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Abstract

This study explores the impact of digital gamified learning tools, with Gimkit as a
case example, on vocabulary retention, learning motivation, and learning anxiety in
beginner-level Chinese instruction at an American high school. The participants were
ten third-year Chinese learners from a public high school in the northeastern United
States, whose proficiency ranged from ACTFL Intermediate Low to Intermediate Mid.
The four-week instructional intervention was based on Section 1 of Chapter 13 in Go
Far with Chinese (Vol. 1), a textbook published in Boston. The core lesson focused on
expressing temporal order and repeated actions. The experimental curriculum
incorporated 21 key vocabulary items, including ten basic terms drawn from the
textbook (subject names and sequential adverbs) and eleven supplementary words
selected by the researcher to support students in extending their language use beyond
the textbook to real-world school contexts.

Gimkit was selected as the primary digital learning platform due to three
distinctive features: (1) it provides detailed real-time performance data, including each
student’s accuracy per word and overall class mastery, which supports instructional
diagnosis and adaptive planning; (2) it offers diverse game modes for both individual
and group participation, aligning with the principles of autonomy and relatedness in
Self-Determination Theory; and (3) students consistently expressed a strong preference
for Gimkit over other platforms such as Quizlet or Kahoot, indicating high acceptance
and willingness to engage.

A mixed-methods research design was adopted. Data collection included three
vocabulary tests, three attitudinal surveys, five sets of system-generated Gimkit records,

student interviews, and classroom observations. Quantitative analysis revealed that



students’ vocabulary test scores and Gimkit accuracy rates improved significantly over
time. Their motivation increased noticeably during the latter part of the intervention,
while their anxiety levels gradually declined. Qualitative findings showed that students
developed memory strategies, actively corrected mistakes, and demonstrated deeper
understanding and willingness to apply challenging vocabulary such as sequential
adverbs. Teacher observations further confirmed a shift from initial trial-and-error
behavior to enthusiastic engagement, highlighting the positive influence of gamification
on classroom climate and learning behavior.

In sum, both quantitative and qualitative findings suggest that Gimkit not only
enhanced vocabulary acquisition among beginning Chinese learners but also
contributed to increased motivation and reduced anxiety. The results offer concrete
insights and practical guidance for future -curriculum design, instructional

implementation, and assessment involving digital gamified tools in language education.

Keywords: digital gamified learning, Gimkit, Chinese language instruction, vocabulary

retention, learning motivation, learning anxiety, mixed-methods design
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ﬁ%f@ Fa N Agreh b > 3 G v % Bk F ek T I o

PR BRAEXRFHETEEEgEN 72 KEPIESFEER - Hou &

‘%”“

Ching (2013) 4p & > F# ™ A2kt i P BREF P HREF LR RF
Fo MR GERE BV AR ANEY B F LR TR g

%;;:Jg'ﬂ

4@3

1 E o

X7
™

FER MG FY ORESY 0 ¢ G A R AFEHTY D
B:E 1% o Hamari % 4 (2014) & {72 };J%‘}‘"}é?f%’ffr I & i Rl =
BIERN T Kk P "itift‘léi'”jﬁ EEREN AR s HaEERE

:%3 ‘:a\'i;( °

FHRE Y HDAKE L Sk
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CPUT PR RE R RO R BB Y Skt B o 4
OF YRR L F Y s R RS Yip &

Kwan (2006) 335 » 50+ ¥5Ear § »cis (8 4 e f e e B i 4 Meta

AFEREA R BAKE > SR R HE A F LA R4 Y S
Bend o B (TR 8 04 3 07) iR g 5B S ST

Bl4e 0 Ozdemir (2024) %+ 43 B R %A= g chix &£ A 498 B > @ * Kahoot!
SRR EY I ENPHRELEEIF P DT HLIREFF N HEBE (T
Era e =0.77) AR N FihefRET AT ERE S RE ORE
~1.49) > B RNt g A B A L IERFTATE @ o R HA T :};1 i
BNty R A gRAF 2 DF Y E s Ok E =096) T HF Y IR

APREI e BB TN EMBP ARSI Y AETEY TR 52 0

# %% Cheng ¥ 4 (2025) # 7 M2 7RI RATHT @
rERLAFAEFRAFECE IR T A Hm s Bila o R
B 0 B2 AR R T RRARP EEN c SFTRFEFR
FoHeEd G ZEYLBP IR E S P AR EMRY BE T {
enbh 4~ LiTHA BEENS o T AR RS FREY
Mubarok % 4 (2025) mME& L F ¥ 4 SR T« FEF 0 H:E Kahoot!
TERFEFEY R BEFPRMR I FEFENHEY ALY

SRR PR FEMAE T SN KF RS FY St i B F
WEBM TRy AI BRI FAHEY P FEFLF OB LRE R
iea EP ] 2B Y 2% o Su ¥ Cheng (2015) K- enimd vk it 84 %
B ABE BRI BV A N A B 0 B s A
By e 8 X A chES o b > Dweck (2006) 3523 2 £ AL A G
CEY Fo HP RS LR o RS FRY TRE R R - K
Ao PTG B A A T IR R R R e o
Hamari % 4 (2014) SF& ~47dp &> Spi P B Y W 5 20 g A F 4 2
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R AERB P AALEZFAKE Y R — 2 Gimkit 5 &

mBEFW o R Z Y ENBRER T LT FRT AP EEE Tk o bl
Ashouri £ Taheri % % F’? Bt ArY o ST dp o St it e 18
Rl bt wdplsh 5 AR 2HF > RNt BB HEARIER DERP
Birts P HEYERFURE DTS GHTET L E BT
EYadBEEREke > TREPP G A FRRBAKET > D 5 F
2FR{EFPEYHHRIFESEY ER - FEH 7 3‘291{ EERc AL

\\ﬁr

PR L 3
BRI RPEF REETEEE A BFEAFLE o 5 RS
S SRR FATRE S N R Y SR

P Gl A H M E AR AR IR L AT AR T A B KT

Pt LY L5 5 EF B R Hxk A TR

-\

BEEA) S T A o v kgl Bkt R hE RS A RSP 2

=z

LR LT NRB A o T PR JFABHER 5] AT
BRI R XA ILB ST U BILE L T s T s

AU
R RE Y ST T Kb

B KI2(P /] B)MERTEZTREY >S8R LY T8
TBME S LR o SR BT L ML A RE T Y
T ARG S %ﬁﬁbﬂ’tﬂ a4 g Bk b4 poan 23R PR
TR A E T 4 Kahoot! - ru 2 H oW gginiha B e Gimkit -
Blooket ~ Wordwall £ Quizlet % > *K# PN HEFRBFIERY rRFE
AR REERY 7T 2 AR RN I EFARINE R D

