do the writing. They have not that ability to do the writing by themselves yet. Yeah, so they just start. Learning from YCT level one. So for all the other parts, you coward, to recognizing, understanding and speaking, I think it's really good. It's fabulous. 
Maybe for the writing part and could I see if I combined the game with the paper? Is it will be better?
If you can design some games with writing part. We give them a paper linking writing on the paper. Yeah, that'd be nice then. And we can play this game like in teamwork or pair work, so they can track each other 's answers. That will be better.
Yeah, OK. That's the part we could improve. 
Yeah. OK. Thank you very much and.
And the related framework. Do you think the game framework I designed this time can make the students immersed in the language environment? 
I think so. They did really because what they played the games I can see they really focus on. So that time they are not lacking in a copy me to do something they are not like. Learning something Follow somebody or they're not learning something for somebody and they are really just. Immerse themselves in that language so I can see they have really quietly looking the screen and working out. And in some of them know checking the sheets immediately, yeah, to find out the answers. They really keen on it and then they really do it by themselves. Not like normally when you say can we do a conversation. Sometimes they will be like talking or something, but nobody do the gains, they really just immediately go into the language. And doing work it out so they do variation, that is they just want to use the language for themselves. So this type of they just study this language. I think, yeah, that's right. 
That's great. OK, this is the last question what is the challenge do you think when you use this game in class? 
Yeah, we got lots of challenges. We use the games because I try in different schools, different classes for the younger ones or the log into the games is quite hot. But they need to log in to their school account. Then once we gave them the QR code, we found some of the Chromebooks is not working with the QR code and we needed help. Come to type in the website, Yeah, that's the challenging part and. Some of the schools they got. They have not enough device for everyone, so maybe they share one between three and everybody wants to take turn doing that. So, I think we can decide to be a teacher. We can decide on this like contact today. We use that as a recap. So, I won't give them the QR code to you know, to take their time to log in. And get ready for the Chromebook. They're finished. Then just take that away that start our lesson So I think for recap part. I just doing that all together today and I think that's a really good learning, good learning, good time for the revision because it's simply asking one or two children to come to the front. And we do together and I log in first the technology, the technologies take times really. So we only I found today I only use 10 minutes to doing all games and everybody really keen and really enjoyed and really good. Like I think it's effective for everyone because when the one in the front and all the others. Very like. Interesting. Important. What's the answer is and they want to tell them the answers, so that's the way we use that in instead of. Everybody takes 5 minutes to log in. But some of the schools, yeah, children bigger like a year five. So, they can login quickly other than I can just give the QR code. Yeah, so I can leave the camera code. For them they can play at home once, they play a few times or many times and they can get the games website quicker. So I think in the future time maybe while we. Played, the games even do themselves in the lesson still can be quicker, but the first time it's really slow and I take times and another problem is because it's new things for them and it's a game that's much better. So interesting, more interesting for them than just speaking or writing. So they don't want to quit. So they play and again and again in the lesson. So we use quite a lot of time to doing this. But I can see in their happy face they're happy with this. So I know that's a way that's a key. I can open their interest for learning Chinese. So that's really good. 
Maybe it is the first. That's the second aspect. The one is limited tech, technology and device limited. But you can find. Maybe you need to find another way, yeah. And the other thing is that maybe it's difficult for you to stop students to paly the games. Yeah, yes, you need to say a few times to stop playing the games on this, OK, finish this level. 
Something that so for me yeah I think so Firstly the big challenge here for the others teachers who want to use this. So firstly you need the notice the teacher in that class the week before because we got. Once a week less and not every day so you need to tell them. Or a week before charging all the devices first and then get ready before the lesson so the Chromebook should be ready in the classroom. Not in another room. And they had to get them in one by one. Just take in ages. Yeah. So ready be charge it. And then everybody very clearly knows how to log in to their account. Yeah. To live on, play them by themselves. Yeah, I saw the Friday school, my Friday school. So everybody, every child last year, your fault children. So, they have a QR code on the label in their draw, so. I asked them to log in. Some of them immediately log in. Some of them couldn't. Yeah, not that ability. So, like they went to their draw and picked up the label, then they follow that they can. I am unable to log in at that time someone already started games so I need to help them to log in. The games are so slow so always you know why you're teaching. You can find in the class there are always different levels for anything to do. Something's always different levels, so make sure they know how to log in and then give them, you know, get ready the correct code for every single one. Yeah, and the scan if you need to. Think about if anyone's laptop camera broken or even no camera or if the camera you know not working so you need to give them a very clear website. Yeah so then. They can quickly type in the website, but you still need help normally while you're typing the website late without mistakes, so. The problem is some start already some were very behind, so for the unit to accept this happened, that's quite common, we can't say everybody same speed or, the same smart. Same level. Not like that, right? Yeah That is the challenge part. 
Yeah. OK. Thank you very much for today's day to you. OK, You're welcome. You know, it's really happy for you to see all the games in my teaching. 
That's really helpful. Yeah. Thank. Thank you. Thank you.

