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DTOT NMpouecc YCUIMBACTCS MO0 MEPE YBEIUUYECHUS SI3bIKOBOTO OMbITAa U aKTUBHO-
r'0 B3aUMOJICHCTBUSI C HOCUTEJISIMU SI3bIKA.

bunuHrBEI 007121a10T PSIIOM KOTHUTUBHBIX MPEUMYIIECTB, BKIIFOYAs TIOBBI-
HICHHBIA YpOBEHb BEpOATLHOTO MHTEIUIEKTA, ONEPATUBHYIO MaMSATh U CIOCO0-
HOCTh K MHOT'033JJa4HOCTH. X ceMaHTHYeCcKOe BOCIIPUATHE OTIUYACTCS OTKPHI-
TOCTBIO K HOBOMY OIIBITY, THOKOCTbIO M BBICOKOW CTEIMEHBIO ajanTaiuu. IDTH
OCOOEHHOCTH OKa3bIBAIOT BIMSHUE HE TOJHKO HA MX SI3bIKOBOE IMOBEJEHUE, HO
¥ Ha OOl YpOBEHb UHTEIIEKTAa U MPOPECCUOHATbHBIEC HABBIKH.

BnusHre MCKyCCTBEHHOIO OMJIMHTBU3MAa HAa KOTHUTHBHBIE (DYHKIIMH SIBIIS-
€TCS TPEAMETOM AaKTHUBHBIX HAy4HbIX HccieaoBaHui. COrIacHO MOCIETHUM
JIAaHHBIM, BJIaJIcHUE ABYMS U 0oJiee S3bIKAMHU CIIOCOOCTBYET YJIYUIICHUIO KOH-
LEHTPAllUM BHUMAHMUSI, PA3BUTUIO AHAIMTHUYECKOTO MBIIUICHUS U YCKOPEHUIO
o0paboTku uHOpManuK. DTH HABBIKK MPUOOPETAIOT OCOOYI0 3HAYMMOCTh
B COBPEMEHHOM MHUpE, IJIe BbICOKasi CKOPOCTh MH(OpMalIMOHHOTO 0OMeHa Tpe-
OyeT OT 4esioBeKa TMOKOCTH, aJaliTUBHOCTH U CIIOCOOHOCTU OBICTPO OPHUEHTH-
pPOBAThCSI B HOBBIX CUTYAITUSIX.

Takum 00pa3oM, UCKYCCTBEHHBIN OWJIMHTBU3M MPEACTABISIET COOOM CIOXK-
HBII 1 MHOTOTpaHHBIM (PEHOMEH, BKJIIOYAIONUN KOTHUTHBHBIC, MICUXOJIOTHYE-
CKHE U COLUOKYJbTYpHbIE acleKkTbl. OH OKa3bIBAET 3HAUUTEIIBHOE BIUSHHUE Ha
JUYHOCTh 00YYaromierocs, CrocoOCTBYsI PaCHIMPEHUIO0 €r0 KOMMYHHUKATHBHBIX
BO3MOXHOCTEH, (HOPMUPOBAHUIO HOBOT'O THIIA MBIIIJICHUS U YTIIYOJICHUIO MEXK-
KYJIbTYPHBIX KOMIIETECHIIHI.
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THE USE OF GAME-BASED TEACHING METHODS IN
CHILDREN’S CHINESE LEARNING

This report explores the application of game-based teaching methods in
Chinese language instruction for children aged 11-13, focusing on students in
Belarusian junior high schools. Grounded in cognitive development theory, con-
structivist learning theory, and motivation theory, the study demonstrates how
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game-based strategies enhance engagement, comprehension, and retention of
Chinese characters. Practical examples from HSK Level 3 instruction illustrate
the effectiveness of these methods in addressing cognitive and motivational
challenges unique to young learners. The findings highlight the transformative
potential of game-based learning in foreign language education.

Teaching Chinese as a foreign language to children presents distinct chal-
lenges, including abstract character systems, complex grammar, and limited stu-
dent motivation. Students at this stage have significant differences in learning
characteristics compared with adults. From the cognitive dimension, their deve-
lopment is still in the transition period from the concrete operational stage to the
formal operational stage. The traditional single teaching method of lecturing is
extremely likely to make them fall into a boring learning experience, thus lea-
ding to the lack of learning interest and the decline of learning motivation. When
teachers only use the method of traditional instruction to convey knowledge,
students often show inattentiveness and low participation in class. In terms of
classroom behavior, students of this age are lively and active, and it is difficult
for them to concentrate for a long time. They are prone to being distracted,
whispering to each other, or even being mischievous in class. This urgently re-
quires teachers to use teaching methods full of fun and interactivity to create
a positive and active classroom atmosphere, effectively attract and maintain stu-
dents’ attention, and stimulate their learning enthusiasm.

Theoretical basis of the game-based teaching method in Chinese language
teaching for children’s classes comprises several theories:

— Cognitive Development Theory (Piaget). Children aged 11-13 are transi-
tioning from concrete to abstract thinking but remain reliant on visual and expe-
riential learning. Games provide tangible contexts for abstract concepts (e. g.,
dynamic stroke-order animations for characters), bridging the gap between per-
ception and understanding.

— Constructivist Learning Theory (Vygotsky). Games scaffold learning
within students’ “zone of proximal development”, offering challenges that are
achievable with peer or teacher support. For example, collaborative character-
recognition competitions foster incremental mastery of Hanzi.