AfeBi o B EVERRT LA { 23R hEaes
] > Anane (2024) & § = B 5 I i B2 F R FAs? Kahoot! i * »&
SRR 0 - Sl SREE RSy ARMBLN SR SR Pl g L R NP O
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5 71 I & Kahoot! 27 & PenBE Y W% -F 2 FREEREFSNL &
IR B X ALY 2 R E A S TRET B R i B e {
FORE e kB AEFIFLSCFTOREY L NRBP HEH
*°Wwﬁm$¢i7—iﬁﬁﬁiéﬁﬂﬁﬁﬁ%’ﬁﬂ%ﬁiﬁ?ﬁ
BEEIE L URFFARAEF AR F o FHEHKAP > B8
%%éﬁiﬁ”é%iéﬁﬂa’ﬁﬁvﬁi& RAY ¢ EFEH 7
B Il Zek o b b > Quizlet % 1 E enfie $t 258 ~ e+ plsk 0 M3
Blooket shiiti# ¥ 38 Hc: » MEFRKEF Y RFEA A FFREfrn it
oo Bk A7 KEAE SN EY 7 k3 2 HEIRY
it B LAl NI B E T g o bldey T4 Rl BEEL

FIE 3T B4 1T B2 iR iTRd a4 o FWkE s BRI { 4id

-

4.4

Hrw o FA{RIBC R PEFIEFI N BWAI I FT 3k
F2 ¥ RHEN Y E A RRIT Y R (Ao P AREY A A ) Mg
Rl EE S Ly ED R RTENIEE K o Fpt > ARRAR I F T REFH
R RF R R T 2 R AR DR BIRT Y R 0 A AT
i o

Flb o AR RAR S F T KPR A A RGN T L B R E o R feh

RO ET T AAIRTHCS 0 i o bl4e > Liu £2 Chu (2010) 45 1

\_\\

LEEIGRIMEY B AR § B RA B e AR S L

\

R FREAHEY ER SRS R B BSR4

R o WRIPEE AL gl 4 v RS Y PRt & o B

% (2017) dp > SRR B Y KT WL P SR SR 3 B s
(FEREPHRAGE > AV FRORTFEP F o - R i
FAFABrR M2 F H S ok
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VRN AERB P AREZFREARE Y kY — 1 Gimkit F b
o FLPNRF ALY 7R

BRI EYHE A PR EFL AL I E e g A AEY
B g o BT ARMA L TARE 2 b B TSR~ R P50 a
B AP hbp (WeHEY A n@aE) K0 s (

PR PR R Y RS o F2 K Ao BESRPREEY
Az R pE R PABL YRy oA BY SR e
HrFLPREAS AR g B2 IRIFRY FRE - S8
BECRE S BB b BT IERCELAI RaE ks sk 4

Lapmlul  ARF TR PO B B FLEBRAP TS
B BV rR LR >~ LAaF 6 PAMRFRIEL L& 58 o o
FZ o SR EYREEE S P EMR IR o B I RIS
BiEE PRIEY T4, 2 TG PR Rard
KA R o AT BRAY DER Lok B A RFTEY Y SRR

A REL R A B R o FRAR A BEF 0 S Ens L
BT R4 e | o Sanmugam 2 Ismail (2019) % 3 Kahoot! #3] e0
VRN LG ok T B A F 2 FY g f g & d s o Ozdemir (2024) 77
T 7" 4p 3 BNV Rls& 1 5 Kahoot! A= 2% chlp pF o By pbav it M H
4B ER(HE s8R E T Kahoot! (8 2 B pArE ek MR @ *
F o BEH G 0.34)0 gt BRI R Y DI L BRSO T2 (A
BB Y B R BB E R EREL > B REEHEFEY N %L T

A B PREIMBEEY NEERGE AR LY SRS

4

»

BEFY T AFA SR RF LA HAP D DE TR

SO R NS T

ETIRS

G Pl B R B A hE o - 3 kALl
WAEHFEA P o B2 MR HE BV RCEB AT R G LR (Bldeo R
AT RIDFATRGR/ALF » aERL PRI TR F R BB
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Fol)e FlH 0 bR LB Y AR e B FRY B ) R
B kR R Y L RE T R U EE § B 4 $e e
FYFsnR B2 JbleFriehERe HFEESRNEFOHTY 255

S IPERAe A R e fd TERAF @R TARE ) o
PSR LAGHREEYEFR P EL - o KT F T MBEERRF A
AR TRB Y Gk R BB T RAcR AEKE NEFEFRFEE 4 a3

7J\_19;Qj«f ﬁ?_&ﬂ_i_&;k;lg,g‘i\ )y B *‘é%\'{ljﬁm?:{f VI T

o8 EVHBEAEVEREH
YoFTEY ORI M (Gardner & Lambert, 1972) » 7=
EAFETHAEE? - c A% -F2 Y Eagwy Y TEYHE | (learning
motivation) & " # 3 & 55 | (learning anxiety) # F iZAh 5 B LF 2 8V =
Fihd A PR FR c R TR ERUEVLFY FHET TV DL
REBF 2R > 7 EFHRE S NERFHRADT a2 i Fu L4
FoECYERN P RE R TR T o AT {RBREED G T o

FE e
VS BB A RSN

B HMP T AL BRBHAAEY 7L AP EY FL D PR

¥4 g @54 (Deci & Ryan, 1985) - Gardner (1985) 3% Jieh T4+ § 3@

FHA L AP FT R AR C MY SR A L ELD

...__

# (integrative motivation) £ 1 E %]+ #% (instrumental motivation) o % & 7|
BREAEY FF L LD RFEES MG MR L EHRR
ALEREHREL T TR A TSRS ST ¢ P RS - Domyei

(2001) #3 > BEZFTEY Y B Y b SR INES § 1 KL
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R AERF Y A REFEFAKEY T — 1 Gimkit 3 &

B RE TR € EYEE I~ 424 - Malone ¥ Lepper (1987) # 1 ek &
TSR o 3 R BBl 4 hF Y E# o Malone (1981) &

WAy ¢ Tdg s G g B R P PF R & $ R (challenge) ~ £ R

\\'a f’“r

(sense of control ) £2 4+« (curiosity ) » 14w A= B ' ¥ chp hds s o
#is o~ d Malone 2 Lepper (1987) 4 11 3HE » B E I L 2 FEenp A
L~ ﬂf# Y57 AR 3R BRSO - Wentzel £2 Wigfield (2009 )
“r 4 ¥ 2. (Handbook of Motivation at School) 7 & & % 3 R ¥ 2% »

# @ Schiefele $§ ¥ #ABHiF ) R EAET ARG b s 3
e Y o 8 BA BB I LEPRLDLIER e > 3 FT 5
BRAH S HFTEY S £ 0% o Rigby & Ryan (2011) 4541 > &% e
B SN AR s F Y F o) af o MR AR S L p Ak

I A = A B FR——p A RER B o o BT
R E YR ALEAFR A R NF AR BETYEY
M o Lai (2015) = :}ﬂ B IR k¥ T R nb#&f—t e Y I FaF
o e B A F A RS g A F T BV v o R AP He e
FTEVREY > KFOBRGPEIELFR ML -