[bookmark: _Toc154158760]Interview Two 29th. Oct.
So how are you today? Please, I'm fine. Yeah, just after four hours teaching, it's really hard. 
OK. follow the interview last time and I know. And you said you use kahoot, quizlet, Hello Smart something like these in your class and could you tell me about your experience in using them?
 So, for using all these different like a games in my Chinese teaching, so far I found the quizlet is very useful. Yeah, so I only need to send a link. To them through any Wechat or by email or anything and because in the quizlet they got a flashcard and they got the learning and they got the test and also like games, so children's children do all different ways to practice all the recoveries from each lesson. So for the flashcard they can give the sound as well, so simply so for the. Very low-level students, they can enjoy the flashcards, obviously control flash cut, yeah. Practice as many times as they want, and I think this one is very convenient. I always tell them in your car, maybe in the car your mom take you somewhere like to your football Club in the car. So in the mean time or you're waiting so you can just open your quizlet, click the link that you can practice the flash card. Yeah, and for the learning part is really good. It's not like the games you gave me the Genially game, it's not like that, not like those Pictures, that's so interesting. But it's very useful. Just Access, but it's not the paper. So electric pupils , they all know technologies so I think that's really good to use. So every Sunday. So I asked them has anyone used the quizlet at home? Most of them hands up to use that. I think it's good. And the last one, the game is very challenging. They all, they always try that first and they can check the leaderboard same as check leaderboard. Who is the first one to click? Much the worse. With the meanings or with the pictures? Yeah. OK, that's really nice one. Yeah, I do. 
Do you think what part of the quizlet can help? Because of the language knowledge, including the reading, vocabulary, reading, writing, and communication, and with which part? 
So quizlet is helped you reading. SO, because they give it a pronunciation. So if after lesson you forgot how to say the words so you click the speaker. Shortly so you how to pronounce it. Yeah. And recognizing so you can see the character on the flash card. Chinese and the English. So you can just you know flip the card. Yeah. Flip the card and. Then they can test your writing as well. So, some access you need type your word on that and just not like to practice the conversations so the further access for example we can see the Genially got some questions or a conversation or like a stories know the long speaking. But quiz let not just basically it's a for the words. Or phrase or like the pronunciations and the characters. 
c
So, if I, yeah, use both of them. So, because Quizlet is just like a very simple exercise, but it's still technology. Access is good, but Generally, that's really like games but in your learning in the games I think they nearly with quizlet together will be a very nice way and can give students the biggest interest. I think for them to learn you Chinese. 
Yeah. OK. Yeah. Thank you. The next is the question is, and you know, the game has different game machines, right? We have the association. Association is can connect words and phrases and sentences together. That's all association. Exercise the comprehension of the language knowledge and we also have the reputation. Sometimes we use different games and let students to repeat just repeat one word, one sentence and they don't know they are repeating so they just feel that's interesting. The story is we use the whole story framework to teach language and salting, classify and salting just like the just animals, plant and family members like this. It's not game and we the game also could compare together that match and could replay replayability. For example, they lose the so they could play it again and maybe a trivia that is trivia that we maybe find a little different from the each pictures like this. So such game machines and which one do you think you use the most in your class?
I think you all these from Genially the games I can find almost all of them. That's really really helpful. So since I used this. I think I would prefer on this. You know, I will choose this. Yeah. Because you can see the second lesson. We're back to the class. Children will ask you do we put, do we do we play the games today. You know they really look forward. Yeah, not. Only for me. So even for them they are looking forward to the games. They are learning things but use a different way to learn the things that's the better than you just taught. They copy. Yeah. You just say they copy. Yeah. So I can see you know from your different ways to play. That like a word search or a comparing or marching or something like that. So all the ways I think it's a good way. You can't say which way is the best games. Because if only use one way, it's boring only when I use all different ways. So, for example the number that lesson you got a five different. Games for practice just from #1 to 10, but they are just do it times and times. That's because you're changing the different ways to play it. If you only use one way, even that is interesting. They won't do that ten times, but you got a different way to play it. Practice it. So they are just play this way to practice what you turn and then choose another game, change another way to play from one to 10. Practice again and again and again. So I think all the all this I think is good just they are full for the different levels. But for me for so far I think the stories is the one I not use it yet because. We are just up the book and the for the children they are vocabulary is very limited. Yeah. So when I read, yeah, I can read a story for them, but I don't think they can understand the stories because. All the vocabuaries I use, they not mention that yet. They not learn them yet. So I will use. But it's a good way to fall through the recaps when we finish the book. So when we finish the whole book I will use the. And the storytelling. You start games to collect all the vocabulary we have learned from the first lesson to the last lesson. I think that will be a good way to give them a very fresh way to. Practice not only stuff from lesson 1 to lesson two, lesson 3. So I think that will be very interesting. Yeah. And all the other games, I think that really, you know, really interesting for me. See, I used Kahoot before I used Hello smart but for them they are still like focus on the knowledges like not the way you really can play it, not you play with it. That's only the sentence and choose the different answers or much or like that, but for the Gennially. So I like it, I said. I feel while you play that doing your access is really can make you happy like a player game. So that's my feeling. So I think it should be more like that.
Could I say like that just that you suggest using different type of game machines. Combine them together that's more interesting and more engaged student?
 OK, yeah, I think so. Yeah.
And no one is. You can find it, especially can engage student, but combine them together, that's worked right? 
Yes, I mean that. So for me, I think if you do the one game machine for one lesson, for one topic, that will lose that interesting part. Yeah. So I think children must be like, you know, challenging themselves. Sort of feeling a different game machine to bring them to recap the pieces of knowledge. I think that's right. 
OK, thank you so much and here. We could look at the game we use this time. From this we designed the 12 lessons right 12 lessens game and for this game and game machine, which one do you like best? Do you think and your suggestion and how to use them in the class. Do you have any suggestions? Maybe you think maybe all of them are good and. And I want to know because the first license I already observed, was very successful. You could just put them on the big screen in screen and they could do it by themselves. That's that. It's Student-Centered Learning. So what about others and what way do you want to use this game?
 OK then so for the mini games, for the numbers of you as you observe the Dallas and so they're all like a mini-games and they're all separately and they all practice the same things. OK, so for that part. We don't mind using them in the whole class or they use them separately so individually like use the Chromebook so because. It's very simple instruction, but you still need I think, So you want to be a teacher, you need to give them the instruction first. Otherwise, let's deal with wasting them the time so you can go through. All the games with them together so give them the quick instruction. OK so tell them how to do how to play this game and how to play the second game or what do you what should you do for the for this game So give them a quick you like instructions and then. Give them time to do it. If they are like a over year 4 and up, if they're very young and the year three, I think probably you should play the games in the front with the big board and you can ask someone to come to the front to play them together. So, in this time, yeah, so someone be the volunteer and all the class can help them. You can still feel that very like. Then you can engage all the class in the class students to join these games. OK, so I think that's still a good idea. So for these mini games and some of the games, I think If it's really hard to play, OK, so for example that one. So I yeah, the cat with the fishing. So I tried that but I don't know how to play it. I use the. Fish the syllable to put on the cats, the hat or by the strings, but it's not working. I did not see like this so students seem as me. Their first time to play this lady. Neither feel lay need to learn. So be a teacher. Yeah. So for me, I need to play them first by myself and then why I know how to use each games that I could give them the right instruction. To save the time and give them the right way to do it, Yeah. 
OK, Because the rule is complex, so you need to explain to them first.
 So yeah, explain to them first. Yeah, I think so. Yeah. Some of them, I think like. So this one so I think that is all. No. That's like a question answering so they can be do a teamwork so or the whole class where they can't do individually see if it's a teamwork. Like a pair of work, so at least two of them together, so one ask, another one can be answered for the whole class. So you can ask one person to ask the questions and the whole class and. Can think about answer then choose one to answer. So I think some of them you can't play them individually but some of them you can so just depends like the word search. So that's really nice. Lots of children like word search you if I give them the paper. They still love it. So for this one, yeah, and they can do it individually. But the thing is, be a teacher. You need more. You need more to them monitor them if they do the right answer. Some children do that very fast. And it go next page, next page, next page. If you don't monitor them, sometimes they only got a two or three scores. They not they not they not like akin to how many skills or what the answer is. They just to feel I played the games, so that's another thing. So I think what I played the games, we need to make sure they got the right answer. So that's why we use the games, to practice the knowledge, the vocabularies. I think you know that's the. Good way and a full of the different games I saw you got. Music song. So the singing of the song, like a weak song. Yeah. I really like to use the singing to teach them. So normally it's what we learn. The numbers are you teach them numbers? Song like where are my friends and. 2 Tigers so what we learned the body parts where you learn the head, shoulders, knees and toes in Chinese version. So full of singing a song to learning the Chinese vocabulary. That's the best way. So like for example after two years later. If they forgot all the recovers, but they still can remember, they still can remember 2 tiger song while I give the music list, you can see in that. So the worst will be stiffer ever in their brain. So singing is a good way. So I think that the “Xingqige” is a really good. So leave. You repeat that and the like relaxing. Yeah. Relaxing, Yeah. OK. But then I saw, you know, some of the games, it's only like a focus on for some special. What, like a full year to have? So for the whole game, just practice how to use your you got the pictures, you gotta characters, you got a syllabus and then Laken sinking in that situation, yeah, what are your means? That's really good and give them a very deeply learning for that character. So I think it's a good idea and it's too quick, so like that I think it's really good. And the supermarket game, I like that as well for the food. Lesson your lesson 11, I think, know for what do you like to eat. So for them they are. When they open the games, it's like a real market supermarket. Then they can feel all that's the shelf and then. They can see all me and the noodles, then they see all that's the Chinese noodles they put on the shelf, then go next words. So they are focused on what the character is and what the picture is and put them in the right places. What time they got two different places to choose to put the words and the picture in, so I think that's really  good one. So for them, they really look forward. What's the next word? What's the next picture? Other than and it's a good, like good pictures you're choosing, that's really  good. So I like that they can just feel like a real supermarket. That's good. 
