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THE APPLICATION OF A GAME METHOD IN TEACHING
CHINESE: A CASE OF CONFUCIUS INSTITUTE AT
V.N. KARAZIN KHARKIV NATIONAL UNIVERSITY

Wang Erxi (China)

In teaching Chinese as a second language, the game method refers to the method in
which the teacher uses the means of fun, flexibility and diversity to spark the enthusiasm of
the students or to consolidate what they have learned. And the games can be used before the
start of the class, in the middle of the class or before the end of the class. In addition, this
approach can be adopted from in the primary schools to universities, from the Chinese
learning beginners to the advanced Chinese learners.

With the increasing people studying Chinese abroad recent years, the method of
traditional Chinese teaching approach has been challenged. Due to the different cultural
backgrounds of students, the Chinese teachers might find that it is very difficult for foreign
students to focus on the Chinese learning in the class, because they can not adapt themselves
to that kind of exam-oriented teaching method Chinese teachers usually adopt and the cram-
studying way many Chinese students used. However, as there are more and more young
teachers devoted themselves to the Chinese teaching career, this method of “education
through fun” has also attracted more and more attention from the TCSL (Teaching Chinese
as a Second Language) teachers, those young teachers in particular, as they came to realize
that “the aim of teaching the second language is no doubt to develop the communication
skills of those learners”.

Therefore, more TCSL teachers have begun to transform from the traditional Chinese
class model of “teacher-centered” to a brand new model of “student-centered”, and the
“game method” plays a particularly important role in the latter. Based on the author’s
experience, the author has illustrated eight games implemented in the class of HSK Level 2
in Confucius Institute at Kharkiv National University in Ukraine as example. The author is
going to discuss the entire procure of implementing the games, including the name of the
game, the advantages and disadvantages of the games and so on.

Apart from the mentioned above, the author is going to discuss the aspects teachers
should pay attention to the process of the game in the class and the role teachers should play
in the application of the game method from three dimensions.

Key words: Chinese, game method, implementation process, improvement plan,
teachers’ role.

Ban Epci. Bukopucrannsi irpoBoro mMeroay y BHKJAJaHHI KHTalcbKOi MOBH:
Tematuuyne pgociaigxennss Incrutyty Kongyuis y XapkiBcbkoMy HalioHaJbLHOMY
yHiBepcuteti imeni B.H. Kapa3zina. Y HaB4aHHi KuTaiicbK0i MOBH SIK iIHO3€MHOI METOJI IpH
HAJICKUTh JI0 TPYIH METOJIB, y KUX YYUTEIh BUKOPHUCTOBYE 3aCO0U BECEIIOLIIB, THYYKOCTI i
pi3HOMaHITHOCTI. IrpH MOXKHa 3aCTOCOBYBaTH I€pe] IOYAaTKOM, Y cepeiuHi abo mepen
3aKkiHueHHsM 3aHATTS. KpiMm Toro, ueil miaxia Moxke OyTH BHKOPHCTAHHH SK y MOYaTKOBIii
LIKOJI, TaK 1 B YHIBEPCHUTETI, SIK Ul MOYAaTKOBOTO, TaK 1 JUIS MPOCYHYTOrO PiBHS OCi0, sKi
BHBYAIOTh KUTAHCbKY MOBY. Y 3B’SI3KYy 31 3pOCTaHHSM KUIBKOCTI JIFOJeH, SIKi BHUBYAIOTh
KHTAalCbKy MOBY 3a KOpPAOHOM, OCTaHHIM 4YacoM OyB IOCTaBJICHHWI Mil CYMHIB METO[
TPaJULIAHOTO BUKJIAJaHHS  KHTaiicbkoi MOBH. [HO3eMHHM  CTyAEHTaM  CKJIQ/HO