B FALE Y R 52 0 8o Liu (2019) £H4Ep 2 kB F 2k
FEFEYERFA T T EROFLERE 1 AR PSP D - Hsu
2021) EER EA LAY+ FR EFEV Fob PRI RI LR
FEIPERFEF R FUTEFPAL SR - FLHFR < T K
FARpFEs TRAZARAFEINNS 2 TAFEEFRARE, £7
ERB AR BHEZEY PR T R REE T A ik o 54T
TN REFFNEBEEL Dd R a FYfd (RPN EFR
SRRARE R 0 3R T Y DAY EE 58 c SRS AT
SRR L RN JOE R A AR B 0 TR AT Y B ey 2
Deci ¥ Ryan(1985) #7#k dienl g 202383 | { i&— # #8524
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Wt > B A H PN AP (intrinsic motivation) £2 ‘b A4 # % (extrinsic
motivation) © ZIE@mdp ) FEY B s LFY i Iz 2 B A KT
F—p 21 £ (autonomy) ~ 5 ix g (competence) ~ B T+ (relatedness) —
PEo a2 Hp b 2a %Liéi%?f\lfi’%r‘?r%?ﬁﬂ%‘”ﬁ # I (Ryan
& Deci, 2000) - iz~ BLEESTZFRR C F ¥ B 5 fag b 37 S 2 F (4
PRACEREHREABI I )EIFTHBE I HFEZE 0@ E Lo Ryan ¥
A (2006) Ty o B FORMEKEY Feop A iR 2
BOEZIEewIZE Reah &0 & A p AR A Y REAERN d 8 ol
PN IRNEE LY PRSI PR AP e
FALAN BHENELI RSN A F R EROL BT L 0 BIEY
A4 R g Y k4 (Bandura, 1997) » 25k 1Y 15 cnTrpE w4 2
FoaA B RN B RAEY % fE ¥ R d 4 (Zhouetal.,
2022) -

Tseng (2021) &- Hiph » 2 HgF B @B P RE w0 2
AR Twikfs ) B3 AT pE o TEFAT R F2 #3%
feiad kL BT G AEE EPRM > g B L2 (Mekler et al,
2017) - HR VB Y T HFB{EITHBLPE S F A EREIRE R E4
it ’,}_'}ﬁ?l fee i~ Dk iy | (Csikszentmihalyi, 1990) » 33 i 2 & 3 $54%

By oo

" HIEVERSSFIALAR

e

Horwitz % 4 (1986) $ & 4 4Lit b3 8 ¥ ¢ chfg jiosk /I T ek
%% B g% 4 (Foreign Language Classroom Anxiety Theory, FLCA ) » 45 4
PR ERAIRD = B B

- A3 K g (Communication Apprehension ) R p & 2 § stk & crdf
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VRN AERB P AREZFREARE Y kY — 1 Gimkit F b

O
Bl E g (TestAnxiety): Rk p = =g d % m?f L o
Z ~ f »3®§ BIF (Fear of Negative Evaluation ) : ¥+ #f7 &2 e 3%

il & B3 e

A IS R S BT MR S ¢ PR L i

T REAE i V33 F Y F dniaeymihe ﬁiﬁlfi’ 3% < 4 1.(Maclntyre & Gardner,
1991 ) -

FTEFRD SR RERFNGOREREY FOERE o Moo 4

2 (2018) MY EE AL HIBER > BRKE I AVERETIEYR

PR EEEAEADEY BAE ST H D (2019) P I E Y AR

B GRFR S EE PR AR g e E Y B R AR

BEor HEspp Bt ol ek o

¥

rE oAl
II\:J;O

(2013) RIRPL> AR E# L R R EFILF B

o

REZE Y REY o Liu(2018) dpd o FEF H Y F Y

oo
e
1%

\4.
Fie

PN
oy

i

o

BB 3R kP LRTA  FUMNERLES AT ES

ot

%

ke
%
Y

A RpTE R TR F A EESATEY g akih2 - Gilakjani ¥ Sabouri
(2016) # 3R - EFL § 3 ¥ FlF @ B4 335 i@af ~ & o7 Lo
RS P ERITZFIEL c GEPRS FRAAFT Y F2 0 #3353 %J/\ iz
IEpEenE R -
BRasipi 3 v T8 A FRhE4R - fhit g (2014) &4t ¢
NHRFIRENE O FRFVEPP Y (o Rk~ 2FEFR) 17
A2 ER CEFELAREFRGE 2 Lai (2020) - Hdpd o 2 REF S5
RF B APFEUFRIAFREIISGNS > 73 REEFAE 0 HEF D
LIRS B R GEFRE P ALK E TR B FY KA
AHE PR DE L
Lin ¥¥ Huang (2021) P]i3k » &3 3 B Y sr42 4 iR E R4 13
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WEJg o FEF PR MR T2 R i 2 s R E e b B
Buifs gRTEBEREBIDE > 3 (Domyei, 2005) - & =
(2016) MFP #2FL b FREZF/NCFY L 2 TLARL &
FER{BOEVEELEE R O HIASREI AR AIEY R 2%
e e o

BRAFHEY EROBEH s VEBARY P BRI T EE
EA (2020) & 45 FopArd $ 0 G R D BT 0 8 E S
FRRAEABAREFEL PRRELARLE - AT REES

TR DFRUEE L gl B o
F SRRV H S EROR S

FERFEFAITRET SR EVHRHEVRREFVYERL PR
R Rk i B AL R R B R SR hr L - 4R1s 3 (2018) 1
B BFFREsoldpd BESRRE NG RERELETEYER
4o L B A 8 ¥ 248 o Chen & Tu (2021) 7 jiGk § mie b o)
BoApNEESEREY AR A RAFTLNFTEPREFTY LR TRNE
v iR ITY o F T Y (FIL% ¢ 0 Sykes ¥ Reinhardt (2012) #
"language atplay | P4 58 B RN A 2L T B A FR AT R

T RER A RGEP AF SRR o

I%
\\\ﬁr

Boooj RS RS
Squire (2005) P& — Hdp &) > 23k it FF A BARKFHRR FE T2
PHLBBEET R O RAEEY AP EFEE -
EEEREARRE RN ReE e r B R ML o Yang ¥ Tsuei
(2022) o> SR F Y RS QIFY Fend v A REHAS > T 0
PEEEY ¢4 -Huang ¥ Hew (2018) Rldq it > ¥ » 2558 ~ & ek

Tt EA PRV FRHFAEELEY ERE - Wey (2023) &-
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VRN AERB P AREZFREARE Y kY — 1 Gimkit F b

HEFEFREY DGR ERRE BT § DERRE v AT
ForEME L e gl TRAEFEREFY L -
EWMakE R R Y > AT YA R ERLEHEDERT > KHE
TRV B AN A G et B F 22T o B4r o Su ¥ Cheng (2021) % iF
Kahoot! £ F# # 3 K E > # MBIV FHFNE MR | L F T AR
HLEEY Z»ﬁﬂ’{;f;? (2017) 7+ %1% Kahoot! EF & 4 chds 27 I p&
F g # avspiad P PEHK D -Chen & 4 (2023)# * 3 & ;8 7 F 5k
FREEF RS TET A EOFTLREFR 0 FHE 2L 2

