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Abstract: With the development of educational informatization, gamified learning has gradually become
an important means to enhance students’ learning interest and engagement. This paper explores the
application of gamified learning in primary school Chinese language classrooms. By analyzing the
theoretical foundations and current implementation status of gamified learning, the paper proposes
specific teaching design strategies and conducts empirical research. The research results indicate that
gamified learning can not only effectively improve students’ overall Chinese language competence but
also enhance their learning motivation and classroom participation.
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Introduction

In today’s era of rapid informatization and digitalization, traditional teaching methods can no longer
fully meet the demands of modern education. As an emerging educational model, gamified learning
integrates game elements into the teaching process, effectively increasing students’ learning interest and
engagement. The primary school stage represents a critical period for students’ language learning and
skill development. Introducing gamified learning into primary school Chinese language classrooms can
both stimulate students’ learning motivation and cultivate their comprehensive competence.

1. Theoretical Foundations of Gamified Learning
1.1 Basic Concepts of Gamified Learning

Gamified learning refers to the process of applying game design elements and game mechanics to
learning contexts outside of games, aiming to enhance learners’ motivation and engagement. The core
idea lies in stimulating learners’ interest through the fun and challenges of games, making the learning
process more vivid, enjoyable, and attractive.

The basic concepts of gamified learning include the following aspects:

First, the introduction of game elements. Gamified learning incorporates elements such as points,
levels, badges, and leaderboards from games to create a competitive and achievement-oriented learning
environment. For example, in a primary school Chinese language classroom, teachers can establish a
points system whereby students earn points by completing assignments and participating in class
activities, then advance in levels or earn badges based on their points to stimulate their learning
enthusiasm.

Second, the application of game mechanics. Gamified learning emphasizes guiding learners to
progressively achieve learning goals through the design of tasks and challenges. For example, Chinese
language content can be divided into several small tasks, such as word chain games or story continuation
exercises. By completing these tasks, students not only master knowledge but also experience enjoyment
and a sense of accomplishment during the process!!l.

Third, interactivity and feedback. Gamified learning values interaction among learners and immediate
feedback to enhance the social and experiential aspects of learning. For instance, through group
cooperation games and classroom competitions, students learn from and assist each other during
interactions, while teachers provide timely feedback and guidance to help students identify and correct
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mistakes, further improving learning outcomes.
1.2 Educational Theories Underpinning Gamified Learning

The effectiveness and theoretical basis of gamified learning are supported by multiple educational
theories, which provide a solid foundation for its design and implementation.
First, constructivist learning theory. Constructivism views learning as an active process of constructing
knowledge, where learners interact with their environment, using prior knowledge and experience to
build new knowledge systems. Gamified learning guides students to actively explore and discover
through tasks and challenges, enabling them to continuously construct knowledge while solving
problems. For example, role-playing and situational simulations allow students to apply learned
knowledge in real or virtual contexts, enhancing the realism and applicability of learning.

Second, motivation theory. Motivation theory emphasizes that intrinsic motivation and external
incentives are key factors driving learners to actively engage in learning activities. Gamified learning
stimulates students’ intrinsic motivation through external incentive mechanisms such as points, levels,
and badges, along with the fun and challenges provided by games, making learning interesting and
meaningful. For example, setting learning goals and reward systems motivates students to keep striving
for higher achievements and performance.

Third, multiple intelligences theory. This theory proposes that human intelligence is multifaceted,
including linguistic intelligence, logical-mathematical intelligence, spatial intelligence, musical
intelligence, bodily-kinesthetic intelligence, interpersonal intelligence, intrapersonal intelligence, and
naturalistic intelligence. Gamified learning meets the development needs of different types of
intelligences by designing diverse learning activities. For instance, word chain games enhance students’
linguistic intelligence, while situational simulations and role-playing strengthen interpersonal and
intrapersonal intelligences!?..