That's a very good suggestion and may I ask you? If you use the Supermarket game do you think you can use this game to teach new knowledge? Just teach, Use it to teach. 
Yeah, it is, yeah. So when we use all these games, you can choose them and not only for recap. You can use them for teach your in the new lesson. So for example I wanna teach the food now I can use that in the lesson to tell them see this isn't me and TR and that's the pictures and where we put it. So I. I think that will be engaged, engaged the whole class, you know, concentrate. And you know, sometimes they're boring, they feel bored, so they not like listening. So if you got the pictures, you know they are looking for the pictures or what's the next one. That will be engage them and you still can use that for the second lesson to do the recap. So I think you know that's good way some of them is a suitable for use for the new lesson, yeah.
 So I think that if has the object and also has the picture and it's suitable to teach the new things, right? And you also mentioned the character. A single character set related to the grammar, such as “Hui”, come back, and “Qu”,  go. So, what do you think you could use these kinds of exercise to teach new things, to teach grammar?
Yes, I see We're “Chi” and “He” know in the YCT one book we got a few main works to learn. So I saw you. The games for them, I think that's a really good idea if you only tell them grammar, especially in this country so they are not in primary school. They're not really teaching the grammar, so you can't say this is a word. And how to use it as a subject or verb and the object? You're not seeing that. But if you use the games to give them all, how you know what's the sentence structures and how to use this verb? And they will understand. Easy to understand that. I think so. I think all this the special one where the practice can use in the new lesson also can use for the second lesson for practice. That's really good. All good idea. 
You related the word and used this game can build the sentence structures for students, yeah? 
And also you can do the same thing a nouns like you say group them so. Or we can say circle one out or old one out. I'll be fine. So they called the odd one out. So when we learn like a food, food, the names today then so you give all the food. The one is a drink, so they can alt one out. So group them. You're all. They can use all the nouns, but only one word, so we can use that games to doing the new learning. 
That's fine, that's a good one. And accept the pictures and the structures? And what else do you think could use in teaching the new knowledge? Maybe the others all suitable for the exercise or something else?
 So, for learning the new things, I think the open box games is a good idea because know that's a very clear to so the new vocabularies for this lesson and you got “Pin Yin” on the top, the character on the bottom. Also, you know, we can practice, pronouncing them first and give them a few times to practice and then I can see some sentence patterns on the bottom but same time we can use. The new words to put in the gaps to practice, the sentence patterns, the sentence structures how to use these new words. Yeah, so that's a really good idea. And normally I use. flashcards to teach the new words and so changing ways to give them a fresh idea that's the best way to learn in a foreign language is so they feel all we got a fresh. Fresh learning every day. Yeah. Not always. Use the flash card. Yeah, that's good idea. Yeah, I think that's good. 
I know. Maybe this kind of game machine. Just like a flash card. Yes, the function is the same. Right?
You can use it as flashcards first and then later you can use that to put in the gaps you need to find out the sentence using just the change the ways to teach.
OK I see, OK. And we also, we also just make some different games like structured game. Such as this for the three lessons and they are, we are we built the whole structure of the game. So what do you think about this kind of game? Do they have some advantages compared with the separate game?
For just like a story one is it. That's the story, dory and exercise. Exercise and the other things together, but it has a whole clue and how the whole clue and to let students to immerse the story environment like this.
So, the games with the instructed one, OK, I think it is suitable for the one who has the high level. Yeah. So, because that's too challenging because you know the structural one, you know you can. Include all the recoveries maybe so since the simple one to the hard one. So the structure, the structure game so seem like different levels game like the structure or the escape rooms, yeah, you know I found the children really like this. Yeah, when I finish one of them like normally go to the next one and then they won't stop until they are finished. And if they got the wrong answer, they can go back. That's a really good design. I think they got the wrong answer. They can't go. They need to choose again until they got the right answer. So that will give them the true answers in there. And so they need they leave you a practice again and again for this, then that will be good. That's a good game. I think we can use that and also I think we can give them some of the games. We can give them as a homework. The homework, we can say so give you this link, I'll give you this core code, then you can play that at home, then leave. You do that because they really like to play the games. They don't mind. Learning Chinese are learning French, so they just do it because it's a game. So I think at this type of game is really interesting for the children. They like it.
I see. So maybe I maybe you see this kind of game. And contains a lot of knowledge points and it could be used for high-level students and it also could use for homework. And it could engage students to try again and again. Yes, maybe you're keen to go to the end, so escape the room like the day you. Yeah, it's good one and also the level one. So they go to, some of them go to level 10 already for the little train games, so that means they really keen on that. I can't go to level 10. But the late date yeah, more than 1000 scores. So that means you know the level games for children. Some of the children's, yeah, they are. They are trying to fill in the challenge, so they are going up some of the. Where you can see valid until level 3 they die, they won't try again, but some children more likely going level 5 already died. They going back to level one, start again and then next time maybe and by level 7. So they still try again. Yeah really. Yeah. 
From the perspective of student outcomes do you think these structures such as level game is more worked than a separate game? Which one do you like best? 
I think they are similar. Yeah. Similar. Yeah, for me, I think they are similar because last lesson. Why back to the class. Yeah, you know the second lesson. After learning one to 10 and then we do writing, so we practice. You know, firstly we say the sign language and you know the numbers. They all can say the numbers, yeah, because very familiar to them then and then I say. We do the writing, so most of them remember the writing of numbers because while they do the games, you know they are watching, you know the numbers, the numbers writing. So, I think the games, what kind of games. As a matter for them, they all have the benefit of remembering the character. That's what we need. 
Yeah, I see. Thank you. And I just want to ask the last few questions is about the students' outcomes and do you find the students have some alternations in student performance or academic outcomes since the implementation of the gamification in the classroom?
Yes, I think it's really, really affect their learning. So they do use the game to practice. So more times, yeah. All times. Then they got more like stronger memories for remembering all the pieces of knowledge, the vocabulary. So, I found from the used games, Yeah, so. Let me know the vocabularies. They know how to say them, they can recognize them, and they know the meanings. Understanding. Yeah, So. And also, they are, they are very, you know, keen to play it. So that's another way is keen to learn Chinese. So, I think it's really to be honest, I like these games. I would have used that in future lessons, not like if I can't use that every lesson, but I still can share the link with them. They can play at home if I get it. Plenty of time, so I will. Sometimes I will play, let them play in the lesson individually, but most of the time I think I will let them play together in my big screen. But I think that's the easy way and the common way and it's also a good way, so, because when somebody else stays in the front and then all the others want to go, want to have a go, they want a chance as well, so everybody wants to have chance to go to the front to play that games so they won't. Yeah, that can engage the whole class, yeah. 
So, you mean that the game can engage students, so that, they can improve students outcomes, right?
Yes, they can. They remember the things. That's what we need in the end, yeah. Yeah. So, like at the supermarket one. Yes, all the story. So, it's a really good one. Yeah. So yeah. OK yeah. See I was thanking you very much for the two Times interviews and I learned. Love how you use gamification which part is important and which game machines can use different parts of knowledge points. So that's very successful. You know, you're, to be honest, it's really thanked you for you to design these games. I think it's helpful not only for YT class, so I'm thinking I will use that for my habit. And it's one student, all happy Chinese, two students as well, because lots of the recoveries from the beginner level are you know overlapped. So, I just checked earlier today. So, I think next time when I have the Chinese lesson with my Chinese. Students, I will use this. They're not learning that Westbrook. Yeah. That's used. That's good. Thank you so much. That idea. That idea is all from you. But you know you really did a brilliant job. Yeah, it's helpful. We need this for learning. Language is boring. Everybody feels bored. But if you can learn by playing together, yeah that will have lots of fun. I think you know it's a big benefit for my students and thank you very much. Thank you. Thank you. Thank you. OK.
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     I will design a series of courseware with the experienced TCFL (Teaching Chinese as a Foreign Language) teachers about YCT level 1.
    I will interview the teacher to understand his feelings about using gamification in the classroom.     
    I will also conduct a questionnaire survey on these classes and randomly select one class for classroom observation.
    The objectives are through the conduct of a sequence of methods to gain a deeper understanding of the gamification approach in YCT Level 1 classrooms. So that to complete the aim of explore how gamification can be better applied in education.


