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Chinese characters often categorized as an ideographic or
logographic writing systems. In comparison, Chinese
characters have different writing systems with alphabetical
writing systems. Learners show unsatisfactory results due to
the complexity of orthographic sfructure in Chinese
characters which also led to a negafive impact on
Mandarin learning. Thus, an educational card game,
namely “"Chinese Character Battle (CCB)"” was designed for
Mandarin learners fo learn Chinese characters. This
educational card game was implemented in Mandarin as
Foreign Language (MFL) classroom for this preliminary study
as a step to explore users’ perceptions about CCB and the
impact of CCB in Chinese character recognition. An online
survey, pre-test, and post-test were used fo achieve the
objectives of this study. A recorded video of “"How to Play
CCB" was shared with participants prior to the use of CCB.
Non-native Chinese learners from University Teknologi Mara,
Sarawak branch, Mukah campus participate in this study.
The findings of this study revealed that: (1) participants
responded positively towards the use of CCB; (2) the
implementation of CCB showed positive impact on Chinese
character recognition. Hence, it could be concluded that
CCB is an effective and useful supplementary learning tool
for Mandarin learners to improve their Chinese character
recognition

©2021 UiTM Kedah. All rights reserved.
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1. Infroduction

“Hanzi (X ® )", Chinese characters, is the earliest form of written language in the world. Going down
in the history of Chinese characters, it can date back approximately 5000 years (Chua, Tan & Lin,
2015). According to Jiang (2001), learning Chinese characters is essential for Mandarin learners in
order to further their understanding in mastering the language. Most of the scholar (Shen, 2004;
Wang, Perfetti, & Liu, 2003; Everson, 1998; Ting, Ch'ng & Norseha, 2020) claimed that Chinese
characters considered as one of the main challenges for Mandarin as Foreign Language (MFL)
learners which included recognition, reading, and writing of Chinese characters due to ifs
ideographic writing system which is significantly different from alphabetic writing system such as
English, Malay, Spanish, etc.

Learning Chinese characters is difficult because there are too many difficult characters fo
remember, too many difficult strokes to write, and too many difficult phonemes to read. Chinese
character writing system could be confusing neither native-Chinese learners nor non-nafive
Chinese learners due to ifs orthographic structure (Ye, 2011). The difficulties not only decelerated
the learning process in Mandarin but also led to demotivation of learning Mandarin. To address this
problem, it is indeed to design a creative and effective pedagogical approach in teaching and
learning Chinese characters that help learners to acquire Chinese characters better.

1.1 Problem Statement

Character recognition and production supported the development of reading and writing skills in
Chinese which is more important than writing (Shen, 2005; Allen, 2008). Fang (1994) found that the
students’ ability o recognize and identify different semantics, phonetics, and function in the
character structure is forecast reading and the mastery of their language. In comparison, it shows
great differences with the alphabetical script made it even harder for learners to pick up the
language, especially for those who had no supportive background of Mandarin. Thus, Ho, Ng, and
Ng (2003) suggested different word recognition strategies are required for Chinese character
learning. Yet, in order to be fully literate in Chinese language there are a huge number of Chinese
characters need to memorize and learn. It is approximately 3500 Chinese characters that need to
be learned in order to enable learners to produce characters writing input which is a challenge for
non-native Chinese learners.

Due to the difficulties of Chinese character writing system, learners might need to spend more effort
in recognizing Chinese characters. As a result, character reproduction might demonstrate
extremely unsatisfactory results and the entire process of learning Chinese language might slow
down significantly. Research by Jen and Xu (2000) found that 91% of the learners decided to quit
Chinese language class because of the hurdles of learning Chinese characters. The number of
enrolment in MFL beginner level seems to be decreasing and it shows a low rate of enrolment for
MFL higher level (Tian, 2009). However, Chinese characters should not be excluded from Mandarin
classrooms since it is essential for learners to cope with the higher level of Mandarin learning (Ch'ng,
Ting & Chuah, 2018). Majority of the Mandarin language instructors tend to explore different
methods of teaching Chinese characters, however, they have not reached the desired outcomes.
Thus, an educational card game named "Chinese character Battle (CCB)" was infroduced with
the aim to motivate learners in their learning of Chinese characters.

