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This thesis is designed to show the advantages of playing games when learning Chinese.
One of its primary goals is to create the lesson plans built up on the games, with emphasis
on listening, speaking, and reading skills. The syllabus and lesson plans are created based
on a review of the literature dealing with the benefits of games as an instrument for learning
foreign languages and according to the literature about macro and micro-planning of the
lesson. The second objective is to explore what two nine-year-old students can learn in
three months-long course using mainly games as the teaching method. Evaluating the
course, the students were interviewed individually in the last lesson. From the interview,
we are able to say that students liked the form of the course, mainly that they played many
games. The study has shown that learning Chinese by playing games is successful by the

proficiency the students have achieved at the end of the course.



ANOTACIA

Pocet stran: 48
Pocet znakov: 74 208
Pocet titulov prilozene;j literatary: 39
Pocet priloh: 0

KIacové slova: ucenie sa, Cinsky jazyk ako cudzi jazyk, vyucba cinskeho jazyka,

trojmesacny kurz, hra, vyhody hrania hier, u¢ebné osnova, u¢ebné plany

Tato bakalarska préca je vytvorend, aby poukézala na vyhody hrania hier pri vyucbe
¢inskeho jazyka. Jednym z jej primarnych cielov je vytvorenie ucebnych planov
postavenych na hrach, s doérazom na zru¢nosti poc¢uvania, rozpravania a Citania. Ucebné
osnovy a plany hodin st vytvorené na zaklade prehladu literatiry zaoberajlcej sa
vyhodami hier pri vyuébe cudzieho jazyka, a taktiez na zaklade literatary o makro a mikro-
planovani hodin. Druhym cielom je preskumat’, ¢o sa dve devitro¢né Ziatky mozu naudit’
v trojmesacnom kurze, pricom hry boli hlavnou vyu¢ovacou metédou. Na poslednej hodine
kurzu Studentky odpovedali na otdzky ohl'adom hodnotenia kurzu. Z rozhovoru sa da
povedat’, Ze Studentkdm sa forma kurzu pécila, hlavne hranie mnozstva hier. Znalosti, ktoré
Studentky dosiahli ku koncu kurzu ukazali, Ze hry dokazu byt plnohodnotnou sucastou
ucebnych planov pri uceni ¢inskeho jazyka, a ukazali sa ako efektivna forma prezentovania

odlis$nosti ¢inskeho jazyka od napr. slovenského, ¢eského, alebo anglického jazyka.
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1 INTRODUCTION

Over the last few years, China is opening its door to the world. The country has
a big influence in politics, business, economy, and other countries in the world are trying to
either compete, cooperate or keep pace with it. The best tool for improving relationships
and trade with China is to know its culture, history and custom through its language which
is a historical heritage itself. The Chinese language is different from other languages
typologically because it has its own origin and has developed over more than 5 thousand
years, therefore it is more challenging to learn. “It has been tremendously emphasized by
linguists that the Chinese written script (characters) is one of the major characteristics of
Chinese that are completely different from other languages of different typologies.” ( Hu,
2010; Huang, 2000; Shen, 2004;, Shu, 2003) One of the reason that learners in Czech
Republic and Slovakia are motivated to learn Chinese is that for them, learning Chinese
most probably means having chance to work in China, live there and discover its rich
culture. In this sense, it is a better option that the Chinese language should be an optional

subject in schools and free course in companies which are in connection with China.

This thesis emphasizes on teaching Chinese to children. Children are a crucial group
for learning a foreign language since one prediction of the critical period hypothesis is that
“second language acquisition is relatively fast, successful, and qualitatively similar to first
language only if it occurs before the age of puberty.” (Snow & Hoefnagel-Hohle, 1978)
They are easily interested in things they are doing, they can remember a lot of new
information. “According to critical period hypothesis, they have higher chance to achieve
native-like proficiency in foreign language acquisition than adults. What's more, the
attention span of children is shorter than adults.” (Plebanek & Sloutsky, 2017) “In order to
catch more and longer attention span from children, playing games are often integrated into
a language classroom because “having fun satisfies an inborn predisposition toward
attentiveness in human subjects.” (Atake, 2003; Chen, 2007; Deesri, 2002) That is why

games are the basic form of learning a foreign language for children.

This thesis tries to show the advantage of playing games when learning a Chinese
language. One of its primary goals is to create the lesson plans built upon games, with
emphasis on listening, speaking and reading skills. It is done by careful choice of the games
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and following by evaluating the games used in the classes with target students. The second
objective is to explore what students can learn in three months-long course using mainly

games as the teaching method.

The hypothesis is that after the three-month-long course, both eight years old female
students, introduced more in the third chapter, will be able to read and write pinyin
perfectly, without any difficulties. They also will be able to have a conversation containing
the greetings, introduction of themselves and family, numerals; also will be able to answer
what they like to do, describe everyday objects and what their hobbies are. Estimated
number of the vocabulary learned is about two hundred, in both pinyin and characters. The
reading ability of the characters taught in the class will be expected at the end of the course
but the writing skill is not going to be emphasized. As for a goal, reading comprehension is
much more important than just master writing the characters. And most importantly, they
will not only learn the phrases but understand the sentence structure in the Chinese
language so that they are able to create the sentences on their own according to the given

sentence structures with the new vocabulary.

The organization of this thesis will be as following. The second chapter contains
a review of literature — the definition of a game, types of games, and benefit of games in

language education.

In the third chapter, the research methodology is described. Target students, lesson

plans and evaluation of games will be introduced in this chapter.

The fourth chapter is showing the syllabus of the course, and the detailed lesson
plans which are prepared in a form of warm-up, presentation and wrap-up for every lesson
on a specific date. There is also the description of each lesson, what games were used, what
material was needed, and evaluation of the activities and lessons is added. At the end of this
section is the interview made with the students about the course, games and gained

achievement.

At the end of the thesis is the conclusion of the three-month-long course, the answer
to the hypothesis, review of the lesson plan and the appreciation from the students.



2 LITERATURE REVIEW

2.1 Definition of a Game

“A game is an activity with rules, a goal, and an element of fun... Games should be
regarded as an integral part of the language syllabus, not as an amusing activity for Friday
afternoon or for the end of the term.” (Hadfield, 1999) Games are often mistaken for a fill-
in-time activity when there is nothing to learn more till the end of the class. Mubaslat
(2012) also points out that: “A game should not be regarded as a marginal activity filling in
odd moments when the teacher and class have nothing better to do. Games ought to be at
the heart of teaching foreign languages, games should be used at all the stages of the lesson,
provided that they are suitable and carefully chosen.”

And according to Greenall (1990: 6): “The term ‘game’ is used whenever there is an

element of competition between individual students or teams in a language activity.”

2.2 Types of Games

Hadfield (1999) (cited in O’Riordan, 2008) explains two ways of classifying language
games. “First, language games are divided into two types: linguistic games and
communicative games.

1. Linguistic games focus on accuracy, such as supplying the correct antonym.

2. Communicative games focus on the successful exchange of information and ideas,
such as two people identifying the differences between their two pictures which are
similar to one another but not exactly alike. Correct language usage, though still
important, is secondary to achieving the communicative goal.”

It is hard to divide the games only in two types, many games are overlapping and rather
difficult to distinguish in which group they should belong. According to Hadfield (1999),
there are more types of games such as, sorting games, information gap games, guessing
games, search games, matching games, labeling games, exchanging games, board games,
role-play games. McCallum (1980) gives slightly different types: structure games,
vocabulary games, number games, spelling games, conversation games, writing games,

role-play games.