	
	Proposed methods (maximum 600 words)
Provide a brief summary of all the methods that may be used in the research activity, making it clear what specific techniques may be used. If methods other than those listed in this section are deemed appropriate later, additional ethical approval for those methods will be needed. You do not need to justify the methods here, but should instead describe how you intend to collect the data necessary for you to complete your project.

	7
	
For the literature review, I will mainly reference Kapp (2012) and Sheldon’s (2020) references. I will integrate their theories and build upon them to design a gamified framework for Chinese language education in primary school. Next, I will investigate the effectiveness of the gamification framework that designed in this study about the 5 years class studying YCT Level 1 Chinese courses. 

I will use a mixed method to do a case study. 

This study will involve two experienced Chinese teacher and four classes of year-5 students (n=112), they study YCT Level 1 Chinese courses.

Data collection 
1. I will contact the teacher involved and schedule an interview at a convenient time once a week. I will conduct the problem-centred interviews (Gray, 2021), The problem-centred interview combines an open approach with minimal interview structuring in the first phase of the interview, followed by a second semi-structured phase which allows the interviewer to set a focus (Gray, 2021, p.413). So, in the first step I will ask the interviewee, the Chinese teacher who involved in this research tell his own narrations about using the course ware this week, and then ask some questions I prepared. When I conduct the interview, I will ensuring a comfortable and conducive environment for open discussion. In addition, I also will record the interview through audio recording.

2. For participation in classroom observations and questionnaires, I will write to each parent/guardian of the 5-year students, asking them to allow their children to participate in my research study, and to inform that the research content is about a new Chinese teaching pedagogy - gamification to improve student learning efficiency and classroom engagement. If I have parental permission, I will explain the research to the students and ask for their written consent. If the parent disagrees and/or the student disagrees, I will not make any observations for that student in my observation notes, nor will I ask them to complete a questionnaire.


3. My classroom observation will be building on the work of Cohen, et al (2018). I will coordinate with the teacher to schedule the classroom observation at the mid-July. I will do the Structured observation, and record the data into an observation schedule, which including event sampling; instantaneous sampling; interval recording; rating scales; and duration recording (Cohen, et al., p.547). It will help me to get the numerical data.

4. I will collect feedback from the students through questionnaires (Gray, 2021), (Flick, 2022). I will design a questionnaire titled "Gamified Courseware Interest Survey" comprising closed-ended questions as well as two open-ended questions. I will distribute the questionnaire to the year 5 pupils in the four classes participating in this study. Provide clear instructions and guidelines for completing the questionnaire. I will be present on-site when students fill out the survey questionnaire, and I will be available to address any questions or concerns they may have while completing it. Ensure anonymity and confidentiality of the responses to encourage honest feedback. Collect the questionnaires once completed.
Data Analysis: 
1. For the data from the interviews, I will conduct a thematic analysis (Gray, 2021). 
2. For the data from the questionnaire, I will use SPSS for the questionnaire data analysis (O’Connor, 2000). 
3. The data collected through the Structured Observation Schedule (Cohen, et al., p.546) of the classroom will be analyzed based on the items in the observation scale. 


(this box should expand as you type)

	

	Location of research activity
Identify all locations where research activity will take place.

	8
	This study will be conducted within a primary school in Swansea.
(this box should expand as you type)

	
	Research activity outside of the UK
If research activity will take place overseas, you are responsible for ensuring that local ethical considerations are complied with and that the relevant permissions are sought. Specify any local guidelines (e.g. from local professional associations/learned societies/universities) that exist and whether these involve any ethical stipulations beyond those usual in the UK (provide details of any licenses or permissions required). Also specify whether there are any specific ethical issues raised by the local context in which the research activity is taking place, for example, particular cultural and/or legal sensitivities or vulnerabilities of participants. If you live in the country where you will do the research then please state this.

	9
	N/A
(this box should expand as you type)



	10
	Use of documentation not in the public domain: Are any documents NOT publicly available? 

	NO
	☒

	
	
	YES
	☐

	11
	N/A


(this box should expand as you type)



	
	Does your research relate to one or more of the seven aims of the Well-being of Future Generations (Wales) Act 2015?
	
YES
	
NO

	12
	A prosperous Wales
	☒
	☐

	13
	A resilient Wales
	☐
	☒

	14
	A healthier Wales
	☒
	☐

	15
	A more equal Wales
	☐
	☒

	16
	A Wales of cohesive communities
	☐
	☒

	17
	A Wales of vibrant culture and thriving Welsh language
	☒
	☐

	18
	A globally responsible Wales
	☐
	☒

	19
	If YES to any of the above, please give details:

	
	
    The Chinese language education provides students with skills in a widely spoken global language, enhancing their future employability and economic opportunities. By learning Chinese, students develop cross-cultural competence and understanding, fostering resilience in a globalized world and promoting cultural diversity within Wales. Chinese language learning can promote a healthier Wales by encouraging an active and engaged learning environment that supports cognitive development, critical thinking, and problem-solving skills. Chinese language learning fosters understanding and appreciation of different cultures, enabling students to build positive relationships with diverse communities, both within Wales and internationally.

(this box should expand as you type)



SECTION F: Scope of Research Activity
	
	Will the research activity include:
	YES
	NO

	1
	Use of a questionnaire or similar research instrument?
	☒
	☐

	2
	Use of interviews?
	☒
	☐

	3
	Use of focus groups?
	☐
	☒

	4
	Use of participant diaries? 
	☐
	☒

	5
	Use of video or audio recording?
	☒
	☐

	6
	Use of computer-generated log files?
	☐
	☒

	7
	Participant observation with their knowledge?
	☒
	☐

	8
	Participant observation without their knowledge?
	☐
	☒

	9
	Access to personal or confidential information without the participants’ specific consent?
	☐
	☒

	10
	Administration of any questions, test stimuli, presentation that may be experienced as physically, mentally or emotionally harmful / offensive?
	☐
	☒

	11
	Performance of any acts which may cause embarrassment or affect self-esteem?
	☐
	☒

	12
	Investigation of participants involved in illegal activities?
	☐
	☒

	13
	Use of procedures that involve deception?
	☐
	☒

	14
	Administration of any substance, agent or placebo?
	☐
	☒

	15
	Working with live vertebrate animals?
	☐
	☒

	16
	Procedures that may have a negative impact on the environment?
	☐
	☒

	17
	Other primary data collection methods. Please indicate the type of data collection method(s) below.
	☐
	☒

	
	Details of any other primary data collection method:



(this box should expand as you type)
	
	


If NO to every question, then the research activity is (ethically) low risk and may be exempt from some of the following sections (please refer to Guidance Notes).

If YES to any question, then no research activity should be undertaken until full ethical approval has been obtained. 

SECTION G: Intended Participants
If there are no participants then do not complete this section, but go directly to section H.

	
	Who are the intended participants:
	
YES
	
NO

	1
	Students or staff at the University?
	☐
	☒

	2
	Adults (over the age of 18 and competent to give consent)?
	☒
	☐

	3
	Vulnerable adults?
	☐
	☒

	4
	Children and Young People under the age of 18? (Consent from Parent, Carer or Guardian will be required)
	☒
	☐

	5
	Prisoners?
	☐
	☒

	6
	Young offenders?
	☐
	☒

	7
	Those who could be considered to have a particularly dependent relationship with the investigator or a gatekeeper?
	☐
	☒

	8
	People engaged in illegal activities?
	☐
	☒

	9
	Others. Please indicate the participants below, and specifically any group who may be unable to give consent.

	☐
	☒

	
	Details of any other participant groups:



(this box should expand as you type)
	
	



	
	Participant numbers and source
Provide an estimate of the expected number of participants. How will you identify participants and how will they be recruited? 