© Wang Erxi, 2019



Bunyck 34 2019

aJIanTyBaTUCSA [0 OPIEHTOBAaHOTO Ha ICHMT METOAY HABYAHHS, SIKHH 3aCTOCOBYETBCS
KATaWChbKUMHU BuHTensiMH. OJiHaK, OCKUIBKM BCe Oinblie W OUIbIE MOJIOJUX YYHUTEIIB
NPUCBSYYIOTh cebe Kap’epi BHKJIAJa4ya KHTAHChKOI MOBHM, METOJ| «OCBITH uepe3
3a/I0BOJICHHSI» TAaKOX IIpUBEpTae Bce Oinmblme yBaru 3 Goky BumreniB TCSL (BuKiagaHHS
KUTaHCHKOI MOBH SIK IHO3€MHO{), OCKIIBKY BOHH 3pO3YMLIIH, [0 METa BUKJIAJaHHS iHO3EMHOT
MOBH TIOJISITAa€ B PO3BUTKY KOMYHIKaTHBHUX HaBUUYOK y4HiB. binbiie Buntenis TCSL novamm
MEPEXOJAUTH BiJl TPAIULIHHOI KHTAWCHKOI «OPI€EHTOBAHOI HA BYMTEINS» MOJEII 3aHATTS 10
I[IIKOM HOBOI — «CTYHEHT-OPi€HTOBAHOI». ABTOp y SKOCTI IpPHKIALy OIMCaB BiciM irop,
sanisHaux Ha 3aHATTsAX HSK 2-ro piBas B Incturyti Kondymis B XapkiBcbkoMy
HamioHanpHOMY yHiBepcuteri imeHi B.H. Kapasina. ABTop okpeciroe Bech mporec
peaiizamii irop, 3a3Ha4ae Ha3By I'pHU, IIEPEBar i HEIOMKH irop Tomo. OKpiM 3a3HAYEHOTO
BHIIIE, aBTOP HA3UBAE aCIIEKTH, Ha sIKi CJIiJ 3BEPHYTH YBary BUKJIagadaM IIiJ yac rpu.

KurouoBi ciioBa: irpoBuii MeToJ, KHTaliChbKa MOBa, IUIaH IIOKpAILEHHS, IPOIEC
YIPOBaKEHHS, POJIb BUKJIagaya.

Ban Jpcu. Ucnosib3oBaHne UrpoBOro MeToa B NPenoAaBaHHH KUTAHCKOro sI3bIKa:
TemaTHyeckoe ucciegosanue Mnerutyra Kondyuusi B XappbKOBCKOM HALHOHAJbHOM
yHuBepcutere umeHn B.H.Kapa3una. [lpu oOydeHun KuTaifickoMy s3bIKY Kak
UHOCTPAaHHOMY, HWIPOBOH METOA OTHOCUTCS K TIpYIIEe METOAOB, B KOTOPBIX YUHTEIb
HCIOJB3YeT CPE/ICTBA Pa3BIICUCHHS, THOKOCTU U Pa3HOOOPAa3us, YTOOBI BHI3BATH SHTY3HA3M
YUaLIMXCSl WIM 3aKPENUTh TO, YTO OHU M3YYMIH. MIrpbl MOXKHO HCHONBb30BaTh 10 Hayania
YpOKa, B CepelHe YpOKa WIIH Iepe]] OKOHYaHHeM ypoka. KpoMe Toro, 3TOT moaxox Moxer
OBITh IPUHAT KaK B HA4YaJbHBIX IIKOJAX, TaK MU B YHHBEPCUTETaX, KaK JUIl YYEHHKOB Ha
HayaJbHOM JTale U3y4eHHs KUTACKOro s3bIKa, TaK U 1JIs NPOABUHYTHIX B €ro u3yyeHuu. B
MOCJIE/IHUE TOJbl BCE OOJIbLIC JIIOACH H3y4aroT KHUTAHCKUI s3bIK 3a PYOEKOM, MOITOMY
TPaJULIUOHHBIH METOX MpPENOAaBaHMA KHTAHCKOTO S3bIKa IIOJIBEPIraeTCs COMHEHHUIO.
HHocTpaHHBIM YUEHHKAM JJOCTATOYHO CJIOXKHO COCPENOTOUUTHCS Ha U3YYEHHU KHTAHCKOro
s3bIKa B KJacce, IOTOMY YTO OHHM HE MOT'YT IIPUCIIOCOOUTHCS K METOy O0y4YeHUsl, KOTOPBIH
OPMEHTHPOBaH Ha OJK3aMeHbl. MeTon «o0pa3oBaHMsI uepe3 YHOBOJBCTBUE» TaKiKe
npuBIeKaeT Bce Oosblue BHUMaHUS co cTopoHbl yuutenelt TCSL («IlpenonaBanue
KHATAaWCKOTO sI3bIKa KaK MHOCTPAHHOTO»), MOJIO/BIX Y4YHUTENEH, B YaCTHOCTH TeX, KOTOpHIE
OCO3HAJIM, YTO LIEJIbI0 OOY4YEeHHsS MHOCTPAHHOMY S3bIKY, HECOMHEHHO, SIBISIETCS pa3BUTHE
HaBBIKOB 00weHus yuamuxcs. [lostomy Bce Oonbiue yuureneit TCSL Hauanu nepexoiuTsb
OT TPaJULHOHHOW KUTAlCKOW «OPHUEHTHMPOBAHHOH HA YyUYHTEINS» MOJEIH 3aHATHS K TaKOMH,
KOTOpasi «KOPUEHTUPOBAHA HA YUCHHKa», U 3aJJeHCTBOBATh «METOJ] UIPbI». ABTOP B Ka4eCTBE
nprMepa MPUBOIUT BOCEMb HIP, peann3oBaHHbIX Ha 3aHaTusx HSK Level 2 B Uuctutyre
Kondynus npu XappkoBcKkoM HaroHanbHOM yHHBepcuTerenmenn B.H. Kapasuna. AsTop
OIHMCHIBAET BCIO MPOLEAYPY BHEAPEHUS UTP, BKIIOYAs HA3BaHHUE WUIPHI, €€ IPEUMYIIECTBA U
HEJOCTaTKU. ABTOp OIpeNeNseT acHeKThl, Ha KOTOpbIe MOJDKHBI O00paliaTh BHUMAaHHE
YUYHUTENsI B MPOLECCE UIPBl, H POJb, KOTOPYIO YUHUTENs JOJDKHBI BBINOJHATH B Ipolecce
UCTIONB30BAaHUS UTPOBOTO METOJIA.