There is do far no unified classification of the games since each of the activity has its
own specific features, in accordance to Caillois (1957), it is funny, separate, governed by
the rules, fictitious, it is still a game. Shanahan et al (2006) identify five key characteristics,
based on research, of effective in-class games. Those five characteristics are: the game
must relate to the learning outcomes; must be easy to understand; must not have
predominance over learning; must motivate students to perform better; and last but not
least, students must be able to provide feedback to the teacher on the game.

What should not be forgotten, is that acquiring language skills is still the main aim of
the lesson and teachers should choose the games carefully, according to the target students
and their needs. “For some years now the idea that we all have different emphases in the
way we perceive and learn has become part of every teacher’s life. Learning styles are not
considered to be exclusive. For example, the same person may sometimes want to be
analytical and at other times may want to be creative. However, each person will probably
have preferences.” (Wright, 2005: 6)

2.3 Benefit of Games in Language Education

Games are interactive and people naturally react to their dynamic. “Regardless of age
or economic, ethnic, or social background, people understand the language of play”.
(Azriel, 2005: 9)

As noted in 2.1., games are supposed to be the full-featured part of the lesson. Games
have a huge impact in learning, especially when learning a foreign language. “Learners are
immersed in using the target language in all four skills, which assists them to better
internalize a new language. Games, therefore, can be viewed as integral parts of
communicative lessons and can be used, at any time whenever necessary and appropriate,
to warm up a lesson, to present new items, to provide practice for previously introduced
language points, to serve as a substitute for unsatisfactory materials, to end a lesson as
follow-up activities.” (Yen-Hui, 2010: 131)

Motivation can be one of the strongest powers when speaking about the improvement
in learning language. “Not only do games motivate students in a fun way offering
interactive competitive learning environments, they also provide many other positive

features. Games lighten the mood and this facilitates greater creativity and boost student
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morale and interest.” (Shatz & Loschiavo, 2005: 66) Luu & Nguyen (2010) add that if we
want the games to be motivational, they need to be challenging. All the students need to
either, move around, activate their mental capacities or overcome their shyness and feeling
of fear which raises the motivation to learn and strive for more knowledge.

The shyness or fear is natural when working in groups, people tend to be quiet and
invisible and let others speak. Games can create a relaxing atmosphere and help to
overcome the anxiety. “Different from conventional teaching methods through which many
students have frustrating experiences of language learning, games present language learners
with communicative or problem-solving situations that are enjoyable and relatively stress-
free.” (Yen-Hui, 2010: 131) Relaxed atmosphere means that students enjoy learning and
can remember more information than being in stress. Yen-Hui (2010) also points out that
small children can completely get rid of the fear and shyness and while playing the game
learn the language unconsciously.

According to O’Riordan (2008), games provide two ways how to increase learners’
achievement. Not only teachers are able to see where learners are not sufficient and in by
that adjust next lesson, but also the students can observe their progress so they know where
to put their effort and time.

“In brief, games prove to be a useful tool employed regularly in language teaching.
Games not only offer learners a highly motivating, relaxing class, but most importantly
meaningful practice to all language skills. Consequently, games can motivate learners,
promote learners’ interaction, improve their acquisition and increase their achievement.”

(Luu & Nguyen, 2010: 72)
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3 METHODOLOGY

This thesis is designed to explore the advantages of playing games while learning the
Chinese language. Based on a review of the literature dealing with the benefits of games
when learning foreign language and according to the literature about macro and micro-
planning of the lesson, the syllabus and lesson plans were created. However, lesson plans
will be subject to change according to the real situation in the classes, such as students’
ability to communicate, the ability to remember new information, or their motivation.
“Lesson plans are not meant to be tools that bind teachers to some preordained plan.”
(Jensen, 2002: 407)

3.1 Language Class Design

For this thesis, a course in the Chinese language for beginner children was created.
The course took three months, from December 9" till February 10" with a break during the
winter holidays. The fifty-minutes-long lessons were planned twice a week — every
Monday at 5 pm, and every Saturday at 10 am at Leisure Centre Laura in Dubnica nad
Vahom, Slovakia. The place was not demanding any fees. There were 13 lessons of
studying the Chinese language, and an hour and a half long revising lesson with evaluation

of the course.

3.1.1 Creating the Syllabus

According to Parkes & Harris (2002), the syllabus is a clear and accurate course
calendar, an outline of the lectures. Syllabus is often regarded as a contract between the
teacher and the student. “By having the requirements and expectations for performance by
both the student and the instructor in writing, students can decide whether or not they wish
to take the course, plan appropriately for what they need to accomplish during the term of
the course, and check their performance and behavior against the written contract. For
instructors, this contract perspective is particularly helpful in settling formal and informal
grievances.” (Parkes & Harris, 2002: 56)

The syllabus should contain clear information about the course that is: instructor’s

contact, time and date of the lessons, course introduction with the content of the lessons
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will be and how the lessons will be organized, requirements, evaluation, attendance, and
tentative schedule.

The course was created for this thesis which means that a pressure of any kind of
evaluation or exams was not put on the volunteering students, they were only given stickers
for the effort shown during the activities. The course was supposed to be realized at the
beginner level, no skills were required and attendance was not penalized.

Based on the literature review on games, their types and benefits, and also the study
of the Chinese textbooks, this course was divided into two parts. Each part emphasizes on
different language proficiency training. The first part of the course was concentrated on
Pinyin — distinguishing and pronouncing the tones, ability to read initials and finals
combined together into the syllables and then into the words, understanding the possibilities
of combinations between initials and finals, and prosody of the sentence. They were given
Pinyin flashcards to practice at home. During this half of the course, all the vocabulary was
learned by cards made individually for each student — from one side, there was a new
Chinese word in Pinyin, with translation on the other side. Most of the games during this
part of the course focused on listening, speaking and reading ability. In the second part of
the course, characters were introduced — mainly how to write strokes. From that time on,
a new vocabulary was learned by cards with Pinyin and translation on one side, and the
character from the other. This part was focused mainly on improving reading skills.

The tentative schedule as a part of the syllabus contains 15 lessons with the specific
date and the supposed content of the lessons. Each lesson has a topic with new vocabulary
as the base for practicing the communicating skills, and the linguistic part where Pinyin,

strokes, or grammar is introduced.
3.1.2 Creating the Lesson Plans

Creating lesson plans was one of the most challenging parts of the study for the
thesis. “A lesson plan is an extremely useful tool that serves as a combination guide,
resource, and historical document reflecting our teaching philosophy, student population,
textbooks, and most importantly, our goals for our students. A lesson plan is essential for
novice teachers and convenient for experienced teachers.” (Jensen, 2002: 403.) And

according to the Faculty Training and Development (2006, 3.): “the road map or framework
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used to plan and conduct every class from first meeting to final exam. In addition, lesson
plans ensure you have created a logical, systematic learning process essential to making
sure your students achieve the most learning in the least time.” Lesson plans help the
teacher to manage the lesson and use the time efficiently, which helps students to move
smoothly forward with the education, and show them that teacher knows what he is doing.
“A lesson plan is also a record of what we did in class; this record serves as a valuable
resource when planning assessment measures such as quizzes, midterms, and final exams.”
(Jensen, 2002: 403)

The basic features of lesson planning are decisions of what and how to teach, and
for how much time. Basically, the lesson plan tells the teacher what to do next which gives
teacher confidence, helps make the lesson coherent, provides all needed information —
materials used, textbook, games, etc. “A plan can link the lesson explicitly to syllabus
objectives.” (British Council, 2008: 4)

According to O’Neill et al. (2011: 2-13), when planning the lesson teacher should:

1. Read the lesson notes and the lesson materials.

2. Think about the stated learning objectives and consider whether the chosen activity
will achieve this aim.

3. Estimate the time needed for each stage of the lesson.

4. Prepare homework in advance.

5. Make sure that there is a variety of activities in the lesson.

There are some basic parts of what the lesson plan should be comprised of. The
date, teaching objectives, material used, warm-up, the presentation part witch the activities
which lead to achieve the objectives, and wrap-up (follow up) activities to see whether the
teaching objectives have been achieved.