	10
	How many participants are expected?

	Initially114 participants including two TCFL teachers and 112 primary school students.
(this box should expand as you type)

	11
	Who will the participants be?

	1) An experienced Chinese teacher
2) 28 fifth-grade pupils 
(this box should expand as you type)

	12
	How will you identify the participants?
	The YCT Level 1 exam syllabus covers the most basic Chinese language knowledge and is primarily aimed at students aged 9-12 in primary school. Checking the feasibility of a gamification framework design by starting with low-level content can yield more accurate results. Fifth-grade students in primary school are well-suited for YCT Level 1 learning, which aligns with their age group. As I hold a master’s degree in teaching Chinese as a Foreign Language and have previously worked as a Chinese language teacher in Japan, I am familiar with this field of instruction.
    
To recruit target participants, first I will consult with the principal and teachers of the Swansea Weekend Chinese School. Through the recommendation of the school's principal, I will connect with teachers who is working at primary school. We will share a mutual interest in gamified teaching and have the desire to conduct in-depth research in this field.
    
(this box should expand as you type)




	
	Information for participants:
	
YES
	NO
	
N/A

	13
	Will you describe the main research procedures to participants in advance, so that they are informed about what to expect?
	☒
	☐
	☐

	14
	Will you tell participants that their participation is voluntary?
	☒
	☐
	☐

	15
	Will you obtain written consent for participation?
	☒
	☐
	☐

	16
	Will you explain to participants that refusal to participate in the research will not affect their treatment or education (if relevant)?
	☒
	☐
	☐

	17
	If the research is observational, will you ask participants for their consent to being observed?
	☒
	☐
	☐

	18
	Will you tell participants that they may withdraw from the research at any time and for any reason?
	☒
	☐
	☐

	19
	With questionnaires, will you give participants the option of omitting questions they do not want to answer?
	☒
	☐
	☐

	20
	Will you tell participants that their data will be treated with full confidentiality and that, if published, it will not be identifiable as theirs?
	☒
	☐
	☐

	21
	Will you debrief participants at the end of their participation, in a way appropriate to the type of research undertaken?
	☒
	☐
	☐

	22
	If NO to any of above questions, please give an explanation 

	
	N/A




	
	Information for participants:
	
YES
	NO
	
N/A

	24
	Will participants be paid?
	☐
	☒
	☐

	25
	Is specialist electrical or other equipment to be used with participants?
	☒
	☐
	☐

	26
	Are there any financial or other interests to the investigator or University arising from this study?
	☐
	☒
	☐

	27
	Will the research activity involve deliberately misleading participants in any way, or the partial or full concealment of the specific study aims?
	☐
	☒
	☐

	28
	If YES to any question, please provide full details 

	
	Because this study involves the application of gamification design program, teachers participating in this research need to have computer equipment with the program installed.




SECTION H: Anticipated Risks

	
	[bookmark: _Toc153988860][bookmark: _Toc154016976][bookmark: _Toc154103034][bookmark: _Toc154158763]
Outline any anticipated risks that may adversely affect any of the participants, the researchers and/or the University, and the steps that will be taken to address them. 

If you have completed a full risk assessment (for example as required by a laboratory, or external research collaborator) you may append that to this form.  

	[bookmark: _Toc153988861][bookmark: _Toc154016977][bookmark: _Toc154103035][bookmark: _Toc154158764]1
	[bookmark: _Toc153988862][bookmark: _Toc154016978][bookmark: _Toc154103036][bookmark: _Toc154158765]Full risk assessment completed and appended? 
	[bookmark: _Toc153988863][bookmark: _Toc154016979][bookmark: _Toc154103037][bookmark: _Toc154158766]Yes 
	[bookmark: _Toc153988864][bookmark: _Toc154016980][bookmark: _Toc154103038][bookmark: _Toc154158767]☐

	
	
	[bookmark: _Toc153988865][bookmark: _Toc154016981][bookmark: _Toc154103039][bookmark: _Toc154158768]No
	[bookmark: _Toc153988866][bookmark: _Toc154016982][bookmark: _Toc154103040][bookmark: _Toc154158769]☒

	2
	Risks to participants
For example: sector-specific health & safety, emotional distress, financial disclosure, physical harm, transfer of personal data, sensitive organisational information

	
	Risk to participants:
1. Loss of confidential and transfer of Personal Data (Email and phone numbers, identification of participants in published papers by themselves or others)










2. Exploitation and Misrepresentation





3. Anxiety and distress, physical harm











4. For learners, the loss of learning content caused by the imperfect design of the gamified language teaching framework.



5. Economic Risk (loss of income)

	How you will mitigate the risk to participants:
1. Adhere to the UK data protection law (2021), GDPR (2018), Personal Information Protection Law of the People's Republic of China （2021）and Data Security Law of the People's Republic of China (2021) about confidentiality.

Records storage of data will be secured by the use of passwords and codes for names, encrypting computer-based files, signed consent forms locked away and removing any personal identifiers from study documents immediately.

2. Participants will be assured and briefed about the reason for the research and only questions relating to the research will be asked. Proper procedures will be used in gathering research data. 

3. Participants will give as much more information as possible during informed consent and debriefing. 

Will be able to make changes to my research design, pre-screening and eliminate high risk participants. The participants will not be coerced or cause confusion of the research process. And in the process of the research, participants are free to opt in or out of the study at any point in time.
4. In this study, teachers with rich teaching experience are selected, who can flexibly control the teaching content and make timely adjustments to the classroom teaching content when the gamification teaching method is not applicable.
5. Interviews will be scheduled in agreement and in a way that the adult participant does not lose income by taking part in the research.




	3
	If research activity may include sensitive, embarrassing or upsetting topics (e.g. sexual activity, drug use) or issues likely to disclose information requiring further action (e.g. criminal activity), give details of the procedures to deal with these issues, including any support/advice (e.g. helpline numbers) to be offered to participants. Note that where applicable, consent procedures should make it clear that if something potentially or actually illegal is discovered in the course of a project, it may need to be disclosed to the proper authorities

	
	This research does not involve any sensitive, embarrassing or upsetting topics. If there was any, I would inform participants about the sensitive nature of the survey and assure them that their responses will be confidential. 


	4
	Risks to the investigator
For example: personal health & safety, physical harm, emotional distress, risk of accusation of harm/impropriety, conflict of interest

	
	Risk to the investigator:




1. As a person in authority, this researcher may have to face up to some complex situations, like inappropriate expectations from the students (participants) 










2. Allegations while conducting interviews / Accusations of fabrication or falsification of data.

3. Risks relating to the possibility of unexpected negative emotions of the interviewees and their impact on the researcher.







4. A confidentiality breach due to data being released accidently.


	How you will mitigate the risk to the investigator:

I will reference the BERA 2018 Ethical Guidelines. Specific steps are as follows:

1.	Participants should be fully aware of their involvement in the study and will be briefed in advance and on the day of the interview:

※Explain the implication and purpose of the research

※Clarify the research activities do nothing with the final examination or individual school performance before conducting the research activities.


2. Ensure access to a suitable space that secures the confidentiality of the participant contributions, whilst also being visible to others.