KiroueBble cj10Ba: MrpoBOd MeTON, KUTAHCKUH S3bIK, IUIaH YIIy4IIEHUs, IPOLEC
BHEJIPEHUSI, POJIb IIPEIoJaBaTes.

The degree of scientific research of the issue. Game methods have
long been used in the teaching filed abroad. Many international
educators believe that game method can assist teaching effectively,
stimulate students for learning and make them enjoy the joy of learning
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success, because “the interestingness is an important mean to spark the
enthusiasm of students for study” [2].

Relatively speaking, game method teaching in China started up late.
Chen Qinhe was the fist scholar in China who explicitly proposed the
important role of game teaching in education field, but the main object
of his study were children. Later, Wu Yexian also had mentioned the
game teaching method in the Primary School Game Teaching Theory
and extended it to the field of primary school. At present, many
scholars in China have also begun to study the use of game methods in
teaching Chinese as a foreign language, and many related works have
appeared. Such as Tian Weiping (1997), Multidimensionality of
Teaching Chinese as a Foreign Language, Zhou Jian (1998), Chinese
Classroom Teaching Skills and Games, Yang Jizhou and Cui Yonghua
(2002), Teaching Skills for Teaching Chinese as a Foreign Language.

These studies mainly focused on the classification of game teaching
methods, and their roles in the class of Chinese teaching. Based on the
predecessors, the author is going to analyze and discuss the game
method with the games that had been implemented in the class of the
author.

The aim of the article is to discuss the role and significance of
game method in teaching Chinese as a foreign language with the
examples from the author’s class and the main beauty and some
shortcomings of them. The game methods mentioned below are all
from the real cases in the author’s personal teaching experience, which
would provide readers with some references.

The topicality of the research. In teaching Chinese as a foreign
language, the gamemethod refers to the method in which the teacher
uses the means of fun, flexibility and diversity to spark the enthusiasm
of the students or to consolidate what they have learnt.The acquisition
process of the second foreign language, especially the acquisition of
Chinese, which is quite different from the language of Western
countries, tends to become harder and boring. With the increasing
number of overseas students learning Chinese recent years, the
traditional teaching methods are more likely to timid Chinese learners.
With the growth of the number of students learning Chinese and the
rejuvenation of Chinese teachers, this method of “education through
fun” has also attracted more and more attention from teachers who
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teach Chinese as a foreign language. Due to the different cultural
backgrounds of students, more and more teachershave begun to
transform the teaching model from “teacher-centered” to “student-
center ed”, and the “game method” plays a particularly important role
in the latter. The game method can change the cramming learning of
traditional Chinese education to a certain extent, so that students can
transfer from being passive to active,and unconsciously memorize
knowledge during the game. “It is no denying that the teaching can be
demonstrated effectively, only when the enthusiasm and motivation of
students have be activated” [3]. While experiencing the fun of the
game, students consolidate what they have learnt, and find out the
knowledge they have not mastered in a certain aspect.Thus, with the
joint efforts of teachers and students, the teaching objectives of the
class can be completed.