“Warming up activity is the kind of activities which aim to prepare the learners and
insert them into the lesson.” (Bin-Hady, 2018: 279) Warm-up activities should aim at the
background knowledge of the learner, prepare him for the new input by either introducing
the background of the new information presented in the presentation part of the lesson, or
by reminding and reviewing already learned information. It should not take much time, the

main parts of the lesson need to be the presentation and wrap-up. Regarding this thesis,
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warm-up activities are games mostly concentrated on Pinyin and the ability of
distinguishing or pronouncing the tones which gave the basis for the presentation part.

“The middle component of a lesson plan is the lesson’s content; this includes
procedures or activities along with transition notes, as well as time management...”
(Jensen, 2002: 405) The presentation part of the lesson plans consists of the two stages. In
the first part of the course which is concentrated more on Pinyin, stage 1 usually consists of
the new information about tones or reading the Pinyin. In the second part of the course
which focuses on the characters, the stage 1 aims at the writing skills. In stage 2 of the
whole course, a new vocabulary is introduced, written on the blackboard so students can
practice their pronunciation and using them to create the full sentences. Presentation part
also sometimes contains a game to practice communicating skills with new vocabulary.

For the wrap-up, “a teacher can do the assessment by transferring the teaching
objectives into questions and check whether the pupils can answer them or not. Teachers
should not expect that the teaching objectives to be achieved a hundred percent. However,
the higher the percentage, the more efficient are the teaching techniques.”

(Bin- Hady, 2018: 279) In the wrap-up section of this thesis’ lesson plans, games are used
to see whether the teaching objectives have been achieved. At the end of the lesson,
students are given the homework — usually to learn new vocabulary and review the Pinyin

with tones.

3.2 Target Students

The course of Chinese for the beginner children took place in Slovakia with two
Slovak students. For the purpose of this thesis, there was a post about the course on social
media. The parents of two students found it, and the students sign up. The course was free.

Both students are Slovak nine-year-old girls with no knowledge of the Chinese
language. They are classmates in the third grade of primary school in Dubnica nad VVahom,
Slovakia and both of them are learning the English language as a second language at
school. The students knew the instructor and were familiar with Leisure Centre Laura

where the course took place.
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3.3 The Evaluation of the Games

As mentioned before, “educational games (or serious games) are specifically
designed to teach people about a certain subject, expand concepts, reinforce development,
or assist them in drilling or learning a skill or seeking a change of attitude as they play.”
(Dempsey, 1996) “But in order to use them effectively it is essential to systematically
evaluate such games in order to obtain sound evidence on their impact.”
(Petri & Wangenheim, 2016: 993)

There are many studies about evaluations of games (also educational computer games)
done deeply in a scientific manner, using data collection, or analysis. But for this thesis it is
enough to write down the conclusion of those studies, and what evaluation of the games
should contain. “Evaluation should cover both the student learning, as well as the quality of
elements, materials and resources that compose the instructional strategy.” (Branch, 2010)

According to Kirkpatrick (2006) there is the four-level model for evaluation. That is
the evaluation of reaction, learning, behavior, design. It evaluates “how the participants felt
about the training or learning experience, the increase in knowledge or skills, the degree to
which new learning acquired transfers to the job performance, and the effect on the
business environment by the learner.” (Petri & Wangenheim, 2016: 995)

In the lesson plans in chapter 4, lesson evaluation has got a structure of these four
levels. It is concentrated on the reaction of the students, reaching the teaching objectives,

and the success of the activity.
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4 THE COURSE

4.1 The Syllabus

Chinese for the Beginner — Course for Children (December 2019-February 2020)

Instructor:  Kristina Machalkova — R Jlj, kristinalmachalkova@gmail.com
Time: 5:00-5:50 pm, Mon., 10:00-10:50 am, Sat

(break during winter holidays — 22" December-3" January + 6" January)
Course introduction:

This is a basic course of the Chinese language for children for the bachelor thesis. Students
will learn everything from the base — tones, Pinyin, phonetics in the first part of the course.
The second part will be more focused on characters and reading skills. Most of the course
will be done in the form of games and activities. During the whole course, enlarging the
vocabulary will be substantial for improving speaking and listening skills. Students need to
review new vocabulary frequently with an emphasis on both Pinyin and characters. Drills
and discussion are used to enhance speaking ability, recordings are used to enhance
listening ability. Homework will be mostly learning new vocabulary and practicing the

sentences. Sometimes it will be added with a small writing or speaking task.
Requirements:

1. Preview the vocabulary, both in Pinyin and characters.

2. Oral participation in class: drills, discussion.

3. Bring the exercise book and the cards to the class.
Evaluation:

The course is not obligatory, there will be no serious evaluation at the end. Students will be
given stickers for successfully done work or for showing the effort during the classes. At

On the last lesson, the whole course will be evaluated by the interview with students.
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4.2 Schedule

First part of the course —

Pinyin

(listening and speaking skills)

1.

12/09/2019

Introduction to tones

Topic: Greetings

12/14/2019

Introduction to Pinyin

Initials (b, p, d, t, m, n, w, I, k, g)
Topic: Pronouns

12/16/2019

Initials (sh, zh, h, ch, ¢, z, s, 1)
Topic: Family 1.

12/21/2019

Initials (q, 1, j, Y, X)

Topic: Family 11.

01/04/2020

Finals (first part)

Topic: I like/do not like
01/11/2020

Finals (second part)

Topic: Counting to 10 and Colors
01/13/2020

Big revision

Introduction to characters

Horizontal stroke

18

Second part of the course — Characters

(mostly reading skills)

8.

10.

11.

12.

13.

14

01/18/2020

Numerals in characters
Vertical stroke

Throw and right-falling stroke
01/20/2020

Dot, turning and hook stroke
Structural particle Ay

Topic: Animals

01/25/2020

Rising stroke

Topic: What is your name?
01/27/2020

Topic: What is this? Who is that?
02/03/2020

Topic: What do you like to do?
02/08/2020

Revise everything learned

Measure word >

Topic: My favorite food is...

. 02/10/2020

Revising lesson

Evaluation of the course



4.3 The Lesson Plans

Lesson 1

Date: 12/09/2019

Topic: Greetings

Textbook: Chinese Made Easy for Kids — Lesson 3
Objectives:

1. Students will be able to recognize the difference between the four tones.

2. Students will be able to read the four tones.

3. Students will be able to say Hi and Bye.

Materials: blackboard, pictures of China, cultural object from China, several sets of
number cards, cards with a new vocabulary for each student, cards with the tone marks for
each student

Warm-up: (10 min)

1. Introduce the course.

2. Present China to the students by showing them videos, pictures of China, and
cultural objects like paintings.

3. Introduce them how Chinese names are given from the parents, and give students
Chinese names to increase their interest in learning and get to know students before
the class starts.