1.2 Research Objectives
This study was carried out to achieve the following objectives:
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1. To explore users’ perception of the use of educational card-game, namely Chinese Character
Battle (CCB).

2. To explore the impact of CCB in the learning of Chinese character recognition.

1.3 Research Questions

The research questions of this study are as follow:

1. Whatis users’ perception towards CCB as a Chinese character learning tool?
2. What is the impact of CCB in the learning of Chinese character recognition?

2. Methodology
2.1 Participants

Participants of this study are Diploma students from Faculty of Business and Management (FPP) atf
Universiti Teknologi MARA, Sarawak Branch, Mukah campus who have registered Foundation
Mandarin (Level ll). They were non-native Chinese learners. Although they had gone through or
passed Foundation Mandarin (Level |) in the previous semester, their Chinese proficiency level was
not high. Their knowledge of the Chinese characters was limited due to the limitation of lecture
hours. Participants were given 1 hour per week of exposure to the CCB routine for 5 weeks.

2.2 Instrument

There are several instruments designed for this study which include a set of self-designed
educational card-game, a questionnaire, a pre-test, and a post-test. 72 Chinese characters
prinfed on the card and 72 question cards were designed and prepared according to the syllabus
of Foundation Mandarin (Level | and Levelll). As participants for this study only including those who
enrolled in Foundation Mandarin (Level ll), thus only 36 characters and question cards were
selected. Each Chinese character card comprises Chinese characters, meaning, pronunciation,

part of speech and Chinese Alphabet (Hanyi Pinyin,;X1ER K ). Meanwhile, the question card

consisted of evolution, visualized Chinese characters, and hints in Mandarin and English. The
sample of Chinese character card and question card was as follow:

zhong
=, P
gl 4-€-9-?
middfe “?"is a simple ideogram character which serve as a noun. *7°
shows the object in between
“2* RMFF, MAFEE, P WR— S ER
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Figure 1: Samples of Chinese character Card (Left) and Question Card (Right)

A questionnaire was constructed using Google form and administered to the participants of this
stfudy. The online survey comprises three parts. Part A was used to gather the demographic
information of respondents such as gender, age, proficiency level of Mandarin, and program. Part
B is a self-developed questionnaire to obtain information about users’ perceptions towards the use
of CCB, while Part C was a Chinese character recognition test. The items presented in part B were
15 five-points Likert scale items ranging from 1(Strongly Disagree) to 5 (Strongly Agree). Part B was
used to answer the research question 1 while 20 items of the Chinese characters recognition fest
which developed in Part C was used to answer the second research question of this study.

SPSS (Statistical Package for Social Science) version 25 was employed to analyze the collected
data. The findings of this study were presented in the form of mean (M), standard deviation (SD),
and percentage.

2.3 Data Collection Flowchart

The flowchart of data collection was shown in Figure 2. All Diploma students who enrolled in
Foundation Mandarin (Level ll) were selected to participate in this study. They were informed that
the pre-test and post-test will not affect their final exam results. The information and suggestions
which they provided in the questionnaire will only be used for the research purposes.

Participants were asked to complete the Chinese characters recognition test in the pre-test. After
the pre-test, all participants were given the opportunity to be exposure to CCB. A recorded video
of “"How to play CCB” was given to them before they start playing CCB. A post-test was conducted
after participants learned Chinese characters for five weeks with the use of CCB. Participants were
also asked to complete the questionnaire after the post-test. The pre-test score, post-test score and
data from questionnaire were then transferred into SPSS to compute and analyze. The test score of
both pre-test and post-tests was compared.

i Post-test &
Selection of Exposure to : ,
participants Pre-test CCB Quesheonnow

Figure 2. Data collection Flowchart

3. Results and Discussion

The findings of this study are reported and discussed in this sectfion. The findings included a
demographic profile of participants, users’ perceptions fowards using CCB and effectiveness of
using CCB in Chinese characters recognition.