Moreover, gamified learning is supported by flow theory. Flow theory holds that when individuals
engage in an activity with high concentration and enjoyment, they enter a “flow” state—being fully
immersed and gaining great satisfaction. Gamified learning achieves this by designing tasks and
challenges with appropriate difficulty, enabling students to experience flow during task completion,
thereby enhancing enjoyment and a sense of achievement in learning.

2. Current Implementation Status of Gamified Learning in Primary School Chinese Language
Classrooms

2.1 Application of Existing Gamified Learning Resources and Tools

In current primary school Chinese language classrooms, the use of gamified learning resources and
tools is gradually increasing, becoming an important means to enhance students’ learning interest and
engagement. The existing gamified learning resources and tools mainly include the following types:

First, digital gamified learning platforms. With the development of information technology, many
educational technology companies have developed platforms specifically designed for gamified learning,
such as Kahoot!, Classcraft, and Quizizz. These platforms incorporate game mechanics like points, levels,
leaderboards, and reward systems, integrating Chinese language knowledge into games to provide highly
interactive and entertaining learning experiences. For example, on the Kahoot! platform, teachers can
design online quizzes containing Chinese language knowledge points; students earn points by answering
questions, and those with higher rankings can receive rewards. This approach not only stimulates students’
enthusiasm for learning but also promotes knowledge consolidation and understanding.

Second, educational games and applications. Many Chinese language educational games and
applications attract students’ participation through vivid storylines, exquisite graphics, and engaging
interactions. For instance, “Chinese Character Hero” is an application that helps students learn Chinese
characters and culture through gamification; students complete various tasks in the game to gradually
master the structure and meaning of Chinese characters. Additionally, some applications incorporate
interactive stories and role-playing to embed Chinese language content within game scenarios, enabling
students to learn while having fun and improving learning outcomes.

Third, gamified activities in traditional classroom teaching. Besides digital tools, many teachers actively
introduce gamified activities in traditional classrooms. For example, by using card games, puzzles, and
role-playing, teachers design game segments based on Chinese language knowledge points, allowing



students to learn and master knowledge in a relaxed and enjoyable atmosphere. For example, when
learning idioms, teachers can design an idiom chain game where students compete in groups, which
enhances classroom interaction and improves students’ memory and understanding of idioms.

Although the application of existing gamified learning resources and tools in primary school Chinese
language classrooms has taken shape, some problems remain. For instance, some teachers lack
proficiency in using digital gamified learning platforms, limiting their ability to fully leverage these tools;
some gamified learning resources offer relatively single content, making it difficult to cover Chinese
language knowledge comprehensively. Moreover, the design of some gamified activities lacks
systematization and scientific basis, failing to fully integrate educational theories and teaching objectives,
which requires further improvement and refinement.

2.2 Primary School Chinese Language Teachers’ Cognition and Attitudes toward Gamified Learning

Teachers’ cognition and attitudes toward gamified learning directly affect its application effectiveness
in classroom teaching. Currently, teachers’ cognition and attitudes mainly present the following
characteristics:

First, most teachers hold a positive attitude toward gamified learning. Many teachers recognize that
gamified learning can stimulate students’ learning interest, increase classroom participation, and improve
learning outcomes. They believe that by introducing game mechanics, Chinese language classes become
more vivid and interesting, and students’ learning motivation and enthusiasm are significantly enhanced.
For example, some teachers report that after using gamified learning platforms in class, students’
attention became more focused, the classroom atmosphere became livelier, and teaching effectiveness
clearly improved.

Second, some teachers lack sufficient understanding of the theoretical foundations and
implementation methods of gamified learning. Although many teachers hold positive attitudes toward
gamified learning, the lack of systematic training and guidance causes difficulties in practical application.
For example, some teachers are unclear about how to effectively combine gamified elements with
Chinese language knowledge points or how to design scientifically sound gamified teaching activities,
resulting in unsatisfactory implementation outcomest!.