#2 o FFiuE > Hung £2 Young (2015) #-F Fw A4 % & 255 R

MEFTRITREY > AP RAE S IS A RBELER > T EE Y
%L ek B RS RE VBT T AERS A

Moo 3G (2023) dp) 0 Ressl g PRk eni s > oL g2
il r R Es o FEREY BB o TREREEES (2023) MIER . F
VAREEFTL A PSRFNFRY DL R KFRLILEY
BAALRL cRHBEA (2024) (LM pPREELLFTH L FRERT
B RL B AR B IR P R SRSV ARERKTF
B ;’ﬁ)‘@@r?;;,ﬁo

HKGEKZRRIE & %7 > Chou (2019) # 1 <0 Octalysis ~ & joB#-3] -
WP A SRR HFREF PN AR SR HA L R T
* KRR AT Y ATE o Gimkit T A HE R L L 3 o SR E
F4(2022) Pl ARETEREY CEVRTBIT IR EEL
FERE BEEYAB e o 2 AP (2016) FIE 5 B g
VrE A4 A ik e gy A% P OBEN AR Y B vl FUEER
i o

pLeb o BRI T BN B AE T B Y P Bk o bl



HEEEERE A (2021) %~ BE 2550 2 3 vHREY OB FRAFZ
BYPREER ITUHEFTEYER - FHREER X (2019) Bl &R
PRGN LS FAFY PO ARE IR RS c EEREE
% (2018) A5 £ ST esit > FILE 4 hp Aok 2 BB AR
ERAIMETS o Lo 34 (2020) & 5N KEERZT] > §4 0
THBAS AR EE BTG AMFM > SRSERTY § LY
FARFER B iF o

Pk BBERY R AFELE S GPIFER 44 oChen & Lee
(2011) HF TS S nES £Y 4 B3 E M s r g o
Fn % 4 (2020) HiEH B L ST I 0 2 p Ani & 5k B AR R e

F:\.Lfr'é /f‘?l’ ’ ‘E‘—n‘l

s}fﬁf‘
\\\ﬁr
tﬁ"
Cm\i
=
%

o Tsal (2022) "T;}Fl 1 s 7 ;é‘

=
o

g
Mo, 8 T a ) SR PR PR RBREY R REE T
B2 %_oPlass % 4 (2015) £ Chang £ Hsu (2022) ‘& 553 25pk 3% 3+
PEaATAENE SR AT Y SR RFRE 0 et Eay
#F4§ 4 2 p 5 oReinders #2 Wattana (2015) 2 Buckley £ Doyle (2016)
IA w40 0 i K ees R S w B A okt MR R T e A
TAREEY 28 BRBPEF LR AL ER -

BER T VP TAGET RS C BAKT CHED AR RS
S

:’;lé:‘i 4 N Vb:}ftl__]é’»}i‘kl ?33454%?#&ﬂ§3%b%112 I;{‘E[}—JE‘ ;ﬁfig’go
AELERT Gimkit T L EFEY 4018 0 1L AN BB
FLA LA RAAE D HREE L EF A E Y P

BRERHE L ELRE
B AREAEY FRLHSH
AL T YT TE s TR R PR BEE Y Ak
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VRN AERB P AREZFREARE Y kY — 1 Gimkit F b

i < B4R R #78 cHorwitz % 4 (1986) 4p 41 » 3 & ¥ i ¥ F T o ge
GEELf o TEn A2 FY B &n PEEFT ARELFFFY i
Bf e Liu (2020) Rldpdh » 58V T o Ty v A 850 1
FAe{ibf rFYVAF LB FY R o

TE ko p A2 (Self-Determination Theory, SDT) @ = A 45 %
B $e 4 b I %4 od Deci 2 Ryan(1985,2000) 4 ) ¢0 SDT 3
BOBHOEYHBRT RL G AFBREPN AR B g PN ph D
Megh =2 A ACIZE Renig &> 2% 5 p At (autonomy) ~ i # R
(competence ) £2 B (& (relatedness) o4 & ¥ EHE HPHME ~p 1L EH
B E P B R L A A ) Ad % (Ryan & Deci, 2000 ) o F]pt
Bt Y FapE s Rl e e gt (niseF 2 p 2 B
BE YA e AR

TR pLEE 2 Zimmerman( 2002 )57k J e p ARG E Y 2GR R o

Bdpt o P AREIE Y K EABXREY P EER 0 DA
BEEY RG> A paBREY Y Y LT s AREREHBTIBR
2L o E (2020) R EFAT L B KSR EY X ER R

HFAPE Y HPEEY Aok - H AP RFART R 7
fher % oZhou ¥ Tsai (2021) Rldg ) » § F 2 i 58 K F Fd |
WAL o PR A A FRE BT IR & FE R F AP A
A >Ryan % 4 (2006) 553 > fici=v5ph i B4 X b= wInE

oo f RIS b g -

LAY RERY P AT E S £ E 0 Gimkit S

»

i
k)
‘-IH

FEAR 0 TLr T ART R, PRTBRAE - FH LR
FEFLFRPREPERP > B4R 2 FE L2 £ 0 &y
A& e 48 (Ryan & Deci, 2000) » gt #b > 254 ¢ e pb v £ 22 35 B
PREF o2 g mnd g 0 BERBEHRAE S LR 80
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WFSH  FAF I BAFRE T E g .

B 5 o Bp NIRRT RSN T /LY 7 R
B H B Rk« BRI B 8-
HEIFE LR~ Rt p LR REFAFY PP R

T~ %

AEPHFTEY P S A HEFLTZF SV RBEEYER
—— T FAFEE Y BB oA A s e KR ECIEHN NS o5 ¥ i) 28
W hBs o BEPFTEY Y L LRGBS HPERF e 5P
B s A FRFYHRAFE - 20F T £V B M FA A5

CHTEOARCRERS A BV SRR HET Y FHEIEY
e ] s % o

- H AT R RKE DN NG ERAEEY E PR R S
i B oo #FuE435 Deci & Ryan (1985, 2000) ## f1ehp A L5 32%
(SDT) > FafkdBd i M XFV gl pip T g, & THAGE
ST R QAEERMCAN AR SRS KR En BD %Y 4
BRAEFFTE R -

Bk s 3T E TG gg sy T p A8 Y@ | (Self-Regulated
e Que

c

Learning, Zimmerman, 2000 ) &3 32 & ¥ fAer chEd £ £ 4 - %
BOT St LR M o §FY F BB o F Iy o
YRR s WA GO AT B R B AT HFEpAE Lo