Presentation: (32 min)
Stage 1 (17 min)
1. Introduce the tones.

2. Write new vocabulary — Greetings {R%F, 5 on the blackboard in Pinyin, read it

with tones, and let students repeat.

3. Since this point, use the greetings at the beginning and end of each lesson.

Stage 2 (15 min)
Game — 4 Tones Game
Steps:

1. Divide the class into 2-3 groups. Give each student a set of number cards which
contains numbers of 1, 2, 3, 4.
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2. The game has two rounds. The first round is for all the students to. The teacher says
a word and then all students need to raise the number of cards that stand for the
right tones for the word. For example, when saying “ 25, students should raise 4
and 3. Whoever has the right answer, gets one point for their team.

3. The second round is a group competition. The teacher says a phrase or short
sentence depending on the number of a group. Each student is responsible for one
character when the teacher says the phrase, they need to show all the correct tones
to get points. For example, when saying “/f-J5 [, 4 students should raise 3, 4, 4,
3 in order.

Wrap-up: (8 min)

1. Revise the tones with the students.

2. Let them choose one of the number cards, and they need to pronounce it, write it, or
both.

Homework:

Give the students cards to learn the tone marks and vocabulary - /R4, £ .

Lesson Evaluation:

I gave names to students. It seems like a game to them and by doing that, their interests in
learning were aroused. So this is a successful activity to do. The tone game | did in the
class is easy to understand but probably not so successful for the first encounter with the
tones. First students are surprised by the differences from their mother language but later
they got confused, especially for third and fourth tones. I will leave the game for the second
lesson when they are already familiar with the tones.

Lesson 2

Date: 12/14/2019
Topic: Pronouns
Preparation: Create a chart with initials and finals.
Objectives:
1. Students will be able to read initials b, p, d, t, m, n, s, f, I, k, g, w, vowels a, ¢, i, 0, u,
U, and syllables created by the combining the initials with every possible vowel.

2. Students will be able to read the syllables with tones.
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3. Students will be able to say Pronouns in singular form and understand how to create
the plural form.

Materials: blackboard, sets of number cards and cards with new vocabulary for each
student, a chart with the initials and finals (each lesson enlarged of what has been learned),
cards with the syllables and tones

Warm-up: (7 min)

Play 4 Tones Game (Lesson 1, Presentation, Stage 2), make sure to practice third and fourth
tone.

Presentation: (33 min)

Stage 1 (15 min)

1. Introduce Pinyin.

2. Introduce initials and finals. Explain that many of the initials and finals are not
pronounced similarly to their counterparts in their native language. Use the chart
with initials b, p, d, t, m, n, s, f, I, k, g, w, and vowels a, e, i, 0, u, U, read them, let
them repeat and remember.

Stage 2 (18 min)
1. Introduce the topic of the Pronouns.
2. Write ¥, {R, ftb /b inthe Pinyin on the blackboard, let them try to read it.

3. Introduce the affix {{] to form the plural, let them create the plural on their own.

Wrap-up: (10 min)

Game - Hold and read
Steps:
1. The whole class may join the game.
2. Let one student go to the front and hold up a card with a vowel on it. The rest of the
class read it out.
3. Those who do not say it correctly are out of the game.
(Yamin, Chinese Made Easy for Kids: 7)
Reminder:

Use also cards with the initials, whole syllables with tones: ma, le, bo, ti, di, fa, wo, di, pi.
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Homework:

Give the students cards to learn the initials - b, p, d, t, m, n, s, f, |, k, g, w, and vocabulary -
B, R, A/ b, FRATT, ARAT, AdRATD.

Lesson Evaluation:

4 Tones Game which seemed so hard on the first lesson, was successful for the second
time. The students made progress in distinguishing the third and fourth tones, and the game
itself interested them. The activity | prepared for wrap-up was the competition for teams
but in class with only two students that is not possible. | altered the game a bit, I held up the

cards, so they could still compete. Students were able to read the syllables with tones.
Lesson 3

Date: 12/16/2019
Topic: Family 1.
Textbook: My First Chinese Words — Lesson 1
Objectives:
1. Students will be able to read initials sh, zh, h, ch, c, z, and syllables created by
combining the initials with every possible vowel, with tones.
2. Students will be able to name family members.
3. Students will be able to use the verb love % in a sentence.
4. Students will be able to ask a question with the particle 14,
Materials: blackboard, cards with new vocabulary for each student, a paper heart with the
verb love %% in a center, a chart with the initials and finals (each lesson enlarged of what
has been learned), cards with the syllables and tones
Warm-up: (7 min)
Play Hold and read game (Lesson 2, Wrap up) to review initials practiced on the previous
lesson - b, p, d, t, m, n, s, f, I, k, g, w. Create different syllables using the initials and

vowels, try words with two syllables, it will be challenging.
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Presentation: (33 min)

Stage 1 (15 min)
1. Use the chart with initials and finals, enlarged by initials sh, zh, h, ch, c, z. Read and

let them repeat. By pointing at the specific initial and the vowel at the same time,
create syllables so students will read a lot.

2. Explain that after these initials, the finals —i and —e are not fully pronounced.

Stage 2 (18 min)
1. Introduce the family members, write it in Pinyin on the blackboard - & & , 3 8 |
o 8, s 5B, #HIH, &k &, read and repeat.
2. Tell students how to say my mom (without structural particle, for now) and let them
think about other combinations - your mom, his dad, their older sister, etc.

3. Write the verb love %, in Pinyin, tell an example: | Love My Mom, and let them

create their combinations.
4. Introduce how to create the question using the particle 04,
Wrap-up: (120 min)
Game - | Love My Family

Steps:
1. Place paper heart on the table.

2. Student places different family member cards on the left and right side of the heart,
creating and saying the sentences: “ &  ”, e.g. “l love my mom,” “dad loves
younger sister,” “older brother loves me,” etc.

3. You can also place cards on table and have students say the sentence.

(Better Chinese, 2009: 21)

Reminder:
Practice asking the question to see the difference between the question and the answer.

Homework:
Give the students cards to learn the initials - sh, zh, h, ch, ¢, z, and vocabulary - & & ,

Whyd, BF R, R R, WM, WAk, 2,
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Lesson Evaluation:

The game we played for the warm-up was successful, using the words with two syllables is
a good practice. | also tried to give them three-syllable words and it was confusing.

When learning new initials, 1 will emphasize the practice distinguishing difference between
finals —i and —e in combination with the initials sh, zh, h, ch, ¢, z. I will create the game
which concentrates on that. If there is a chance to use their family photos for the | Love My
Family game, | will recommend that, it seemed to help them create the sentences by
themselves, and students were able to name family members, and use them in a sentence

with verb love %.
Lesson 4

Date: 12/21/2019
Topic: Family II.
Textbook: My First Chinese Words — Lesson 1
Preparation: Create the test paper for Listen and choose game.
Objectives:
1. Students will be able to read initials g, r, j, ¥, X, and syllables created by the
combining the initials with every possible vowel, with tones.

2. Students will be able to tell their family members in a full sentence - I % 5 ...

3. Students will be able to ask the classmate about their family makeup.
Materials: blackboard, cards with a new vocabulary for each student, a test made for Listen
and choose game, a chart with the initials and finals (each lesson enlarged of what has been
learned), cards with the two-syllable words in Pinyin.
Warm-up: (7 min)
Play 4 Tones Game (Lesson 1, Presentation, Stage 2) for the last time to see the
improvement.
Presentation: (33 min)
Stage 1 (18 min)

1. Use the chart with initials and finals, enlarged by initials q, r, j, y, X. Read and let

them repeat. By pointing at the specific initial and the vowel at the same time,

create syllables so students will read a lot.
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2.