Third, teachers hold differing opinions on evaluating the effects of gamified learning. While most
teachers acknowledge its role in enhancing students’ interest and engagement, some remain cautious
about its long-term effects and impact on comprehensive competence development. Some teachers worry
that excessive reliance on gamified learning may cause students’ attention to disperse, limiting the depth
and breadth of learning. Furthermore, how to balance gamified learning with traditional teaching methods
is also an important concern among teachers.

To better promote and implement gamified learning, professional training and support for teachers
need to be strengthened. First, schools should regularly organize specialized training on gamified
learning to help teachers systematically understand its theoretical foundations and implementation
methods, improving their professional quality and teaching ability. Second, schools should encourage
experience exchange and collaboration among teachers through teaching observations and case sharing,
fostering practice and exploration in gamified learning. Additionally, schools should provide adequate
resources and technical support to help teachers become proficient in using gamified learning platforms
and tools, and to design and implement high-quality gamified teaching activities.

3. Strategies for Designing Primary School Chinese Language Classroom Teaching Based on
Gamified Learning

3.1 Gamified Design of Teaching Objectives and Content

In gamified learning environments within primary school Chinese language classrooms, designing
teaching objectives and content plays a crucial role. By incorporating game elements and integrating
teaching objectives and content with game mechanics, teachers can effectively enhance students’ learning
interest and engagement.

First, setting clear and challenging teaching objectives is essential. Teaching objectives should
incorporate gamified elements so that students experience challenges and a sense of achievement while
completing learning tasks. Specifically, Chinese language knowledge points can be broken down into



multiple smaller goals and presented in the form of tasks and levels, enabling students to gradually master
the overall knowledge structure by accomplishing these smaller goals step by step. For example, when
learning Chinese characters, a series of character recognition tasks can be designed from easy to difficult;
students earn corresponding points and rewards after completing each task and gradually unlock higher-
level tasks. This design helps students clearly understand their learning progress while motivating them
through continuous challenges and achievements.

Second, combining Chinese language teaching content with game scenarios is important. Teaching
content should be presented through vivid and interesting game scenarios, allowing students to learn and
master knowledge naturally during gameplay. For instance, when teaching classical poetry, a scenario of
an ancient poetry contest can be created, with students playing the roles of ancient poets; by completing
tasks such as reciting, understanding, and composing poems, students earn honors and rewards in the
game, thus stimulating their enthusiasm for learning. This scenario design not only makes the learning
process lively and engaging but also helps students better understand and appreciate the poetic mood and
emotions within a specific cultural context.

Additionally, fully considering students’ individual differences and learning styles is necessary by
providing personalized learning paths and tasks. For example, gamified platforms can record students’
learning data, analyze their learning habits and performance, and customize personalized learning tasks
and levels according to their interests and abilities. Such personalized design better meets the diverse
learning needs of students and improves learning outcomes.

Finally, integrating real-world application scenarios allows students to apply acquired knowledge in
authentic contexts. For example, teachers can design activities such as simulated press conferences or
storytelling competitions, enabling students to use Chinese language knowledge and skills in realistic
simulations, thereby enhancing their language expression and communication abilities. This approach
helps students not only better grasp Chinese language knowledge but also cultivate practical application
skills and improve overall competence.

3.2 Integration of Teaching Activities and Game Elements

Integrating teaching activities with game elements is a vital approach to achieving gamified learning.
Embedding game mechanics into teaching activities can enhance classroom interaction and fun,
improving students’ learning outcomes and enthusiasm!®,

First, designing gamified introduction and review phases is crucial. Both introduction and review are
important parts of the teaching process; gamified design can effectively capture students’ attention and
stimulate learning motivation. During class introduction, teachers can create small games related to the
lesson content, such as idiom chain games or word matching games. These mini-games not only spark
students’ interest but also guide them to quickly enter the learning state.

Second, incorporating gamified elements into reading and writing activities enhances the enjoyment
and interactivity of these core Chinese language teaching tasks. In reading instruction, scenario
simulation games can be designed, where students engage in role-playing and situational dialogues to
deepen their understanding of the text and characters’ emotions. In writing instruction, game segments
such as story continuation or creative writing contests can inspire students’ writing creativity and
expressive desire. For example, a “story chain” game can be designed, where students take turns to
continue writing a complete story, cultivating creativity and writing skills.