\—3
l_
ks
_Sﬂn\\,;
)
+E

ehEMEITE S LR BT LTV ¥k
j_&lﬂm g §33fﬁ%§,}:§33 E[}a QU U S S o] '§E“ r;,{
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BREERF Y ABEFPRKE Y DT — 0 Gimkit 3 B

c EVFR VB Y T LN AP AENEAR T TEE A H R
|5 B4 it it ML g FIEHT Y AR EFEDEL S
(Shih, 2023 ; Chang, 2022) e

AFPLREZAP R ——EV R FYREEEY ER > T
RAMBPEAIRFELSN R DR RET N ST 2%
RBEF R B2 37V FRRE - bldo> RIB5 £ 4 (2024) #1 3
F) LB RERGGEFREINEE] R UECI AR

‘RETE BB 0 BIR

44

4+
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-y

P R P 1 ooy
FEVEFLDEE L
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EDS

§REERE Y BT s R T L A AR R
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1 (2023) BEAE ER A SN - B i an T EE
BRI KRB R RE 0 S RFAFFEFERE Y SRR

=54

\

i3
\\\?{.r

T o AP ARG RN EFSNNE Y kR T LA

FrERELRT Gimkit T 23 E0 AR G ot i o

BT RS R gtk o R B F A S
KERUEAAREAR B3 LSV AREEVH P RERNEFR
2 o Lai # Hwang (2016) % S #H Az s o] - HRH 2 60§
ERp A F A Y SRR R Y > G BRI B ST S

Bo METRTIRE TV Y NF T LY 0 ALY fHETE
B

SR ER o KR HHEY AR o

S8 FEVHPEREpALBHIZ KT
pz‘a'f?& ﬂ\{ﬂil—t_‘:mz_‘]&@, Kf’a‘“f}‘ mg 33 ﬁjﬁgﬁy}sglﬂ E}%&/—:;m b %» /;El—
- HFEA LG FY RopM g ARG 0 ¢ p L

(autonomy) ~4p B }+ (relevance) £ 2% iZ B¢ (competence) % & IZ 4%+ > 2
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PAT AT R L) FraR 2420 AR AR - N T Mo A 8HER
ECRARE R AR S F SO U5 - SN I S A I < 0 A ]
Boondp e TR r g g ek 2§ Y S & 6 48 (Erhel & Jamet, 2013 ) -
PEFRL TGN TREER S {205 g L ad Pl
4 (Griffiths, 2002) « Gee (2003) 2% » $ici= 238k it A3 9100 T 4% 5 B o 2h
B o GE 5 4 3 it 4ok - Glover (2013) 43 91 > St 931 » 7 42
HEY A EORA L S F %R Y - Huang 2 Soman (2013)
M FT NIRRT AL BT ARk 57 295 o Keller (1987)
B ESR KSR OE L Ry A H Al B

FEAARL4 63 FHELHE -KimQ2015) 305 0 &7 ehehfh L %

“i1£ .7 ARCS

RERFIHRERY FHIE > 4 45 < 20 F - Prensky (2001) 53 25
BRIt A - AR ANRETE S > HRAEA A T R B RZIA o
Zimmerman (2002) 1 3%k > Bt E Y RB AR AT L p AT HEAER
oo FENAA P A FY K T ER S FYRPRAY hp ARG
hrERL LB P gz Y @4 Y B £ £4L (Deci & Ryan, 2000; Ryan &
Deci, 2020) - Z@l;ﬁ#ﬁ AR S ’ﬁ IR AR R AT T Rk R
p i £ (autonomy) -~ % = R (competence) ~ £ K I R
(relatedness/relevance) ° § F ¥ FR FI4EG (78 L4 S5 2 A%
ERYEB X REEY P FEP LR AN QL A
522 2 3~ (Deci & Ryan, 2000; Reeve, 2012) = Cheng £ Su (2012)
BEM AR BE X T RSV A TR G e
BB Yo o LERR A AF AR AR EY b
ARPLATERE E Y $ 48+ chdl hFE4 o Papastergiou (2009) % IR #ic i

BREY N HEFRAE A AT AHAY B FY B4 0 Fa L LR

Bt B Y R KR g YRR TV RAF T I e g Y
e o Zhou (2024) P WE 4 L 8% AT T AR EY 4 {8

*J\—k
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BRAZRB P AL EFZHRAHEY kY — 2 Gimkit 3 &)

B ahhinamizhke SEYRBEIES R P EERE AR
VHETEY S F F AFS o Chen & Huang(2013) #W > k458 ¥V ¥ &
FRFPDB ALY RSN G %R TEY 2R B AR EY Y FR
BEAB IR B Y Soanehk X 0t o
Sun ¥ Hsieh (2018) F e5pk it 7 & % Syt D p b A B Y S5 3
%3 3 B ¥Fo>c%k o Hung (2017) # 3R > 3 & % 1 2 4e clickers %33
HE P RAE L LB R e w A F - Wang (2015) #RpE FEAE R Y H -
GRBH FA TR AL L BFEEYHB o WuE L (2013) 40 F
LR ERTIAMEY NG OO RE T EY S SRR R g
' (gamified learning) & &% 8 SH K ~ TR 8 R PR T
$ pciBagiE =+ F Feig & (Sailer & Homner, 2020) © &]4c » Gimkit T &

RFF A p IEFAP EPR o AN ?ﬁﬁ*iﬁ‘»/@f NEEE = ol e i ]
B0 Gl A R A F Y H ek s~ BAERF Y AR o Hsu & Ching
(2013) ;25 FEFY I ERF BT EEVFBEEF L T R nHegyx
% o Koivisto ¥ Hamari (2019) w A4 BA= 3 - 4p H 25 it g L ™
*%?‘%%?iiﬁﬁ’@%ﬁﬂ?ﬂﬁwﬁﬁoﬁ%ﬁﬁﬁﬁﬂﬁ?
SR K12 TR B Sl BB E KT AAATH
oo ¥R P IFEE S G APHRG #> ° Zuniga ¥2 White (2021) 7=
o AR RLAMIFRRTIFES S AR Y et Y
"lii%‘a“é)g%;,‘té c AL IUER -T2 NEFAEELALH
Joo BPREAGSN I RE N O FEEY BBV R eRaonnp e
K12 v pe? P FREFY F oLl D v RS FYF Y
vty A P B e v 1L S R R AR -
R0 PR AFRFF G BRRARY A LEREYFRF
TR Ed o) AR e g Y 8L R (Hanus & Fox, 2015) » & or 2558 1t

TG FL P FAERL LD - Liu & Chu(2010) @4 > ¥ F

mr
SN
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AT VRN B AR A 2 E Y $48 - Xu & Chen (2016) 1n
RNt BB Y R REF T AT BT P*qﬁgniﬁ“ K ERAR o F]