Explain that in contrast to the previous group of the initials - sh, zh, h, ch, c, z, the
final —i is fully pronounced.

Play Listen and choose game with those two groups of initials and finals —i and —e,
so students will hear and learn the difference. (she/shi, re/ri, zhe/zhi, che/chi, jilyi,

xi/se, gi/che, he/che, ze/re)

Game — Listen and choose

Steps:
1.

2.

Each student is given a paper with multiple-choice questions.
Read both syllables in one option twice, after that students need to pick the right
option according to what do they hear.

Stage 2 (15 min)

1.

Write the question in Pinyin on the blackboard: How many people there are in your
family?/ R FJL O A? And the answer: My family has..., and your?/ I %

Bo o o IRIE?

Read and let them repeat. Introduce lightly the sentence structure and usage of the
particle Ig.
Ask the students question, they need to answer, and then should ask a classmate

about their family makeup.

Wrap-up: (20 min)

Play the game for practicing both new and also previously learned vocabulary.

Game

Steps:
1.

2.

3.

— Tell me

The whole class may join the game.
Student A picks up a card with a phrase on it. Student B uses the phrase to make
a sentence.

Those who do not make the correct sentence are out of the game.

(Yamin, M., 2005: 100)

Homework:

Give the students cards to learn the initials - g, r, j, y, X, and vocabulary - &, %, JL,

D’ )\7 H)E, /f;I{u)E
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Lesson Evaluation:

4 Tones Game shown the improvement of students, distinguishing tones seemed to be an
easy task for them. | would say that we do not need to play it anymore, and rather do more
challenging tasks but as a learning tool, this game is a successful activity to do. When we
were playing Listen and choose game, | realized we need to do more listening activities.
I will use the recordings of different voice. Wrap-up activity was not successful, they did
not learn enough vocabulary to do it, | will alter the game for practicing more family

vocabulary.
Lesson 5

Date: 01/04/2020
Topic: | like/do not like
Objectives:

1. Students will be able to write tone marks above the correct vowel.

2. Students will be able to hear the difference in pronunciation of the finals —an/-ang, -

en/-eng, -on/-on.

3. Students will be able to tell what do they like, and his classmate the same question.
Materials: blackboard, cards with new vocabulary for each student, a chart with the initials
and finals (each lesson enlarged of what has been learned), Pinyin cards, an apple, a book,
a box of tea, a pack of coffee, a pen, a sweater, a mobile, a bar of chocolate
Warm-up: (7 min)

Game - Finding Pinyin Partners
Steps:

1. Ask students not to take their seats as they usually do, ask them to sit randomly with

different classmates aside.

2. The teacher gives each student a Pinyin card.

3. The teacher pronounces a sound or raises a card. If students think the Pinyin card

they hold can combine with the teacher’s, they should stand up then.

4. The teacher picks out the first person or the first few people pronounce the sound. If

it’s correct, the student gets one point then. Whoever gets the most points wins.
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Reminder:

Teachers can choose whether to pronounce the sound personally or ask students to take
turns pronouncing the cards they hold.

(Bao, V.S., 2010)

Presentation: (35 min)

Stage 1 (20 min)

1. Use the chart with initials and finals, enlarged by finals —ao, -ai, -an, -ang, -ei, en,
eng, -er, -ou, -ong. Read and let them repeat. By pointing at the specific initial and
the final at the same time, create syllables so students will read a lot.

2. Learn the students about the vowel triangle — write the triangle on the blackboard,
and explain the subordination of the vowels.

Game - Say it Right
Steps:

1. The teacher writes 5 sentences in Pinyin but without tones on the whiteboard.

2. Each member needs to mark the tones of one sentence, one person after one person.
The group marks all the tones correctly and is the fastest wins.

Reminder:
The teacher can ask the other group to examine the tones and read it.
Stage 2 (15 min)

1. Write the phrases | like/ do not like?/Fx =¥k //~=Xk on the blackboard.

2. Put the cards with new vocabulary next to objects they are referring to - an apple,
a book, a box of tea, a pack of coffee, a pen, a sweater, a mobile, a bar of chocolate.

3. Go through the new vocabulary, read and repeat.

4. Start a conversation with: FREXIZIER, {RIE? Explain how to answer and let
the students talk about what do they like.

Wrap-up: (8 min)
Play the game Tell me (Lesson 4, Wrap up), and add the new vocabulary.
Homework:

Give the students cards to learn the finals - -ao, -ai, -an, -ang, -ei, en, eng, -er, -ou, -ong,
and vocabulary -5, #%, WnHE, 5w/, ER, EXIAER, B, ¥, B, HWE,
BB, FHL
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Lesson Evaluation:

The warm-up game is probably better for bigger groups but | would evaluate it as a fruitful
activity. Students were having fun and practiced the Pinyin. Say it right game should be
played longer than ten minutes, it was one of the best activities which we played yet.
Students were practicing the writing of tone marks above the correct vowel. | suggest
playing it more, it has reached the objectives and students loved it. When talking about

different objects which they like or not, it is better to have them in the room and interact.
Lesson 6

Date: 01/11/2020
Topic: Counting to 10 and Colors
Textbook: Chinese Made Easy for Kids - Lesson 8
Preparation: Create the test paper for game Listen and choose.
Objectives:
1. Students will be able to hear the difference in pronunciation of the finals —iu, -ui,
-ing, -ian, -iang, -un, -uan, -uang.
2. Students will be able to count to ten.
3. Students will be able to name the colors.
Materials: blackboard, magnets, cards with a new vocabulary for each student, a chart with
the initials and finals (each lesson enlarged of what has been learned), cards with initials
and finals for Super Pinyin Team game, big table, the coloring book, pencils, a test paper

for Listen and choose game, the recordings 86-90 from_Ucebnice ¢inské konverzace

Warm-up: (7 min)
Play the game Listen and choose (Lesson 4, Presentation, Stage 1) for practicing listening
skills, use recordings 86-90 from Ucebnice cinské konverzace.
Presentation: (33 min)
Stage 1 (18 min)
1. Use the chart with initials and finals, enlarged by finals -in, -ing, -ian, -iang, -iong, -
iu, -ia, -iao, -ie, -ua, -uai, -ui, -uo, -un, -uan, -uang, -ueng, -Ue, - Un, - Gan. Read
and let them repeat. By pointing at the specific initial and the final at the same time,

create syllables so students will read a lot.
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2. Play the game to practice all initials and finals of the Chinese language, use also

already learned vocabulary.
Game — Super Pinyin Team
Steps:

1. “Prepare Pinyin cards which are divided into initials, final-heads, finals, tones.
Place each part as a pile on the table.

2. Divide the class into two groups. Each group sends four students to compete at
the time, these four students are No.1, No.2, No.3, No.4. The No.1 is responsible for
taking the correct initial card, No.2 is responsible for the final-head, No.3 is for the
final, and No.4 is for the tone.

3. The teacher says a vocabulary, the students need to find the correct cards and stick
them on the whiteboard. The team has all the correct cards wins.”

Reminder:
Put three “blank cards” for words which do not have them.
(Shu, Z., et al., 2013)

Stage 2 (15 min)
1. Learn how to count to ten, write the vocabulary —, JL, =, M, F#, X, +,

J\, 71, -+ onthe blackboard. Use the hand gestures for counting.