— Motivation Theory (Krashen). The “affective filter hypothesis™ posits that
low-anxiety environments enhance language acquisition. Games reduce stress
through playful competition (e. g., timed reading challenges) while stimulating
intrinsic motivation via rewards and social interaction.

Games can be effectively used in teaching differents aspects of the Chinese
language to non-native speakers — children aged 11-13. In this paper we will
discuss the application of games in Chinese character teaching and
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Chinese Character Teaching:

1. What’s Missing game. Use a nine-square grid to present nine Chinese
characters. Each time, one Chinese character is randomly hidden, and students
are required to quickly identify and say the missing character within a short
time. This game mode mainly focuses on training students’ instant memory abi-
lity. By quickly identifying and strengthening the memory of the shape of Chi-
nese characters, it deepens students’ cognitive and grasp of the external features
of Chinese characters. For example, when the nine Chinese characters in the grid
are X (da, big), /N (xido, small), £ (shang, up), T (xia, down), X (tian, sky),
#h (di, earth), A (rén, person), A (kdu, mouth), & (shdu, hand), and the charac-
ter A (rén) disappear, students need to rely on their keen observation and short-
term memory to accurately say the missing character, so as to improve their sen-
sitivity to the shape of Chinese characters. This game design is in line with the
relevant concepts of Chinese character teaching games in Techniques and
Games for Chinese Language Classroom Teaching edited by Zhou Jian. It helps
students strengthen their memory of Chinese characters through simple and in-
teresting ways.

2. Blurred Chinese Character Recognition. Use PPT technology to cover
Chinese characters with a semi-transparent glass picture, making the display ef-
fect of Chinese characters blurred. Students need to accurately recognize the
blurred Chinese characters and write them out by relying on their careful obser-
vation and familiarity with the structure and strokes of Chinese characters. This
game aims to cultivate students’ precise observation ability of the details of Chi-
nese characters, improve their ability to recognize Chinese characters under
complex visual information, and strengthen their in-depth cognition of the form
of Chinese characters.

3. Completing Chinese Characters with Missing Components. Use the
method of picture occlusion to hide a part of the components of a Chinese cha-
racter. Students infer the occluded part according to the remaining part presented
and complete it into a complete Chinese character based on their mastery of the
knowledge of Chinese character structure. For example, when the H (ri, sun)
radical of the character B& (qing, sunny) is occluded, students can accurately
complete it into the complete character B (qing) through their understanding of
the characteristics of the pictophonetic structure of Chinese characters, and fur-
ther deepen their understanding and application of the structural types of Chi-
nese characters (such as pictophonetic, associative compound, etc.).

4. Chinese Character Recognition Competition. Divide students into two
teams. They take turns to read out the Chinese characters presented on the PPT in
turn. Each Chinese character corresponds to a different random score according to
its difficulty coefficient. After the specified number of rounds, the total scores
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of the two teams are counted, and the team with the higher total score wins. This
competitive form fully stimulates students’ competitive awareness and team co-
operation spirit, prompting students to actively improve the accuracy and speed of
Chinese character recognition in a tense and exciting atmosphere and enhance
their proficiency in mastering the pronunciation of Chinese characters.

5. Chinese Character Guessing Game in Words. Show nine words to stu-
dents. After students briefly memorize the words, cover the words with pictures.
Students take turns to guess the Chinese characters in the words in turn. Within
the specified time limit, count the number of Chinese characters guessed by each
student, and the student who guesses the most wins. This game not only exam-
ines students’ familiarity with words but also strengthens students’ memory and
understanding of Chinese characters in the context of words through the recall
and guessing of Chinese characters in words.

According to our practical experience, game-based methods prove to be
highly effective in teaching Chinese characters as they address three key barriers
in children’s Chinese learning:

1. Cognitive Load: Games break complex content into manageable, interac-
tive tasks.

2. Motivation: Playful elements (e. g., points, teamwork) sustain interest.

3. Classroom Dynamics: Structured games minimize off-task behavior by
channeling energy into learning.

Game-based teaching transforms Chinese language instruction by aligning
pedagogy with children’s developmental needs. Empirical evidence from Bela-
rusian classrooms confirms its efficacy in enhancing engagement, comprehen-
sion, and retention. Educators are encouraged to integrate these methods while
refining designs through iterative feedback. Further studies should examine
long-term impacts and cross-cultural applicability.
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OPTAHU3AIINA CAMOCTOSITEJIBHOM PABOThHI
KYPCAHTOB BOEHHBIX BY30B IIPU U3YUEHUU
NHOCTPAHHBIX A3bIKOB

B coBpeMeHHOM IMHAMHUYHOM MUPE OIPOMHOE 3HAYEHUE HMHOCTPAHHOIO
s3blKa HE BBI3BIBACT COMHEHUN. BO BpeMs MUpOBOW MHTErpallii UHOCTPAHHBIN
A3bIK CTAHOBUTCS BaXHBIM MHCTPYMEHTOM, KOTOPBIA IIOMOTaeT MOJIOABIM
CHeUaIuCTaM HaWTH JOCTOMHOE MECTO B HHUIIE MPECTHIKHBIX MNpodeccuil.
AHIJIMUACKUIM  A3BIK  JIaBHO TPHU3HAH BCEOOILIUM SI3bIKOM KOMMYHHKAIUU