%’&?%%iﬁﬁﬂfﬂéﬁﬁﬁw SR i s Y K o

# 6 px R (face validity) » # 3 4 7 FH At gz $4 0 T REEREF
AEFH SRR A RRIE L Ko R R B R Y eIk i 2

B 4 (Tsai et al., 2021)

pE<ZARME B kIR & g

|

FEEANGRERET e R R g ek o FuMLE 2 o
CHERBRL O FY B BREFEAR - FIEY OATAT T
PRI 6 6 SR B Y o 1345 Krashen (1982) 0 ¥ S fa iy » ik
(Input Hypothesis) » 35 # ¥ e = 2 &L P RfRerg S~ 1o a § 4

=]

HEN KA B AR PR §OARAES ML T AN CET R

Pt}
it
&
=
g}
—i-

o

et F Y £l b B Y B I EES A
FEAET RABE R A EFT o~ 20 28 Krashen 364
VanPatten (2017) Pldg 21 F 5 ¥ X 22T R F T @ h o 7 8- A2
?%5?%?] BRI o St Y hiE e BT R T B0 a5
#7305 L &JZ | (intentional processing) > :E 5 4 B 13250 p {RpF
BRm AR B TERIEfFE T ﬁ%] 41 (Plass et al., 2015) ©
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BTG o SR EY R BETEVFONAF R F T EY

FOF FI R S B R AR A B4 R (Horwitzetal,, 1986) »

PRRNER Y M G B R LR N S o o
PHEDTRE - BA RS F LI AR

LT SRRV AGET R AN LA R

(Hung, 2018) -

YRGB REE 0 Lo A LRHER R 6 2 ongs Rk o
FTREV ALt T R AR I

BT REOFTIAE R > GRNE T Sl SEF KT 2ATHR
B g %23 %050 - Godwin-Jones (2014) w AR B Y53 2 B Y ¢

B0 dg IV EERN A Al B PR S R n B R ’éf“x'%%:?ﬁ%]t".—li’
T RS RARRET AR AEBER TSR BV PR R
SB Y ki SR A B o RLERS RAT AR PR LT S A 4
o Hsu(2017) #F it S B Y HE 4 2 5]mn 4 2058 858
TR T B TR QR F S 0§ RS F Y ft?é%@?]'\ﬁ’

P iEARY A RB B o MET R ERNSREKE R HG R Y

=

Yo B R FEE T R # B Y oLin B4 (2012) &4t Y
FRT Y R E AL Ay B R R R LR BB A
PRECIC Fag Rl ANE T Y (T PF o Hsu ¥ Ching (2012) 33 » &
PERCEYILE S 2ATHRACEYVEL (R EFLPFEIHG R
BT R A RS RE AR Y FRIR B BEHSN Y

T Lk FRFEIBPFRIRELE S AR BRFTRY S

1\'_

FoLRE W A AP S L B2 T S 4o Kahoot! ~ Gimkit ~ Blooket ~
Wordwall ¥ Quizlet % - mﬁm% B R & AR wAEE AL E > RESD %J
» 25’@?] I f 4 EfY ~ 5 fu 22 rpF (Licorish et al., 2018) ©
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s o

b

= »
=

Kahoot! #_ P % 23R 2 Sk ¥ # cnTpFsph T 22 - » H o

Bl E Y o 77 4p 0 0 Kahoot! #TA]i cnT L B H 1L

N

&2

BN

e
=
#
1%

PO AP EEE AR IR F 0N R

g
=
oo

BRERAFAB14HFHMAR - &0 2 Y 2t (Wang & Tahir,
2020) o H A E S Qo Bl L RS REPE S

Gimkit Ri&- H A F Y F it e R Rdl-F 2 LA v
VIPRP~m B BOW o BER A s BNV S i Ear o 5
R e r GRY >+ BF I HBEFFTLARS > B E
FAFS 8~ N7 (Abdullahetal, 2023) o 5] fi PP R 750 R &
BFRY P Gimkit e T p 2 REEE & TF G EAER ) Ha o i
7R ERIFER -

¥ ¢t > Wordwall ¥ Quizlet P { 323 " 25k 584 e % 514 - Wordwall
AEIEFTRY S Aol R A EAE S EHIPNRE
T R RE PR O % LEAE Quidet Pl T HG + 3 + H
FoREHESTe O RARYNF AR RFALFIRY o H
oo Quizlet shfe & et # i Fe tF2 R i g v Rtm
(Dizon, 2016)

v ¢ > Blooket & 7 F b R B ARG 0 £ MEBG T K
ARAEY RPRSE DTS o BESNSF MM E TR FA A TR
BBV 2 W REE Y B A4 2 4R (Lu&Ly, 2021)-
RKHBSRaIE T Y g 22
HAFL NGRS B YRR FU L aRAELFRE BRI F S

Voo AT 0 AR T SRR A LB KT RBEY P

Liu # Chu(2010) % 3

‘\:l\\-

BERREPTEEREEHL - 0T S F LT SR A FT R

?yj :
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% 2-1
FAGSRT L AT REHREH A

T TR R HE

Kahoot! fooeik s EFARE TR AT g

%

Pl ] Peik KRBk S8

Gimkit PR R FRLa s p AT ST A U
gy FAERET BV {EFWRIEE R

g AR &

Wordwall 23 ~#H B~ AR (Y -#2AE EF %) &

v B K37 3 o iy ik

Quizlet FRER o F R - pEsR o Fese & A

5 Ry FREZH R BE Y RERR
Blooket A7 BB bR BEPpRE ) LT LE

BFE LT YABREEFI &

fpfe bR AT 5o Gimkit RRFE I &R E G H i o Gimkit
BETEEM s TRPEE LG ALIT A5  EF L a50ERY 2 TF
Fwag  BFEBPGEF R ~ A B P PER > B A ATETY
s ende 2 oo B g R p AN A2 323, (Self-Determination Theory)
PR A MER TR g AR o Y Gimkit F B A KE R TR

s p 3 TEEEB LT B Al N2y NP d sl 4

oo BB AH Gimkit T3 A D chB R R T AR

N
oy

# ¢ »r Kahoot!st Quizlet 25 & T 2o % - F7 A EFHF VA

WAk L F O~ Rt Gimkit fg * = s g R B o Flpt o AR EH N
17

32



Gimkit T2 HE AN > 1 2 T2 BEH W T 22F i n F5EE T
PR FEA ST ARG Y ERAEFEY PRl
YA - AT o

Peterson (2010) 45 ) » =~ 4] & & IS RN ER 0 5 B

*%:%ﬁ?@’%Wﬁ@ﬂﬁiaéﬁﬁ%ﬂ%ﬁ%;jmfﬁoip

o~y
g

4.4

u‘\
Q
=
b
T
a\\
EDS

BB PR EY 1L BRI PR

PR FALRVE ST RS R o B ANE BT L et i e

95 Yang (2012) 2 #77 » GflHE g et 5 ¥ 5k B EEY 3

£

Gk
e

KRB EEF T HIALE BRI IFEHFOFY OERE T LE

REY S LR AR RT e 1 SRR T B

{

Podeekit > (B EF REHL T RRREY F DF R B F T HELA

i‘éﬂi?ﬁ;’ﬁ%“ﬂhw%mgﬁ %Zﬂ /%"\ FF%,]EJ_‘;B'Z{;H}%EJO
B\ AT B A R R

ER-CFETEVOLBERY R B H B iFIHLOEE
v RAAAR G FERF D 5 SHEFL R NFEEFT R
TERPFHEATREHET > SR EYHe A HEa Y A2 Bt
FOABEAABEYRRER  IRATHT R EHRTAEEY AR
ANTEFCRFEFARY £33 i oEF B (Alshammari, 2020; Cheng
et al., 2025; Abdillah et al., 2023) -