2. Learn the colors with the textbook.
Wrap-up: (10 min)
Game — Let’s draw!
Steps:
1. “Tell the class the colors to color the pictures.”
(Yamin, Chinese Made Easy for Kids, 51.)
Reminder:
Combined it with the numbers — e.g. two blue, four white, as for how many objects they
can color with that specific color.
Homework:
Give the students cards to learn the finals -in, -ing, -ian, -iang, -iong, -iu, -ia, -iao, -ie, -ua,

-uai, -ui, -uo, -un, -uan, -uang, -ueng, -(e, - tin, - Gan, and vocabulary —, JL, =, I,
ﬁ’ i‘lj ’ ’b’ /\7 j_[_l’ +7 ﬁ@’ é:[:é’ éﬁ%é’ E@A’ @A’ E@A-
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Lesson Evaluation:

Counting and colors are hard topics, it is better to have the counting topic for one lesson,
and colors for the other one. Using the recording during the listening game proved to be
a good idea, it was a different voice than mine which was more challenging for students but
after a while they got used. Super Pinyin Team is a very fortunate activity, students were
able to hear the difference in pronunciation of the finals —iu, -ui, -ing, -ian, -iang, -un, -uan,
-uang. They both wanted to play it for the whole lesson. Wrap-up activity was also

successful, relaxing but reached objectives.
Lesson 7

Date: 01/13/2020
Topic: Big revision
Textbook: Chinese Made Easy for Kids - Lessons 1, 2, 3
Preparation: Create the test paper for game Listen and choose.
Objectives:
1. Students will be able to pick the initial and final correctly when hearing the phrase.
2. Students will be able to distinguish all four tones.
3. Students will be able to answer questions containing the learned vocabulary.
4. Students will be able to draw the horizontal stroke.
Materials: blackboard, magnets, cards with a new vocabulary for each student, cards with
initials and finals for Super Pinyin Team game, big table, the recordings 128-131 from

Ucebnice ¢inské konverzace, the homework sheet (Kucera, et al., 2005)

Warm-up: (20 min)
Play the game Super Pinyin Team (Lesson 6, Presentation, Stage 1) to revise all initials and
finals, and see the improvement of students.
Presentation: (37 min)
Stage 1 (22 min)
1. Play Listen and choose game (Lesson 4, Presentation, stage 1), use recordings
128-131 from Ucebnice ¢inské konverzace to test listening skills.

2. Play the Race game to test speaking skills.
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Game - Race
Steps:

1. One student from each group competes, all start from the start line.

2. Students are asked the question, whoever knows the answer needs to raise the hand,
and if the answer is correct he moves forward.

3. On the ground there are several objects on the way to the finish. After every right
answer, student comes one object forward, after every bad answer, the student needs
to come one object backward.

Stage 2 (15 min)

1. Give the students some extra credit for successfully learned Pinyin, and for their
improvement, ask them for their thoughts about the course.

2. Introduce characters, explain to the students what is the character and that strokes
are written in strict rules.

3. Start with the horizontal stroke. Write on the blackboard, and let them try.

Wrap-up: (3 min)
Give the students their first homework for writing, explain what they should do.
Homework:

1. Give the students a sheet with the characters —, —, = to practice writing.

2. Give them cards with old vocabulary — greetings, family, pronouns, but in
characters, to learn it.
Lesson Evaluation:
I think that the lesson plan for this lesson is efficient, useful, and I will use it unchanged.
Race game gave them a chance to compete again, and win some bonus stickers. They were

striving for who tells the right answer first.

Lesson 8
Date: 01/18/2020

Topic: Numerals and colors
Preparation: Create the charts for Bingo, and a short story for Yes or No game.
Objectives:
1. Students will be able to draw a vertical stroke, a throw stroke, and right-falling
stroke.
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2. Students will be able to write characters +, F, X, /\, A.

3. Students will be able to read characters for numerals and colors.
Materials: blackboard, cards with a new vocabulary for each student, Bingo charts with the
characters of colors and numerals different for each student, the homework sheet (Kucera,
et al., 2005)
Warm-up: (10 min)
Play a game to practice reading the characters which were part of the previous homework
(greeting, family, pronouns).
Game - Bingo
Steps:
1. Let students pick a card from the box one by one.
2. Student read the character on it.
3. Students who have the character in their Bingo chart, cross it.
4. Student with all nine characters crossed, wins a game.
Presentation: (33 min)
Stage 1 (18 min)
1. Introduce the vertical stroke, let students try.
2. Introduce the throw and right-falling stroke, let them try.
Stage 2 (15 min)
Write +, FE, X, J\, A onablackboard, and give them time to practice.
Wrap-up: (7 min)
Play the game to practice communication skills.
Game — Yes or No
Steps:
1. The teacher uses the vocabulary and sentence patterns which students have learned
before to write a short story.
2. Tell the story to the class.
3. Ask yes-or-no questions about the story to students. If the answer is yes, the
students have to raise a circle with arms to show the answer; if the answer is no,

then raise an X.
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Homework:

1. Give the students a sheet with the characters +, E£, X, /\, A to practice

writing.

2. Give them cards with old vocabulary — objects, but in characters.
Lesson Evaluation:
I wrote the strokes and characters on the blackboard but maybe a better option is to make
a PPT with the characters, project it on the blackboard so the students are able to draw
characters according to the projected ones. Bingo was a huge success, students were able to
recognize and read characters for numerals and colors because we were playing it more
times, so they could revise the vocabulary. Wrap-up activity was not suitable for their
knowledge, it was too hard to remember the information from the story, and they do not
understand how to make notes. | will alter the game to some light version. Tell a sentence

and immediately ask the students about it.
Lesson 9

Date: 01/20/2020
Topic: Animals
Preparation: Create a short story for Role Playing, and the PPT with new characters /)>,
g, fi, 75, H, JL
Objectives:
1. Students will be able to read characters for objects.
2. Students will be able to draw a dot, turning, and hook stroke.
3. Students will be able to write characters/)», O, &, 75, A, JL.

4. Students will be able to name animals.
Materials: blackboard, cards with new vocabulary for each student, pictures of animals,
two long rulers, the homework sheet (Kucera, et al., 2005)
Warm-up: (5 min)
Play a game to practice reading the characters which were part of the previous homework

(objects).
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Game — Character Tapping

Steps:

1. Draw a 3*3 grid on the whiteboard and write one character in each lattice.

2. Divide the class into two groups. Each group sends one student at a time to compete.

3. When the teacher says a character, students have to tap the correct character on the
whiteboard and then say a word which contains the character. Whoever is faster and
also says the correct word gets one point.

Reminder:

The size of the grid can be changed according to the learners’ level. Characters can be

substituted by radicals. If so, students need to say a character which falls under this radical.

(Shu, Z. et al., 2013)

Presentation: (35 min)

Stage 1 (20 min)

1. Introduce the dot and turning stroke, let students try.
2. Introduce the hook stroke, let them try.
3. Use PPT to project characters /)v, M, F, 75, H, JL on the blackboard, and

give students time to draw according to it.
Stage 2 (15 min)
1. Introduce the structural particle 9, and let students use it in already familiar phrases
(my mom, your book, etc.)

2. Show the pictures of different animals, write new vocabulary ¥5, 3%, ¥, %4, =*
R, FEIE, 8, &, %-F, £ onthe blackboard, read and let students repeat,

or create short sentences which animals they like.

Wrap-up: (10 min)
Play the game to practice vocabulary and listening.
Game — Role Playing
Steps:
1. You are the narrator while students listen and act out the cues.