3.1. Demographic profile

Descriptive statistics on the demographic profile of participants are shown in Table 2. A total of 125
non-native Mandarin learners with ages ranging from 18 to 22 years old enrolled in Foundation
Mandarin (Level ll) involved in this study. All participants passed Foundation Mandarin (Level |)
before they joined Foundation Mandarin (Level ll). As shown in Table 2, majority of participants,
57.6% are 18-year-old. Participants are 19-year-old accounted for 34.4%, and participants aged 20
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were 4.8%. Only a small minority, 1.6% participants are 21 and 22 years old. 33 participants were

male, and 92 participants were female. 56% of participants are students of Diploma in Business
(BA111) while 44% of participants are students of Diploma in Banking (BA119).

Table 1: Demographic Profile of Participants

Frequency Percent Valid Percent Cumulative
Percent
Male 33 26.4 26.4 26.4
Female 92 73.6 73.6 100
18 72 57.6 57.6 57.6
19 43 34.4 34.4 92.0
20 6 4.8 4.8 96.8
21 2 1.6 1.6 98.4
22 2 1.6 1.6 100.0
BAT11 70 56.0 56.0 56.0
BA119 55 44.0 440 100.0

3.2. Users’ perceptions towards the use of CCB card game in learning Chinese character

The percentage mean score and standard deviation of users’ perceptions fowards the use of CCB
are shown in Table 3. The interpretation of the mean score was indicated as high, moderate, and
low as follow:

Table 2: Interpretation of mean score

Mean Score Range Interpretation
3.68- 5.00 High
2.34-3.67 Moderate
1.00-2.33 Low

As shown in table 3, participants generally respond positively towards the use of CCB in their
Chinese character learning. This is shown clearly by the mean score ranging from 3.90 to 4.25.
Maijority of participants reported that “CCB makes Chinese character learning more interesting
(item 3)" to which it has the highest mean score (4.28). Most participants agreed that the use of
CCB had given them a lot of benefits (Item 1, Mean= 4.25). Moreover, participants expressed their
interest and favored fo use CCB in item 2 (I am very interested in using CCB for learning Chinese
character, Mean= 4.25) and item 14 (I wish | had more opportunities to learn Chinese character
using CCB, Mean= 3.95). Participants also claimed that learning Chinese characters with CCB is
encouraging as presented in item11 (Looking for answers to questions given in CCB is very
encouraging, Mean= 4.19). Parficipants were confident with the usability of CCB to helps them in
critical thinking (Item 9, Mean= 4.10), increasing their cognitive development in Chinese characters
learning (lfem 12, Mean= 3.95) and made Chinese characters learning easier (Iltem 4, Mean= 4.10).
As presented in table 3, participants reported that CCB is considered as a motivating instrument
for them to learn Chinese characters as shown in item 6 (CCB motivates me to a great extent for
Chinese character learning, Mean=3.99). In addition, the type of question asked on the cards was
181|Page
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challenging (lfem 10, Mean= 4.22) and matched their subject syllabus (ltem 8, Mean= 3.99).
Participants also pointed out the value of CCB in item 13 (It is worth trying to use CCB for Chinese
character learning in the future, Mean= 4.24) and ltem 15 (I would suggest CCB to others, Mean=
3.96). The high mobility of CCB was presented in item 5 (CCB enables me to learn Chinese
characters according fo my own pace and sequence, Mean= 4.05). Finally, CCB was claimed to
create a fun and relaxed environment in Chinese character learning (Iltem 7, Mean= 3.90).

Table 3: Users’ Perceptions towards the use of CCB

No [fem 1=SD 2=D 3=N 4=A 5=SA Mean SD

1.  CCB gives me a lot of benefits. 1.6 9.6 6.4 264 560 425 1.046

2.l am very interested in using CCB to 3.2 128 128 28 43.2 3.95 1.169
learn Chinese characters.

3. CCB makes Chinese character 3.2 8.8 7.2 17.6 63.2 428 1.127
learning more interesting.

4, CCB makes Chinese character 3.2 9.6 144 192 53.6 4.10 1.162
learning easier.

5. CCB enables me to learn Chinese 4.0 80 120 29.6 464 405 1.126

characters according to my own
pace and sequence.