LSRR AR Y ¢ ArR * h Gimkit T 5 223 B e R

TR

%22
Gimkit %353 i b R
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EEE:I ¥ Gimkit & # KERLA

G L L UE RS T

.
put

G F R

2@ &=
\:A?.‘»ﬂb 4

CEEARY(EHEPE hBERELANG

#H) R R

KEFhO T EPRAG R %

SHIFE el PR

~ B * 12 f# (Listening)

PEh it T LA ook 8 § 2 HF 4 ﬁ"] g1 R 4 B RS 4 oShin ®
A (2021) AR B2 EFEFHRAT Bor o5 4 43§ Kahoot!ig {7
EREG OGRFFEEL BB RTIOSGREFF BB RY B ¥ Ak
FHEREp R 2ARDNP RS SR EFREET EL HES A
S TEE MR | (selective attention) » = H A I ? » i@ g4
LANE D mE D FEITE

. r 34t (Speaking)

B A RUA SR SR E RN AER 0 R E R ER I 4o
b A  HBEFTEFFIBPMRFrFad TELT ek o
Alshammari (2020) %3 - 2 % & Gimkit ¥ 3% E#?QJ R B A
e PIRFMBEER - S5 FAOr FRngRe P
#H O AEBAFRBT EOAGFAE I BHESEF o KEFV 4L 5l

FA{IRYEFE TSR ERAFTRRE R 75 e E o

34



R 12 f% (Reading)
RBAAGRCFTEY P BV LD Y A2 - - SEEHRE - fefd
EAEAERERT > BRI AV E A b s AT 2 E
Cheng ¥ 4 (2025) &=+ FxFRAFAEY F > Gimkit> 3 RF 2 2k
ﬂﬁﬂ%é@@ﬁﬂ@aﬁ@2wwp;k%ﬁm’§i%%£é*éﬁ
VM2 BB ERY PN N BB IR R mE s e
GO BB AR T E L AR -
2w ~ B T s (Writing)
Wang £ Teng (2015) RISEH £ 7~ Birgimsd m > Hr 550K

B »xRhI 82 nBivis BFMEY AR BEros it gy rgr

i\,
nH
&
[
o
b
)a“«
\'v

BEARRRRN T SR ITh EAP RS > R R
Bh AP £ o Abdillah # 4 (2023) &FP R B BE 2 K K- B R

£ Quizlet 28 iTixfrnkEFH 4 T LF T PR

-

FERNETREY o FyREFIR SR AR SRS LN
PR B E s KT IRET IF LB FE 4 E K% (vocabulary
activation strategy) ° X/ > AT EENMFRFERI o o VW LR

)
FAaRFRREcFLAE O
A5

BRY 22 OmERY (40F
%thé"ﬁ, N % ""I‘S—v——‘)ll¢ ) %E‘é_fﬂ!:' °
;1‘ £ 35/{]—_/{:[7‘ § [é.k it § ﬂlg ! fi”ﬁ E%%’z‘?‘;‘a ﬁg"gtl‘fé} y 7T é‘; é‘—

Bdm eI B éi?f % ¥ % (Alshammari, 2020; Cheng et al.,

2025; Abdillah et al., 2023) » Gl4- 83835 & I0f% ~ e s 0 2 R H{ A7+

P~

RiER - 2 ’%P%%%*é@ﬂﬁﬁﬁﬁﬁiﬁﬁ?%&?ﬁﬁﬁﬁ
A ORY LR AFIFL L
CTLEAEE (WF Y B B %%@)%%@ﬁﬁ%éﬁm

(
FEAECERBIE) MDY T T KL ORE AR R



BRAZRB P AL EFZHRAHEY kY — 2 Gimkit 3 &)

BEEEERN AR B R PR DR BB TR ApHE LR B R R
B EEAL DI G- AL FEEWITLEEFAIRE T IRES e 0 A
KT R IBHEw BRI F Y ER o 2 HRES éﬂ%:ﬁi%]

®
B EARREL 8
A S AL Il

TR R DFE T R0 F2 EE Y EARY DR 28
(emotional engagement) £2 i BLw 4f > TARILE A RBF T Y @k E &
Flk o Gt B Y SEE PR TR EARRE IR 0 a0 g oy B
AnE Y HBEFRE O A BB EF LB E IR PR
(Fredricks et al., 2004) -

Clark % 4 (2016) £1% Sufdw ity 01 » He it 25k e 3 o o B 303
%?ﬁﬁﬁﬁﬁﬁﬁﬁﬁ&%”ﬁ%’&?%%?5?9%%%%@’?
KRR X I @AE o Su ¥ Cheng (2015) #ik 2+ ch(F 60 2k

§?$&’$ﬂ§€7§?ﬁﬁﬁ§$“£%’%@ﬁﬂﬁﬁ?%ﬁiﬁ
BESRE  Las ALV HI HANMFRS > £- HH 00 2

BETRERY Y OES cPNRF I HGRNCREPF YA ST
Ao BgphiEE ot B T AR L PRE pTRAB ISR
SR TRL LB EAFRME S M e PR E B ROE
i £ & o Wang (2017) 4%t Kahoot! ™ »t¢ § 4 ®33 k¥ 7 1 ¥ 4y

B B4 T R RY e d L BT 0 23 B AR
R4~ el o L5 o

URURE </ AR s i S BRI e F e i s LA S Ry
MHMEANEYER YR B2 E >enF Y 2 & o Mekler ¥ 4

(2017) 4521 » B Y X3 L MBS AP A TR S T 7 - #2 # ogd
i i
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% > H.wIBir it (resilience) £ B ¥ doap B[ HF A o HfEd R ATH keh
T r AR FENRAEDFIIEV AN SRS IR PR
4 o Chen ¥ Tsai(2016) #FH > I ¢\ T 3 2 ¢ F 2L e sk
~F o BRI FLPRF S EREF Y o kit oI B
R E R Y BAESR S E g MgiTr o
FEmeT B2 588Nt ERE o ¥ gL w08V
BREHESFER bt BIFEY AN HE Y ke i > G B
Wi 2 el B4 FlE kA2 Y = (Johnsonetal.,,2008) » 7t & F S
YR RAALE 3 B end £ 12 o Johnson {r Johnson (1999) #% &1 T & 175
VP n BeFY FROE e IREFY FEg 3R RYEY L E
S Hw R o PIEREACF Y Y] W R F S B E TR
PRELR Ry 3 HNRAF S 5B R K~ o Ebrahimzadeh
B Alavi(2016) #4173 BB T = REF R FRSE T E Ay K
BpvehF 2 > B EF R Y FARNEFENERG S AN E RS
BEG R AT BB Y G Y WY MY o Lu & Lu