2. Each student is assigned to play the role of a specific animal.
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3.

5.

You say “FIBFAAEEERT, FNBPELT —RART, RFELT—RE,
BENLT—RE, EEFENT—%%&. . . (Itook my dog out for a walk... My
dog saw a rabbit... The rabbit saw a bird... The bird saw a cat... The cat saw a fish...)
When the student hears the name of his/her animal, he/she has to stand up, turn
around once, and sit down. Alternatively, the student can stand up, run around the
other animal mentioned, and then sit down.

Come up with a fun ending together as a class.

(Better Chinese, 2009: 66)

Homework:

1.

Give the students a sheet with the characters /), [, #, 75, H, JL to practice

writing.
Give them cards with vocabulary — &, =%, K, &, ¥, J&, %, 4+ ¥ &

SR.OBEJE. 38, I ¥ £ butin characters to learn it.

Lesson Evaluation:

I make a PPT with the characters, project it on the blackboard so the students were able to

draw characters according to the projected ones, and it was better than the previous lesson.

The students were more concentrated, it was easier to draw the characters. Character

Tapping game is a good option for two students although in the description of the game is

written that it is activity for teams. It was competitive, funny, and helped to revise

characters. | was afraid that the Role Playing would be hard to understand because they are

not familiar with all the vocabulary used but it was successful, creative.

Lesson 10

Date: 01/25/2020

Topic: What is your name?

Preparation: Create the charts for Bingo, and PPT to project new characters ¥, 1K,

o, A, AT, HF
Objectives:

1. Students will be able to read characters for animals.

2. Students will be able to draw a rising stroke.
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3. Students will be able to write characters ¥, R, i, ftb, 11, #F.

4. Students will be able to read sentences with already learned vocabulary.

5. Students will be able to ask and answer the question: What is your name?
Materials: blackboard, cards with a new vocabulary for each student, cards with all learned
sentences and phrases, PPT, Bingo charts, an old sock, buttons, brown paper lunch bags,
crayons, glue, scissors, wiggle eyes or other decorations, the homework sheet (Kucera, et
al., 2005)

Warm-up: (10 min)
Play Bingo (Lesson 8, Warm-up) to practice reading the characters which were part of the
previous homework (animals and verbs — to like, love, read).
Presentation: (30 min)
Stage 1 (15 min)
1. Introduce the rising stroke, let students try.
2. Use PPT to project characters ¥, {R, #h, fiz, 4], #F on the blackboard, and

give students time to draw according to it.

Stage 2 (15 min)
1. Write the sentence: What is your name? {RI4{+4&=" on the blackboard in both
Pinyin and characters, let them read and repeat.
2. Ask them, create more variations — What is her name? What is the name of your dad?
Wrap-up: (10 min)
Play the game to practice asking and answering the question: What is your name?
Game - Paper Bag or Sock Animal Puppets
Steps:
1. Cut out the shapes of heads, bodies, legs, arms, ears, and tails for one animal.
2. Glue the animal parts onto the paper bags. Use the bottom of the bag as the head
and/or mouth of the puppet.
3. Alternatively, decorate an old sock to use as a puppet.

4. Each animal can ask the other animals, {/R0I4{+4 &7 What is your name?

(Better Chinese, 2009: 66)
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Reminder:
The children should answer the name of the animal they are referring to: F&H /M, R
We? | My name is Kitty, and yours?
Homework:
1. Give the students a sheet with the characters ¥, R, #h, ftb, /1, %f to practice
writing.
2. Ask the students to bring their family photos on the next lesson.
Lesson Evaluation:
I choose Bingo for this lesson again, and it helped students to revise all characters, and
realize what have they already learned. The activity which | prepared for the wrap-up was

efficient but I will alter the game, it is more suitable for smaller children.
Lesson 11

Date: 01/27/2020
Topic: What is this? Who is that?
Preparation: Create the PPT to project new characters X, FW., X, 3, =&, {4,
prepare the houses with family members.
Objectives:
1. Students will be able to write characters 3+, B, X, B, 2, H4.

2. Students will be able to ask and answer the question: What is this? Who is that?
Materials: blackboard, cards with a new vocabulary for each student, cards with all learned
sentences and phrases, PPT, an apple, a book, a box of tea, a pack of coffee, a pen,
a sweater, a mobile, a bar of chocolate, pictures of the house with different family members
in it, crayons, photos of family members, the homework sheet (Kucera, et al., 2005)
Warm-up: (10 min)

Game — Stroke Master
Steps:

1. Show the character PPT on the whiteboard, each slide has one big character on. Ask

students to take turns to come to the front and write the same character as PPT on

the whiteboard.
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2. The rest students have to watch the stroke of his/her writing carefully to see if it is
correct or not.
3. If the student’s writing stroke is wrong, he/she can ask others for help to correct the
character.
(Bao, V., etal., 2010)

Presentation: (30 min)

Stage 1 (15 min)
1. Write the sentence: What is this? iX2Z11+/7 on the blackboard in both Pinyin and
characters, let them read and repeat.
2. Use the objects (an apple, a book, a box of tea, a pack of coffee, a pen, a sweater,
amobile, a table of chocolate), point at them and ask students.
Stage 2 (15 min)
1. Write the sentence: Who is that? #3217 on the blackboard in both Pinyin and
characters, let them read and repeat.
2. Let them tell you who is that on their family photo.
Wrap-up: (10 min)
Play the game to practice asking and answering the question: Who is that?

Game — The Chimney

1. Give the students houses with pictures of different family members inside.
2. Let students pick the crayons, everyone needs to have a different color.
3. Point to the picture of a house, and ask the student who is that.
4. If the student can identify all the pictures in the house correctly, he should color the
chimney.
5. Let them ask each other, the student with the most colorful chimney wins.
(Better Chinese, 2009: 51.)
Homework:
Give the students a sheet with the characters %f, UL, X, #, &, {14 to practice

writing.
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Lesson Evaluation:

Practicing the questions (What is this? Who is that?) requires more time than only one
lesson, it is too much information at once. On the other hand, activities for practicing the
questions are valuable, useful. Drawing the chimney to practice the family topic was
amusing, students were able to ask and answer the question: Who is that? But it is the game
for bigger groups, to make a sense it needs to be more people involved.

Lesson 12

Date: 02/03/2020

Topic: What do you like to do?
Preparation: Make the blank charts separately for Pronouns, Family, Objects, and
Numerals.
Objectives:
1. Students will be able to recognize the characters %, &, F3J, It, B, X
8.

2. Students will be able to ask and answer the question: What do you like to do?
Materials: blackboard, magnets, several pairs Chopsticks, some peas, 4 paper plates,
2 tables cards with new vocabulary for each student, cards with all learned sentences and
phrases, blank charts separately for Pronouns, Family, Objects, and Numerals, several bars
of chocolate
Warm-up: (10 min)

Play the game to practice writing, use the characters from homework sheets.
Game — Chopsticks and Characters
Steps:

1. Place one table in front of the whiteboard as the terminal point and the other across

it as the starting point. Put two paper plates on each table and put some peas in it.

2. Divide the class into two groups. Each group sends one student at a time to compete.

3. The teacher says a word first, students start to use chopsticks to pick up one pea and

move it to the terminal plate. After, they need to write down the word on the
whiteboard.

(Shu, Z., et al., 2013)
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Presentation: (25 min)
Stage 1 (10 min)
1. Introduce new vocabulary BT, @, %3, Ir, B, XE, write it on the
blackboard, let the students repeat and read.
2. Write the question: What do you like to do?/ {R=E ¥ f#{+4 7 Read, let them repeat.