3. Be cautious about the places to have an interview and choose quiet and public places. The participants are assured that all the personal data of the participants are securely stored in a safe place such as the school’s office.
All the related laws and regulations should be carefully studied before the research activities to avoid unintentional misconduct that arouses suspicion and antagonism from authorities.

4. Clarify with participants regarding access to transcripts of interviews or field notes. 
Ensure debriefing with participants to include recapping on and clarifying where necessary the contributions that they have made. 
Work with gatekeepers to promote a comprehensive understanding of the nature of the research project.
(this box should expand as you type)

	5
	University/institutional risks
For example: adverse publicity, financial loss, data protection

	
	
1. Reputation risk (Misrepresentation, falsification)



2. Financial risk


3. Compliance risks


4. Plagiarism


5. Failure to meet ethical and legal obligations.
(this box should expand as you type)
	How you will mitigate the risk to the University:
1． Uphold the universality public perception especially in the research community and public. Not fabricate any findings or results or missing out or change of data.

2． Minimise risk of suing the university by acting professionally while conducting research

3． Comply with UWTSD ethical framework when conduction research and revisit university policies and regulations during research

4． Make sure that all work is referenced correctly and give proper credit

5．Declare conflict of interests, adhere to confidentiality, have participants consent in writing, email, or text, protect participants data



	6
	Environmental risks
For example: accidental spillage of pollutants, damage to local ecosystems

	
	Risk to the environment:

Use of paper
Travel to the location


(this box should expand as you type)
	How you will mitigate the risk to environment:

This research activity will mostly use electronic systems reducing the need for paper.
The interviewed teachers all live locally in Swansea and do not require any additional travel.




	
	Disclosure and Barring Service

	
	If the research activity involves children or vulnerable adults, a Disclosure and Barring Service (DBS) certificate must be obtained before any contact with such participants.
	YES

	NO

	N/A


	7
	Does your research require you to hold a current DBS Certificate?
	☒
	☐
	☐

	8
	If YES, please give the certificate number. If the certificate number is not available please write “Pending”; in this case any ethical approval will be subject to providing the appropriate certificate number.
	001124098113



SECTION I: Feedback, Consent and Confidentiality

	1
	Feedback
What de-briefing and feedback will be provided to participants, how will this be done and when? 

	
	I hope that through this research teachers do not merely consider gamification in language teaching as a teaching method. I hope this contextualized, and immersive environments method can enable language acquisition to fulfill its communicative function, promote cross-cultural communication and harmony.

For participation in classroom observations and questionnaires, I will write to each parent/guardian of the 5-year students, asking them to allow their children to participate in my research study, and to inform that the research content is about a new Chinese teaching pedagogy - gamification to improve student learning efficiency and classroom engagement. If I have parental permission, I will explain the research to the students and ask for their written consent. If the parent disagrees and/or the student disagrees, I will not make any observations for that student in my observation notes, nor will I ask them to complete a questionnaire.

De-briefing:

Before the interview, a debriefing procedure will be carried out:

1. The participant will be asked whether they has any questions. If not, ascertain whether the entire research procedure is perfectly clear to them, and whether he or she harboured any suspicions. For example, the participants will be reminded that different people respond to things in different ways, and that it will be useful to the researcher to hear about the participant’s feelings about and reactions to the study. Next, they will be asked specifically if they find any aspect of the procedure odd, disturbing, or confusing.

2. Depending on the participant’s responses, I will say something like this: “Yes, you were on the right track. We were interested in studying some things that we couldn’t really discuss with you in advance. I’d like to take a few minutes to tell you in more detail about what we’re studying...” Most participants readily understand that were they to know the true purpose of the study in advance, they would likely try their best to “help the 1 researcher out” by behaving in ways that fit the researcher’s expectations. They also understand how this kind of “cooperation” could seriously jeopardize the research results. 

A. Quickly summarize for the participant past research on the topic. Explain how it has been conducted and what it has found. 
B. Explain the method and hypothesis of the current study.
C. Ask if the participant has any questions about the “mechanics” of the survey, or about the concepts discussed.
3. I will address that deception as a necessary component of many social studies. Specially,

A. Explain the irony of being less than honest in order to get at “the truth.” 
B. Explain that deception is used only when necessary—to test hypotheses in a valid manner—rather than being arbitrarily employed to embarrass participants.
C. Explain the times when deception is necessary. For example, sometimes what people believe or say they would do is not what they would really do when they find themselves in the middle of a situation. Reality is often different than “hypothetical” situations; Or, if participants know specifically what researchers are trying to test or examine, their behaviours may be affected. Therefore, Deception—deliberately withholding some information or misleading participants—is frequently the only valid way to prevent the problems described above.
D. Explain specific deception used in the study, and explain that the assurances of confidentiality, as described on the consent form, are TRUE.
E. Explain that to the extent that the participant believed what he or she was told, it does not reflect his or her level of sophistication or intelligence. 

4. Carefully assess the “state of mind” of the participant before he or she departs. Specially,

A. Have all questions been answered? 
B. Does the participant feel at least as “okay” before leaving the room as he or she did upon entering? (If not, talk to participants, and, if necessary, refer them to the counseling center.)
C. Has the participant come to see him or herself as the provider of valuable scientific information?
D. Ask the participant, now that he or she has participated in the study and knows all about it, to make any suggestions for improvements of the study. Can he or she think of any ways the study could have been carried out that would not have involved deception?
5. Ask the participant not to reveal anything about his or her experiences to anyone else. Explain that all would be lost if later participants were privy to information about the purposes, procedures, and so on, of the study.

6. Ascertain whether the current participant has heard anything about the study. Explain that credit for participation will not be affected, even if the participant’s responses are invalid.

7. Thank the participant for participating, provide a copy of the consent form with a phone number so that the participant may call me if he or she has any further questions or concerns about the study; provide a list of references should the participant wish to learn more about the relevant topics, and provide a mailing list should the participant wish to receive a copy of the results of the research.

Feedback:
Feedback needs to be timely after interviewing, which means while participants can still remember what happened. I will make field notes subsequent to each interview. As soon as possible after each interview I will listen to the recording repeatedly and make notes. The draft ‘transcription’ and ‘analysis’ of the interview will be presented to the participants for validation, and the confirmation of correctness or any commentary by the participants will be desired. Lastly, I will inform the participants which part of the data will be adopted in my thesis.
(this box should expand as you type)

	2
	Informed consent
Describe the arrangements to inform potential participants, before providing consent, of what is involved in participating. Describe the arrangements for participants to provide full consent before data collection begins. If gaining consent in this way is inappropriate, explain how consent will be obtained and recorded in accordance with prevailing data protection legislation.

	
	    Before the audio recording of interview, I will have to get the consent of participants, explaining the purpose of the research, the way of these data stored and used in the future. I will make them fully aware that the collected data will be anonymous and stored safely, only for the purpose of research. In addition, I will inform the participants the details of the data collecting process and organize them to observe the site in advance where the interview is going to take place.
(this box should expand as you type)

	3
	Confidentiality / Anonymity
Set out how anonymity of participants and confidentiality will be ensured in any outputs. If anonymity is not being offered, explain why this is the case. 

	
	
I will conduct face-to-face interviews, thus will know who the participants are. As the researcher I am not anonymous. Therefore, I should talk about confidentiality instead of anonymity.

1. I will have to describe limits of confidentiality that my research study will adhere to. I will try every possible means to build a trusting relationship with participants and let them feel comfortable and safe to share personal information. There are however several times where I would be required to share information, and I will provide details to the participants about those circumstances. For example, I am going to adhere to the confidentiality of the data as much as possible, unless subpoenaed for the information. In addition, I will tell them that as I am receiving EDD supervision for a thesis, I may share some general ideas or themes of the research with my supervisors, but my intentions would be keep all of their personal details confidential during that process.