Presentation of the main material. Based on the author's
experience, eight specificcases of eight games implemented in HSK
class 2 have been listed below, from the name of the game to the
process of implementation and advantages of them.

Case 1:

Game name: Tongue Twister.

Game time: 10 minutes.

Before the game: After transcribing the tongue twister on the
blackboard, the teachershould put the Pin Yin above the Chinese
characters and explain it first. The teacher willshow an example and
lead the reading. Then students will be given three minutes for
preparation. The point is to see who can say the tongue twister fast and
fluently in the specified time.

Tongue Twister content:

1. “PZA R AN R, A A B A B, > [ch'ih pu t'ao
pu t'u p'u t'ao p'i, pu ch'ih p'u t'ao tao t'u p'u t'ao p'i.] (The one
eats grapes doesn't spit the peel,the one who eats grapes spits the peel).

2L KR, B RUEL, 4 RUEAEXUE  [hung feng huang, fen
feng huang, fen hung feng huang hua feng huang.] (Red phoenix,
pink phoenix, pink phoenix colourful phoenix).

During the game, students take the initiate to raise their hands
to challenge their favorite tongue twister.
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After the game, the teacher leads a reading again and correct the
pronunciation mistakes of students.

Advantages: The tongue twister itself is a special form of art that
greatly develops students’ language and thinking skills. The Chinese
tongue twister itself is different from the sentences in the textbooks,
which is easy to give students a sense of novelty and arouse their
interest. And not only in Chinese, but the tongue twisters of each
language contain the cultural elements of the country. For example, in
the tongue twister number two, the “X(JEl” [feng huang]
(phoenix) involved is the queen of birds in the Chinese legend. The
game not only enables students to discern confusing
pronunciations, but also exercises the flexibility of students’ mouths
and inspires their desire to try new things.

Highlights of the implementation: Some students challenged the
tongue twister in the form of Rap and a quiet and shy boy took the
initiative to challenge this game and completed the task perfectly.

Case 2:

Game Name: Making a story “word one by one”.

Game time: 15 minutes.

Before the game, the purpose of the game is to consolidate and
review the learned words. Since the words used are those have just been
learnt in the previous lesson, so the teacher only need to lead students
to read first and introduce the rules of the game.

During the game: Taking the new words of I understand, but |
remember incorrectly in the New Practical Chinese 2nd as an example.
A main character “Sasha” could be set. And then students make
sentence by speaking in turn with the words one by one in the book.
The sentence needs to be made around the protagonist “Sasha”, and the
next sentence must has certain relevance to the previous sentence.
There are some sentences made by students below.

“Sasha TEVIFE 24 IR 55 [ tsai fan kuan tang fu wu yiian] (Sasha is
a waiter in the restaurant).

“Mh B A e, "Z TIRZ A0, [ta tao ch'a kuan te shih
yu,ch'ih le hen to tien hsin] (He had many refreshments when he was in
the tea house).

“HR5 51> [fu wu yiian] and “s5.0»” [tien hsin] are the new words
in the list.

19



Bunyck 34 2019

The first student would start the game by making a sentence and be
followed through until the last word of the text has been used.

After the game, the common grammatical mistakes would be
pointed out and corrected, and the words that students did not fully
grasp would be reviewed. Besides, recording down the story would be
set as a homework.

Advantages: This kind of story review method can impress students
more compare with direct dictation. The process of story making is not
only a test of the mastery for the learnt words, but also of the ability to
understand the sentences made by other students. Obviously, making
sentences one by one is much less fun, and easier makes them mind-
absent.

Highlights: There were some correct and funny sentences often
made by students which set the whole class laugh. It is very beneficial
to activate the atmosphere in the classroom and to enhance the affection
between students.

Case 3:

Game name: You describe, I guess.

Game time: 25 minutes.