Introduce the verb .

Stage 2 (15 min)
1. Start a conversation by asking the question. Let the students speak, and create their

variations using also older vocabulary.

Wrap-up: (15 min)
Play the game to practice recognizing the characters.
Game - Stick it right
Steps:

1. Put the blank charts for Pronouns, Family, Objects, and Numerals on the blackboard.

2. Leave the vocabulary of the above groups on the table.

3. Students take a card and need to stick it to the right chart.

4. Students can cooperate, they are allowed to do 7 mistakes.

5. If they succeed, everybody wins the chocolate.
Homework:
There is no homework.
Lesson Evaluation:
Warm-up game | chose to practice their writing was successful activity to do, it needs
a longer time because children cannot use chopsticks but it is also the fun factor. And Stick
it right game was their favorite game from the whole course. | did not want to interrupt,
they needed to do it together. It is a game full of benefits — train their interaction,
cooperativeness, ability to recognize characters, and put them into the correct group of the

words.
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Lesson 13

Date: 02/08/2020
Topic: My favorite food is...
Preparation: Create a short story using all the learned vocabulary for Yes or No game.

Objectives:

2. Students will be able to ask and answer the question: What do you like to eat/drink?

Materials: blackboard, paper

Warm-up: (10 min)
Play the game Yes or No (Lesson 8, Wrap-up) to practice listening skills.
Presentation: (25 min)

Stage 1 (10 min)
1. Introduce measure word .

2. Write the names of the fruit on the blackboard -’k FE, =&, WL, #F,

read, and let them read and repeat.

3. Combine the numerals with the measure word and fruit. Let students practice.

Stage 2 (15 min)
1. Write the questions on the blackboard: What do you like to eat/drink? {R =¥k Ig/nz

A7 RERMITA?
2. Start a conversation by asking the question. Let the students speak, and create their
variations using also older vocabulary.
Wrap-up: (15 min)
1. Give students five minutes to prepare introduction about themselves, write the

phrases which they can use on the blackboard — 1Y, &RE, =%, &, 1, %

2. Ask them to tell it to the class.
Homework:
Students should review everything: Pinyin and characters.
Lesson Evaluation:

I have no special comments on this lesson.
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Lesson 14

Date: 02/10/2020
Topic: Revising lesson
Objectives:
1. Students will be able to distinguish all four tones.
2. Students will be able to read Pinyin.
3. Students will be able to recognize learned characters, and use them in the sentences.
4. Students will be able to communicate, ask and answer the questions.
Materials: blackboard, paper
Warm-up: (30 min)
Play the games to revise Pinyin: Say it right (Lesson 5, Presentation, Stage 1), Super Pinyin
Team (Lesson 6, Presentation, Stage 1), and Pinyin Friends.
Game - Pinyin Friends

Steps:

1. Each student is given a Pinyin card. Ask all students to stand in a circle.
2. Give students 10 seconds to look around other’s cards, for them to find out the
Pinyin card that can be combined with the card of their own.

3. When the teacher says “3¢ %!, students then need to find other Pinyin cards that

can be combined with.

4. When the teacher says “{/=”, students should stop finding. Ask students to say their

Pinyin, if they have the correct answer, they can get one point.
Reminder:
The game rules are subject to change, it could be altered depending on student numbers and
levels.

Presentation: (30 min)

Stage 1 (15 min)
Play Bingo (Lesson 8, Warm-up).
Stage 2 (15 min)

Play the Stick it right game (Lesson 12, Wrap-up) to revise all characters.
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Wrap-up: (30 min)
1. Let students describe the Picture, e.g. Picture of an Apple: X2 — P B HER,

2. Use pictures of as many learned vocabulary as possible; objects, numerals, colors,
people, activities: {33 E+H, EEFEHN.

3. Ask them additional questions even with unfamiliar nouns, the students should
understand the sentence structure, and by pointing at what are you asking they
should not have a problem, e.g.: {fREE LA EHATEN?

4. Interview the students to evaluate the whole course.

Lesson Evaluation:

In this lesson, | wanted to pick the most favorite games from the whole course. Students
had fun, were able to distinguish all four tones, to read Pinyin, to recognize learned
characters, and use them in the sentences. Students were able to communicate, ask and
answer the questions. All those activities from this lesson have proven to be successful.
I suggest using them in any course of the Chinese language, even for adults.
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4.4 The Interview

An interview is a good way to get insight into a research topic, or needed feedback.

When conducting this interview, | leaned on the four-level evaluation system by

Kirkpatrick (2006). | wanted to know the students’ thoughts about the course, whether the

games were rather funny or boring, or if they can subjectively consider their achievement.

The interview was part of the last lesson in the place where both students feel comfortable

and safe. | asked the students separately for an individual approach.

The asked questions:

1.
2.

What did you like about the course? What did you dislike?

Were the games we played mostly funny, or boring? What game did you like the
most and why?

Do you think you are now able to distinguish all four tones perfectly?

Do you think you can answer the questions and have a conversation about the
topics we have learned?

Do you want to say something else about the course?

The result:

1.

Students like that we were playing so many games, and while playing they were
learning new information, sometimes without noticing it. The new information was
easy to remember because they have it connected with the game.

Games were so much fun. The most liked games are: Bingo, Stick it right, and
Super Pinyin Team.

Yes, they think they are able to distinguish all four tones perfectly, and instantly
demonstrated that.

Yes, they think they can answer the questions and have a conversation about the
topics we have learned. They think they learned a lot of new information.

It was fun, they liked everything. The games, Pinyin slightly more than characters.

And they built their relationship with each other.
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5 CONCLUSION

This thesis is designed to show the advantages of playing games when learning
Chinese. One of its primary goals is to create the lesson plans built up on the games, with
emphasis on listening, speaking, and reading skills. The syllabus and lesson plans are
created based on areview of the literature dealing with the benefits of games as an
instrument for learning foreign languages and according to the literature about macro and
micro-planning of the lesson. The second objective is to explore what two nine-year-old
students can learn in three months-long course using mainly games as the teaching method.
The course was divided into two parts. The first part dealt with Pinyin, and the second part
with characters. Based on the literature review, the plan for one lesson had three main parts:
Warm-up, Presentation, Wrap-up. In general, there were 13 lessons, about 50 minutes long,
and one revising lesson at the end of the course which lasted 90 minutes. Evaluating the
course, the students were interviewed individually in the last lesson. From the interview,
we can say that students liked the form of the course, mainly that they played many games.

The study has shown that learning Chinese by playing games is successful by the
proficiency the students have achieved at the end of the course. It was the beginner course,
so students did not have any knowledge, not even background knowledge, about the
Chinese language before the start of the course. On the last lesson, they were able to
distinguish all four tones perfectly, to read Pinyin, to recognize all learned characters, and
use them in sentences, and to communicate, ask and answer the questions about several
topics, such as Family, Colors, Counting, Animals, etc. As estimated in hypothesis,
students actively know around two hundred words, and are able to create the sentences on
their own according to the sentence structures with the new vocabulary.

As the literature review provided, games have many benefits in the education. Luu
& Nguyen (2010) note, games offer learners a highly motivating class, motivate learners,
promote learners’ interaction, improve their acquisition and increase their achievement.
Chinese language is different from Slovak, Czech, or English in morphology, phonology,
or syntax. And according to this study, games have proven to be one of the best ways how

to deal with the difference, and learn Chinese as a second language.
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