2.  I will inform the respondents in advance about what information I will collect from them and explaining the nature of the data collection.

3.  I will follow UWTSD guidance for data collection and storage. All participants will be given a unique identifier to ensure confidentiality and this list will be kept securely in the password protected folder. If any cloud storage is needed, the only one that will be used will be the University Office 365 system which will be encrypted and the data in the cloud is anonymised. The data will be stored until the completion of the project and then deleted. Participants will have the right to ask to see what data is held relating to them and these data will be deleted immediately if the participant requests this, in which case the data will not be used in the project.





SECTION J: Data Protection and Storage

	
	Does the research activity involve personal data (as defined by the General Data Protection Regulation 2016 “GDPR” and the Data Protection Act 2018 “DPA”)?
	YES
	NO

	1
	“Personal data” means any information relating to an identified or identifiable natural person (‘data subject’). An identifiable natural person is one who can be identified, directly or indirectly, in particular by reference to an identifier such as a name, an identification number, location data, an online identifier or to one or more factors specific to the physical, physiological, genetic, mental, economic, cultural or social identity of that natural person. Any video or audio recordings of participants is considered to be personal data.
	☒
	☐

	
	If YES, provide a description of the data and explain why this data needs to be collected:

	2
	 
    There are several reasons for recording an interview with the teacher participating in the investigation of the effectiveness of a gamified teaching framework:
1. Accuracy: Recording an interview ensures the accuracy of the information shared by the teachers. It allows for a precise capture of their responses, insights, and perspectives, minimizing the risk of misinterpretation or omission.
2. Documentation: Recordings serve as valuable documentation of the interview. The interviewee provides a reliable source of information that can be revisited and reviewed during the analysis phase, ensuring that the data is accurately represented.
3. Detailed analysis: By recording the interview, I can thoroughly analyze the responses and extract meaningful insights. It allows for a comprehensive examination of the teachers' viewpoints, experiences, and suggestions related to the effectiveness of the gamified teaching framework.
4. Quality control: Recordings enable quality control and oversight of the interview process. They provide an opportunity to review and assess the interviewing techniques, ensuring consistency and adherence to research protocols.
    By recording the interview with the participating teacher, as a researcher, I can ensure accurate and comprehensive data collection, which forms the foundation for a robust analysis of the effectiveness of the gamified teaching framework.
(this box should expand as you type)

	
	Does it involve special category data (as defined by the GDPR)?
	YES
	NO

	3
	“Special category data” means sensitive personal data consisting of information as to the data subjects’ –
(a) racial or ethnic origin,
(b) political opinions,
(c ) religious beliefs or other beliefs of a similar nature,
(d) membership of a trade union (within the meaning of the Trade Union and Labour Relations (Consolidation) Act 1992),
(e) physical or mental health or condition,
(f) sexual life,
(g) genetics,
(h) biometric data (as used for ID purposes),
	☐
	☒

	
	If YES, provide a description of the special category data and explain why this data needs to be collected:

	4
	N/A


(this box should expand as you type)



	
	
Will data from the research activity (collected data, drafts of the thesis, or materials for publication) be stored in any of the following ways?
	YES
	NO

	5
	Manual files (i.e. in paper form)?
	☐
	☒

	6
	University computers?
	☐
	☒

	7
	Private company computers?
	☐
	☒

	8
	Home or other personal computers?
	☐
	☒

	9
	Laptop computers/ CDs/ Portable disk-drives/ memory sticks?
	☒
	☐

	10
	“Cloud” storage or websites?
	☒
	☐

	11
	Other – specify:

	☐
	☒

	12
	For all stored data, explain the measures in place to ensure the security of the data collected, data confidentiality, including details of backup procedures, password protection, encryption, anonymisation and pseudonymisation:

	
	    I will use UWTSD OneDrive to store data, which will be password-protected. The data generated by this study will be in the form interview records, all of which will be encrypted and stored on my own personal computer and uploaded to his or her personal network cloud storage. The interviewer will strictly protect the privacy of the interviewees in accordance with the written commitment.
    Each participant’s electronic consent form and data from interviews, class observation and questionnaires will be stored in a secure place on the University Office 365 system which will be encrypted. All personal identification information will be removed or changed during transcription. 
    Signed informed consent forms in paper form will be kept in appropriate storage, such as a locked file cabinet, and unavailable to anyone except the researcher. On receiving the feedback and grade for this piece of work, the signed informed consent forms will be destroyed.

(this box should expand as you type)



	
	Data Protection

	
	Will the research activity involve any of the following activities:
	YES
	NO

	13
	Electronic transfer of data in any form?
	☐
	☒

	14
	Sharing of data with others at the University outside of the immediate research team?
	☐
	☒

	15
	Sharing of data with other organisations?
	☐
	☒

	16
	Export of data outside the UK or importing of data from outside the UK?
	☐
	☒

	17
	Use of personal addresses, postcodes, faxes, emails or telephone numbers?
	☒
	☐

	18
	Publication of data that might allow identification of individuals?
	☐
	☒

	19
	Use of data management system?
	☐
	☒

	20
	Data archiving?
	☐
	☒

	21
	If YES to any question, please provide full details, explaining how this will be conducted in accordance with the GDPR and Data Protection Act (2018) (and any international equivalents, where appropriate):

	
	I need to email the participant to schedule a convenient time for the interview.

	22
	List all who will have access to the data generated by the research activity:

	
	The members of my research team, including EdD Program Director Dr Catherine Morgan, Director of Studies Dr Iain Jones
(this box should expand as you type)

	23
	List who will have control of, and act as custodian(s) for, data generated by the research activity:

	
	Fan Wang (researcher)


(this box should expand as you type)

	24
	Give details of data storage arrangements, including security measures in place to protect the data, where data will be stored, how long for, and in what form. Will data be archived – if so how and if not why not.  

	
	I will store data directly into OneDrive, the university's Office 365 and SharePoint systems will keep all data encrypted in password-protected cloud storage. The data will be kept until the project is completed and then deleted. 
(this box should expand as you type)

	25
	Please indicate if your data will be stored in the UWTSD Research Data Repository (see https://researchdata.uwtsd.ac.uk/ ).   If so, please explain. (Most relevant to academic staff) 

	
	N/A

(this box should expand as you type)

	26
	Confirm that you have read the UWTSD guidance on data management (see https://www.uwtsd.ac.uk/library/research-data-management/)
	YES
	☒

	27
	Confirm that you are aware that you need to keep all data until after your research has completed or the end of your funding
	YES
	☒



SECTION K: Declaration
	
	The information which I have provided is correct and complete to the best of my knowledge. I have attempted to identify any risks and issues related to the research activity and acknowledge my obligations and the rights of the participants.

In submitting this application I hereby confirm that I undertake to ensure that the above named research activity will meet the University’s Research Ethics and Integrity Code of Practice which is published on the website: https://www.uwtsd.ac.uk/research/research-ethics/ 

	1
	Signature of applicant:
	Fan Wang
	Date:
May 24th,2023




For STUDENT Submissions:
	2
	Director of Studies/Supervisor:
	Dr Iain Jones
	Date:

	3
	Signature:
	

	



For STAFF Submissions:
	4
	Academic Director/ Assistant Dean:
	
	Date:

	5
	Signature:
	

	



Checklist: Please complete the checklist below to ensure that you have completed the form according to the guidelines and attached any required documentation:
	☒
	I have read the guidance notes supplied before completing the form.

	☒
	I have completed ALL RELEVANT sections of the form in full.