Before the game, a simple review of the names of vegetables and
fruits which have been learned would be conducted by teacher and then
students would be given 3 minutes for preparation. The aim is to review
and consolidate the name of common fruits and vegetables.

During the game, the students would go to the front of the class to
describe the fruit or vegetable without mentioning the name. And other
students would make a guess. As long as that kind of fruit or vegetable
has been named out, it would be written down on the blackboard. The
fruit or vegetable that has been described cannot be described again.
And the game would not end until the last student finished.

After the game, teacher should correct the typos of the Chinese
characters on the blackboard and lead the students to read together.

Advantages of the game: Since the fruits and vegetables that have
been described cannot be repeated, no students wanted to lag behind, so
everyone was active in the game. Every student has the opportunity to
play a role, thus the shorter the guess time would be , the greater sense
of fun would be. So this game allows everyone to maintain a high
concentration on the class and the full participation. The procedure
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describing the fruits and vegetables is the exercise of the description
ability and the detail presence ability of the students. It is also the
exercise of listening to the students in the audience. The traditional
method of learning and reviewing collective nouns is only for teachers
to read the words on the books and repeated by the students or the
direct translation method. After that, the teacher would extend
something new based on the existing words. This game method allows
students to switch from the learning model of a single input and no
output to the learning model of a large number of interactive inputs and
interactive outputs. This enables students not only to grasp the word
itself, but also the feature of the word.

Highlights of implementation: If the name cannot be guessed out
after the description of one student, questions about details would be
come up with. This not only enhances the interactivity between
students, but also develops the practical communication skill of
students.

During the process of this game, the author found out that the
description of Ukrainian students reflected strong local cultural features
and logical thinking different from Chinese students. Let’s take the
following cases as an examples. For instance, a male student’s
description of banana was a kind of yellow African fruit. (Typical
Chinese students’ description would be a type of curved and yellow
fruit). And a female student’s description of potato was a kind of
famous vegetable in The Republic of Belarus. (Typical Chinese
students’ description would be something delicious which can be made
crisps and chips). What surprised me even more is the students in the
audience gave quick, accurate and consistent answers while I had no
clue at all. The cultural differences behind is worthy of further
reflection.

Case 4:

Game name: self-directed play.

Game time: 30 minutes.

Before the game, the teacher would explain the new words and
grammar of the story in the ““Reading and Retelling” of the New
Practical Chinese 2nd first. And then students would be divided into
several groups and given seven minutes for adaption and rehearsal.
After that, the play would be performed in front of the class one by one.
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During the game, each group of students take the initiative to
perform in front of the class. Until now, the stories adapted and
performed mainly involved What the Big Black Bear Said to You, Paint
a Snake with Feet, The Dream of Red Mansion-The Love Story of Jia
Baoyu and Lin Daiyu, and so on.

After the game, the teacher should give affirmation and appreciation
to students’ performance and make some comments on it. For instance,
the teacher should point out the mistakes of grammar and words in the
dialogue and give credit for students’ self-designed lines.

Advantages: This kind of approach is free from the boring and rigid
“reading and retelling” form, allowing students to “read and retell” the
article in a more vivid way, and to add their own understanding and
innovation into the story.

Highlights of implementation: In the performance, I was pleasantly
surprised by the fact that many students prepared the “props” for
performances with the existing conditions. For example, when
performing What the Big Black Bear Said to You, it was in winter. In
one of the groups, a girl who played “big black bear” wore black fur
coat and put the hair up into two buns to make herself more convincing.
During the performance of Paint a Snake with Feet, a group of students
also prepared Chinese classical music as background music. As a result,
most students can retell the story they performed, in that they memorize
the story in a subtle way during the adoption and performance.

Case 5:

Game name: You point, | say.

Game time: 5 minutes.

Before the game, the name of each part of the body would be
introduced first, so the game is to consolidate the content learnt.

During the game, the teacher points a finger to a part of himself or
herself, and the students need to give a quick response by saying the
name of that part out loud. Mainly involved parts of body in the game:
hair, eyes, ears, teeth, mouth, nose, hands, feet, thighs, calves,
shoulders and so on.

After the game, review and read the words.

Advantages: Most of the teaching for the name of the parts of body
adopts the direct translation method. When learning or reviewing, the
students just repeat the reading of their teacher, which means there is
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just input of hearing but no output. Using this game method, students
can develop their capacity of reaction and words distinction.