6. CCB motivates me to a great extent 2.4 104 104 392 37.6 3.99 1.058
for Chinese character learning.

7. CCB created a fun and relaxed 4.8 88 152 336 37.6 3.90 1.145
environment in Chinese character
learning.

8. The contents of the CCB match my 4.8 88 144 264 456 3.99 1.181
subject syllabus

9.  CCB helps me to think critically. 4.0 88 120 232 520 410 1.162

10. The questions in CCB are challenging. 2.4 9.6 80 232 568 422 1.098

11.  Looking for answers to questions given 1.6 112 80 200 592 419 1.082
in CCB is very encouraging.

12. CCB increased my cognitive 1.6 104 9.6 240 544 3.95 1.169
development in Chinese characters
learning.

13. Itis worth trying to use CCB for 4.8 9.6 128 31.2 416 424  1.102
Chinese character learning in the
future.

14. Iwish | had more opportunities to 2.4 9.6 56 248 57.6 425 1.084
learn Chinese characters using CCB.

15. Iwould suggest CCB to others. 4.0 10.4 144 272 440 3.96 1.170

*1=SD (Strongly Disagree); 2= D (Disagree); 3= N (Neutral); 4= A (Agree); 5= SA (Strongly Agree);
SD= Standard Deviation

3.3. Effectiveness of the use of CCB in learning Chinese characters
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Figure 3 demonstrated the comparison of Chinese characters recognition performance in pre-test
and post-test among participants after the use of CCB. The findings indicate the number of
participants who passed the pre-test on the Chinese character recognition test was 43.2% (n= 54).
However, they show increment in their post-test after using CCB, 82.4% (n= 103) as compared fo
the pre-test. The difference in passing rate of pre-test and post -test among participants were 39.2%.
The result presented in figure 2 also revealed that the number of participants who failed in the post-
test has beenreduced from 56.8% (n=71) to 17.6% (n= 22) after the implementation of CCB in their
Chinese characters learning. From the results, it can be inferred that the implementation of CCB
has enhanced users' performance in the recognition of Chinese characters.

20 82.4

m Pass
= Failed

Percentage

PRE-TEST POST-TEST

Figure 3: Comparison of Users’ Performance in Pre-test and Post-test

4. Conclusion

Based on the findings above, we can conclude that CCB is a potential educational card game
for Mandarin learners to enhance their recognition of Chinese characters. The great differences of
performance in pre-test and post-test have proved CCB as an effective and useful supplementary
learning tool for Mandarin learners. This card game created a relaxed, fun, and engaging learning
environment for learners to learn Chinese characters compared to the tfraditional teaching
method which depend heavily on mechanical memorizzation. This kind of creative educational
card game can also engage and motivate learners in learning Chinese characters. According to
Cohen (2009), the images, image creation, and/or dual coding had a beneficial effect on learners’
memorization of the vocabulary words. Therefore, it is believed that the visualization of Chinese
characters provided in this educational card game has strengthened learners’ memory which
enhanced their performance in recognizing Chinese characters. As mentioned by Ho et al. (2003),
it is necessary to look for different word recognition strategies for Chinese character learning.
Hence, it is suggested that more educational card games that are suitable for Mandarin learners
to learn Chinese characters need to be created in order to meet the needs of Mandarin learners.
This educational card game not only recommended for Mandarin learners but also highly
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recommended for parents. When educational card games were employed by parents, it helps to
enhance their children’s Chinese character acquisition apart from fostering relationships with their
children. Furthermore, CCB can be commercialized for local and international schools, universities,
or any institutions that offer Basic Mandarin courses. Those who are interested to know more about
Chinese characters or aims fo enhance their mastery of Chinese characters can also utilize this
card game in their learning. The population of this study only caters to non-native learners which
may not be conclusive enough to regard it as an effective tool for teaching and learning Chinese
characters for all Mandarin learners. It is recommended that a larger population which included
native Mandarin learners and qualitative approaches such as semi-structured interviews, teachers,
or parents’ interviews can bbe conducted in order to provide more concrete and comprehensive
justification on the effectiveness of the card game.
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