Moreover, using gamified learning platforms and tools boosts classroom interaction. Platforms like
Kahoot! and Quizizz enable the design of online quizzes and competitions containing Chinese language
knowledge points. Students engage in interactive games, receiving timely feedback and rewards, which
increases both fun and effectiveness. Through these platforms, teachers can monitor students’ learning
progress and performance in real time and adjust teaching strategies based on student feedback. For
example, during idiom learning, teachers can design an idiom contest on Quizizz; students earn points
and rewards by answering questions about idiom meanings and usage, which both reviews idioms and
adds fun and challenge to learning.

3.3 Gamified Promotion of Student Interaction and Collaboration
In gamified learning classrooms for primary school Chinese, student interaction and collaboration are

key factors for enhancing learning outcomes. Designing cooperative and competitive game segments
promotes communication and teamwork among students, thus improving learning effectiveness.



First, designing group cooperative games and competition mechanisms fosters students’ team spirit
and collective honor. For instance, the class can be divided into several groups that accumulate points by
completing different learning tasks and game challenges, with the top-performing group eventually
recognized. This design not only strengthens students’ awareness of teamwork but also motivates their
learning drive.

Second, setting personalized learning tasks and incentive mechanisms based on students’ interests
and abilities encourages autonomous learning and exploration through gamified rewards. For example,
individual challenge tasks allow students to select tasks according to their own learning pace and interests;
after completion, students earn points and rewards, which stimulate learning interest and initiative.

Furthermore, gamified platforms can facilitate remote interaction and collaboration. Using online
gamified learning platforms, students can interact and collaborate outside of class. For example, through
online discussion forums and cooperative tasks, students share learning experiences and resources,
further enhancing learning outcomes and collaboration skills.

3.4 Gamified Application of Teaching Evaluation and Feedback

Gamified learning should extend beyond teaching content and activities to include teaching
evaluation and feedback. Introducing gamified evaluation and feedback mechanisms enables timely
understanding of students’ learning status and provision of targeted guidance and support!®l.

First, designing gamified evaluation criteria and methods is essential. Teaching evaluation should
incorporate gamified elements and establish diverse and engaging evaluation criteria. For example,
evaluation can be conducted through points, levels, badges, and other forms to assess students’
performance and progress in classroom activities. Meanwhile, various evaluation tasks such as
knowledge quizzes, reading comprehension, and writing presentations can be designed to provide a
multidimensional assessment that comprehensively reflects students’ learning achievements.

Second, providing timely and effective gamified feedback is key to improving learning outcomes.
Teachers should use gamified learning platforms to monitor students’ learning progress and performance
in real time, offering personalized feedback and guidance. For example, through online quizzes and
competitions, teachers can promptly identify students’ weak knowledge areas and provide specific
learning suggestions and remedial measures to help students improve continuously.

Additionally, encouraging students to conduct self-evaluation and peer evaluation through gamified
mechanisms cultivates their reflective ability and evaluative awareness. For instance, personal growth
records and group evaluation forms can be designed for students to document their learning progress and
feelings, while also evaluating and providing feedback on peers’ performance. This mutual learning and
encouragement foster collective progress.

Conclusion

This study, through analyzing the theoretical foundations of gamified learning and the current
implementation status in primary school Chinese language classrooms, proposes a series of teaching
design strategies based on gamified learning. Future research should further refine specific
implementation strategies and verify their effectiveness through larger-scale empirical studies. At the
same time, attention should be paid to different grade levels and individual student differences, exploring
more diverse and personalized gamified learning methods to better meet students’ learning needs and
developmental requirements. Through continuous research and practice, the application of gamified
learning in primary school Chinese classrooms can be continuously optimized and improved, providing
strong support for enhancing teaching quality and students’ comprehensive competence.
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