	☒
	I confirm that the research activity has received approval in principle

	☐
	I have attached a copy of final/interim approval from external organisation (where appropriate)

	☐
	I have attached a full risk assessment (where appropriate)  ONLY TICK IF YOU HAVE ATTACHED A FULL RISK ASSESSMENT

	☒
	I understand that it is my responsibility to ensure that the above named research activity will meet the University’s Research Ethics and Integrity Code of Practice.

	☒
	I understand that before commencing data collection all documents aimed at respondents (including information sheets, consent forms, questionnaires, interview schedules etc.) must be confirmed by the DoS/Supervisor, module tutor or Academic Director.



	RESEARCH STUDENTS ONLY
Once complete, submit this form via the MyTSD Doctoral College Portal at (https://mytsd.uwtsd.ac.uk).


	RESEARCH STAFF ONLY
All communications relating to this application during its processing must be in writing and emailed to pgresearch@uwtsd.ac.uk , with the title ‘Ethical Approval’ followed by your name.


	STUDENTS ON UNDERGRADUATE OR TAUGHT MASTERS PROGRAMMES should submit this form (and receive the outcome) via systems explained to you by the supervisor/module leader.











[bookmark: _Toc154158770]Appendix F: Participant Consent Form  and Storage

[bookmark: _Toc154158771]Consert form form TCFL Teacher

CONSENT FORM

A case study to explore the use of gamification to teach Chinese in the classroom Name of

Researcher:	Fan Wang

									         	
Please initial boxes.

1.I confirm that I have read and understand the information sheet dated 01/09/2023 for the above study.
 
2.	I understand that my participation is voluntary and that I am free to withdraw from the study at any time, without giving any reason.

3. I understand that I can choose to withdraw at any time, without giving a reason.

4.  I understand that the information given by will be used in a university assignment.

5.  I understand that my name will not appear at any time.

6.	I agree to take part in the above study.



_     ______________        _____________________________       _______
Name of researcher                  Signature of participant                              Date






When completed, please return to me by the end of 31/08/2023.


Thank you.


[bookmark: _Toc154158772]Consert forms from guardians 
    Due to the alignment of the research content of this study with the curriculum of the Chinese language class in the Chinese church, after obtaining approval from the church president, the idea of conducting research in this Chinese class was presented to parents. After gaining the consent of the parents, Consent Forms were collected. In situations where a family has two or three children in the same class at the Chinese church, there are several Consent Forms with the same parental names. A total of 13 Consent Forms were submitted for this study from the parents. 
    As it involves hard copies of materials, the original documents were placed in a safe deposit box in the dormitory after scanning. After the research concludes, they will be destroyed.
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描述已自动生成]
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[bookmark: _Toc154158773]Appendix G: Code Book
[bookmark: _Toc154158774]Theme Code
	Code
	Description

	ability
	Refers to the students' proficiency or capability in utilizing gamification elements for learning.

	activity
	Represents any form of educational exercise or task that involves student participation.

	Application
	Denotes the practical implementation or use of gamification strategies in YCT Level 1 Chinese classrooms.

	ask to play (Codes)
	Involves prompting students to engage in game-like activities as part of the learning process.

	ask to study
	Encourages students to actively participate in the learning process through studying.

	challenging
	Indicates the incorporation of tasks or activities that are intellectually stimulating and require effort from students.

	Chinese culture
	Involves incorporating elements of Chinese culture into gamified lessons to enhance cultural understanding.

	compare tradional method (Codes)
	Involves evaluating the effectiveness of gamification in comparison to traditional teaching methods.

	different level
	Implies the existence of varying difficulty levels within gamified activities to cater to diverse student abilities.

	encourage
	Highlights the role of gamification in motivating and inspiring students to actively participate in the learning process.

	engage
	Indicates the level of involvement and interest that students exhibit during gamified lessons.

	flashcard
	Refers to the use of digital or physical flashcards as part of gamified language learning.

	game elements
	Encompasses various components such as points, rewards, and challenges that make an activity gamified.

	game in classroom
	Describes the integration of game-like elements into the physical classroom environment.

	game machine
	Implies the use of electronic or digital devices for gamified learning experiences.

	genially
	Suggests the use of the Genially platform for creating engaging and interactive learning content.

	interacting
	Involves the active communication and collaboration among students within gamified activities.

	language immerse
	Refers to creating an environment where students are surrounded by the Chinese language for immersive learning.

	leading board
	Represents a visual display of students' achievements and progress within gamified activities.

	learned
	Indicates the acquisition of knowledge or skills through gamified learning methods.

	new method
	Describes the innovative approaches or techniques introduced through gamification.

	participation
	Highlights the involvement and contribution of students during gamified activities.

	point of knowlege
	Refers to specific instances or topics where students gain knowledge through gamified learning.

	practice language skill
	Involves the application and refinement of language skills through gamified exercises.

	QR code
	Suggests the use of QR codes, possibly for accessing gamified content or resources.

	quizlet
	Refers to the integration of Quizlet, a popular learning platform, for gamified language learning.

	role play
	Involves students taking on different roles within a scenario as part of gamified language learning.

	self study
	Encourages students to take responsibility for their learning through independent study within gamified contexts.

	shortcomings in Chiese teaching
	Addresses the identified weaknesses or limitations in current Chinese teaching methods.

	speaking part
	
Indicates a focus on the oral communication aspect within gamified language learning activities.


	story
	Incorporates storytelling elements into gamified lessons to make learning more engaging.

	student's behavior
	Observes and assesses the impact of gamification on student behavior in the classroom.

	teacher's target
	Specifies the objectives or goals set by the teacher for gamified language learning.

	teaching material
	Refers to the content and resources used in gamified lessons for teaching Chinese.

	Technology access (Codes)
	Addresses the availability and use of technology as part of gamified language learning.

	writing
	Involves the practice and enhancement of writing skills through gamified activities.

	YCT level 1
	Pertains specifically to the first level of the Youth Chinese Test (YCT) and its integration with gamification.



[bookmark: _Toc154158775]Thematic Code Mapping
	Game Machine
	Enhancing Student Engagement
	Language Immersion Strategies
	Impact on Learning Outcomes
	Challenges in Implementation
	Interactive Learning Environments

	leading board
	ask to play (Codes)
	Chinese culture
	learned
	shortcomings in Chinese teaching
	activity

	Application
	ask to study
	language immerse
	point of knowledge
	Technical Limitations
	participating

	compare traditional method (Codes)
	encourage
	role play
	writing
	
	story

	game elements
	engage
	practice language skill
	
	
	speaking part

	quizlet
	interacting
	
	
	
	game in classroom

	game machine
	participation
	
	
	
	

	genially
	self-study
	
	
	
	

	flashcard
	student's behavior
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	Other finding
	Technology access (Codes)
	new method
	ability
	QR code
	

	Assessment and Feedback in Gamified Contexts
	Cultural Integration within Gamified Lessons

	teacher's target
	YCT level 1

	assessment
	teaching material
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CONSENT FORM
PROJECT TITLE: A Designing Case Study to Explore the Use of Gamification to Teach
Chinese in the Classroom

Name of Researcher: Fan Wang

Please initial the boxes.

1. | confirm that | have read and understood the information sheet dated 27/08/2023
for the above study.

2. lunderstand that my child's participation is voluntary and that | am free to
withdraw my child-from the study at any time, without giving any reason.

3. l understand that my child can choose to withdraw at any time, without giving a
reason.

4. | understand that the information given by my child will be used in a university
assignment.

5. 1understand that my child’s name will not appear at any time.

6. | agree for my child to take part in the above study.

AN

PAN wpl o haupm (motie’) 85]10] 8043

Name of researcher ' Signature of participant Date

When completed, please return to me by the end of 16/10/2023.

Thank you.
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