Case 6:

Game name: See who is fast.

Game time: 5 minutes.

Before the game, teacher would explain the test papers and organize
such competitive games when encountering exercisable words. A
collective noun would be written on the blackboard first and then
students would be allowed to come up to write specific nouns freely.
Words that have been written cannot be repeated.

During the game, the listed words were: furniture, transportation,
sports and so on.

After the game, teacher should correct the wrong words and read all
the words on the blackboard.

Advantages: Enlarge the vocabulary of students in a certain field of
area.

Highlights: Since everyone had to write and the words that have
been written cannot be repeated, so all students were very active and
eager to try.

Case 7:

Game name: You call, I read.

Game time: 7 minutes.

Before the game, number each students.

During the game, after numbering each students, the teacher would
say a number at random. And then, the first sentence of the text would
be read by the student with the according number. After reading. the
student would say a number at random similarly, and the process would
be repeated until the last sentence be read.

After the game, correct the pronunciation

Advantages: Due to the unknown of the next reader, the whole class
was kept in a state of highly attention, so that they can focus on the
listening to the text reading. Compared with the traditional text reading,
it is more fun and absorbing.

Case 8:

Game Name: Seven.

Before the game:

1. Review the numbers from 1 to 100.
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2. Rules interpretation. Counting numbers from 1 to 100 one by one,
students should clap their hands instead of saying the number out loud,
when it comes to the numbers 7-related (such as numbers with 7: 17, 57
and so on, or multiples of 7: 14, 49, etc.). If one student makes mistake,
he or she would be punished (singing a Chinese song, or reading a
Chinese poem).

During the game, several students often made a slip of tongue, so
they always had to perform. Besides, I also participated in and made a
slip of tongue. After that, I sang a Chinese song that appeared in the
recently watched movie by the whole class.

After the game, the teacher can count the number from one to one
hundred with students again.

The highlight of implementation: teacher involvement increased the
fun and tension in the entire game. But in fact, it is obvious that
students were more expecting teachers to perform after “mistakes” in
the game.

The problems that may occur during the implementation of the
game and the possible countermeasures. The establishment of the
game method in teaching is relatively short in China and has not yet
formed a completed system.Therefore, in the process of its
implementation, many problems would inevitably occur. For the cases
listed above, it is advisable to discuss the problems that had been arisen
or may be arised in the game, and propose some possible solutions for
improvements.

Case 1:

Problems: Because some of the words in the tongue twister were
beyond the current level of students, in that we need to spend some
time on the explanation. At the same time, students needed some time
to digest. Therefore, using too much time or students being timid to try
might occur.

Possible solutions: Teacher can adopt some tongue twisters without
new words, or use the learnt words to create the tongue twister which
suits the level of students.

Case 2:

Problems: Due to the large amount of new words in the text, and the
fact that the students did not review in time, a lot of words learnt were
forgotten, which led to the situation when sometimes the sentences
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created were completely out of the usage of words and logic. Secondly,
during the game, many students were still in a state of not
understanding the rules of the game which made the repeated
explanation become a necessity. Besides, there were many other
students playing mobile phone, when another student was making a
sentence. As a result, the final story was no longer with a storyline, but
a simple lineless combination, and lost the fun of the game itself.

Improvement plan: The game may not suit beginners to play, and
should be implemented at a higher level.

Case 3:

Problems: Students had a dispute over the line between vegetables
and fruits. Moreover, due to the rules of first-hand up, first-say, there
was a phenomenon in which several students raised their hands at the
same time which made the teacher difficult to decide the order of them
to describe. During the game, due to the limited level of students,
sometimes the description was not satisfactory, so some students used
drawing to help. Furthermore, when students felt that their vocabulary
was not enough to describe some details, they may begin to use Russian
for many cases. Under such circumstances, I can only emphasize the
rule “Chinese-Only” again and again.

Improvement plan: Make rule, like “Chinese speaking only” in
advance and according to “punishment”.

Case 4:

Problems: There might be some students who are too shy to perform
in front of the class (but this kind of situation didn’t appear in my
class).

Improvement plans: Teacher can invite those more introverted
students to perform in the middle of the line, so that they would either
have the pressure of being the “pioneer” or “the last one”.

Case 5:

Problems: When it comes to the lower part of the body, the students
sitting in the rear can not participates in the game, because of the
blocking of their sight.

Improvement plan: Teacher can have drawing on the blackboard
instead of pointing at his or her own body.

Case 6:

Problems: Because everyone was free to write on the blackboard, it
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was easy to lead to chaos and injury. Besides, the students in the rear
thought that the students in the front had more edge since they were
closer to the blackboard.

Improvement plan: Teacher can adopt the method of numbering
lottery, so that everyone has the opportunity to write and it would also
help to keep the class in order.

Case 7:

Problems: There was a situation that completely out of my
expectations which made the game lose the original purpose.

At the beginning of the game, everyone was very excited and
cautious. However, afiter being familiar with everyone's number, some
students repeatedly said the numbers of their friends out of mischievous
psychology. In the end, students who can read the text only clustered in
a small group, while other students were left out and ignored.

Improvement plan: The number should be randomly selected by the
teacher, so that both the suspense and the fairness can be guaranteed.

Case 8:

Problems: Because the students who made slip of tongue
outnumbered the Chinese songs and poems studied in the previous
period, in that some students chose to sing Russian songs as
“punishment”.

Improvement plan: Students who choose to sing Russian songs or
have performance that are not related to Chinese should explain the
contents of the performance in Chinese after the performance.

Conclusions. The game methods mentioned above are all from the
real cases of the author's personal teaching experience, which would
provide readers with some references. But in the implementation, there
are still many aspects that must be paid attention to. First of all, teacher
must take into account the Chinese level of the students and clarify the
rules of the game in advance in the design and implementation of the
game method. Secondly, it is necessary to distinguish the boundaries
between “learning” and “playing”, and not to make the game become
the leading subject in the teaching, but to serve the teaching itself.
However, to integrate knowledge into the game skilfully is still
difficult. In addition, the time arrangement of the game, the simplicity
of the rules, the frequency of game implementation, also need to be
taken into account.
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In general, the primary purpose of the game method is to consolidate
the knowledge that is learned, and the second is to spark the enthusiasm
of the students and activate the atmosphere in the classroom. In
addition, it is necessary to pay attention to the fairness and purpose of
the game, so that students can develop their cognitive, communication
skill and improve their knowledge during the game at the same time.

In the implementation of the game, teachers should play a role in
guiding and supervising. Teacher should keep a balance between the
role of organizer, bystander, and even participant sometimes. As an
organizer, teacher should consider the application of the game in the
teaching before class in all respects. First, It should be taken into
consideration that the purpose of the game, such as keeping the class in
order, introducing new content, or reviewing and the teaching goals that
should be completed.

Second, the time of the game should be planed. In the case that the
game does not take up too much time in the class, students can enjoy
leaning fully while having fun. Again, before the game, the teacher
should use concise words to explain the rules of the game to the
students. What's more, after the game, the teacher needs to summarize
and reflect on the game in time to find out the pros and cons of the
game and the likes and dislikes of the students, so as to design a game
that is more in line with the needs of the class and the characteristics of
the students. At the same time, those games that are not effective and
even have a negative impact on students should be eliminated.

As a bystander, teacher should mainly play a role in maintaining the
order during the implementation of the game. In the case of excessive
enthusiasm and neglect of the rules of the game, teacher should clam
the students and emphasize the rules of the game in time, so as to
ensure the continuance of the game. When students have some
grammatical or verbal errors during the game, the teacher should not
suddenly interrupt the game for the sake of accuracy, but summarize
and correct the typical mistakes after the game. However, if
uncontrollable situations occur during the game, and the teaching
cannot be continued, the teacher should end the game in time and bring
the students' attention back to the classroom.

In addition to organizers and bystanders, teacher can join the game
in many cases. As a participant, the teacher can play a role model and

27



Bunyck 34 2019

guide the students during the game, which is more beneficial to
students’ understanding of the rules of the game and the going on of the
game. Moreover, the identity of such “participant” helps narrow the
distance between teachers and students, making students feel that their
teacher is also a part of them.

Perspectives of further research. The author hopes there will be
more TCSL teachers adopt game method in the Chinese teaching to
stimulate students or to consolidate what they have learnt. Besides, it is
advisable to record the game implemented in the class which could
provide other Chinese teachers with the value of study and references.
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