(2021) # Blooket E* 3 P #FM - F2 { 32 A HERFEIT - HHE

R T AR RS ARE RKF L - b o afifFd B HEFS
ot il g OB BAFHEYAAE > L Bt T B aniT F 4R
e CGE R o Jeno E 4 (2017) A F o BEYERY FR o FHF

YR NN R AT DI EYRPEFTY LR ooz B

HEREYHeagitidgE b B3 RES cChen 2 Law (2016) - #
pt g K A A LRSS Y R g F 2y

T B L EY S N AR B REFRIEIE AR g
PHFER & o ¢t > Bicen ¥ Kocakoyun (2018) 2 Kahoot 3 & » #53
BN P EYHEAR DR FRF A FHRI IR T Sk
REFEREFY S T R gF F Y Bk B SR L R
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R AERF Y A REFEFAKEY T — 1 Gimkit 3 &

¥
RERR - HRCEY 2 EARTK G F RFY 2 BHR A G D
{HELNEDFZEY L7 FRIT - HEFa

TORMBELPARELELEER VTR ARKE R ERLL D

L~ S2x TP AR R BR Y DR 8

RGP EY 2F T REY BRI F O BRI LR
WegBRB PR G F AR BN FALR L EPR
FY F 5B LT W ERER R o T 0 R K p e
BREFE o MR E Y E Y 0 £ L B4 o Hung #2 Yang (2019) iz
LBEFEZPREE  LER-E2 7 BRI PRER > TERNL
FOFE LS LM B RSB OSRR I HAREY &4 B iRk
% oClark % 4 (2016) 732 » PR L B Y hE B S sex 25k p & G + b
%&éﬁ%’a%%%{@ﬁ%ﬁ@&??%59%%%§€’iﬁﬁﬁ

KPR EETY L& -

#4c > Wang (2017) #— 7 £ £ = B ? ¢ Kahoot! %5 F % #1 >
BAHBERNBELS S FERLEF TS o84 H3 23] Tim
A8 TRAIAD | hr g I EH T 0 PRI AR DR A
FEFFTRE (L L EFRMERERY ) FEEREYV RSN BE
E S LA T

BEIR T B pRRAGR I FY R dooxE o w7y FHARMELL S
BN FEE 4 E L F 2 Bl B (Anderson & Dill, 2000) o 2558 1t 3K 35
WRBD P EE W (ot @ L BR ) L TRl EL N R Y
PR REFERAIPREARLIFLARF O FY FF IR T 50



¥y - PR K FE L BT L B o Hanus ¥ Fox (2015) 7 3

Il HAt R p AR ARL PRENT D A o Y A Bl R AR

Eavicd $ R4 sl o S LRI AR R PR IREN G B
b BFis oS B E 3 BU LR RAFPRIER - S LE w40
FA) é Bl E ]4 8 8 TR o

Pt B B Y P R ey AT R Y Sl TR o KN
(2020) R L IR > BT EERT 0 FHE 2 HE Y B L ILE
RPEAP A B EREA AL S o F 2 Bl A e B Y ke
Bom o Wi HRgphie g CRE T REFREFR LD GEFRR
A FERARR AR LA BRI WA SN E AR 5 9F G IR 2T
0.5 -

FE KA HROBREET YL AR 0 R H K E ok i 2
WAk R B E A - AL gl SR F Y G ety 5

B g F L o ¥ ob gRTEE (2022) ASHBY A R g
WS EY A md r@wa S AFREEYREF RS BT
SRR HE T wE i A B D e - BT (2021) - H
4 B veEk "’T‘ T RAFEY AR (I BRBFAFNEFIRER
YR8 B35 S8 FEARhds i o o Bt b > Dominguez & 4 (2013) B A
BERTHFEFTE? TR >R AZ7 3 %k BHFLIGELIS
%%%?&oip%ﬁﬁ’%ﬁ@éﬁﬁﬁﬁ@ﬁﬁﬁ%ﬂ\%ﬁﬂéﬁ
atr gk (eip A ) e R S S EH T PR ) DR B

BITLHD R AR LD AT R B RFEE Y o F o
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B AASEY ESRRERT RO

PERN VB Y 7 W BARR M B Y 55 o 4w VB Y FrAreny L
BRAPCTERAFTEY P RFRAM LAY T p AR EY RS
(Self-Regulated Learning, SRL) & Zj#&5pt F ¥ riv &2 F 3 1 &4 2
Rk A 4 s B2 — o Huang (2022) 45 ) > Bz @5pk v ¥ T 2 F i
HOEFARE B TR RS 0 B e S 4 2 p A L BRI
S o 45 Zimmerman (2000) 0 p AR FEY ¢ 7= BHEAL P EK
ATEAF LA - FHI N AR TEY PR P P ARI R
BAFEREPF BE Y s B FRE - 54 d 47 0 Gimkit 4% i eh
PR AR RIEA R P R F AT - B E RN o B R
Shute (2008) #+2) = |2 ¥ & i i — T pF ¥ B2k (L ihw 4§30 e
AEYRAIHEE N FARBLAAB IS BEVEEL -

EAFT Y > Gimkit T o ETERRIF LA O RFT A HAE &

LR A hE L S BRERAEF RFERFITR g ELpRE L

LREBAEY PR (L ERNT > 54058 fw s oty £

Y BAERT S ALY Ry Eeana B - o

()

E"

o BFRREI e R Ry e R R Z R hRAR o 3 F 2 B4R
¥ _& % o Fishtopia #3% > 7 £ 4 & EB $*H L Trust No One > @ 5%
fgenk R EH > » 2 E SRL #rdA e T B A KA K | iz - o
PLET O SRV R Y Y 3 O iR e B RIS T { VTS
RBEEFE g AAEN A B RPN c ALY B g AARAR
BEREFMAEAFEE LG > A0 A A HEFERRY Y

‘?”ﬁ ’-"L'r?vl’u? °
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AEFEFAENCEY a7 KEAR Y P EEFE S -
BAGRRESDI NI ELIFTEY L ABREPR . SRR
F R T B R BB A o BT 4 (4o Gimkit) “Fik #ende
AR~ S RARAIEARE P R F 2 adkiv? A pﬁsa] B30 R SRS
RY R P R B RS F R RS YRR

FGEZ B ehm e L2 0 PRV RV BRI R G Ao T Ak

Wy imRT > "V RERRALELRREEFL @*‘r—li’fé@{‘—"%ﬁ%]i'i%ﬁﬁ%
Eix e 2 AT HBANFRIFRE 0 DR B CRFIE LT T AW
EERETT S LERY A BB IE R o § R R R R e
RAEF FEY R REGHRGAUNT L F R RGBS LR FEEL LT
&P e

b SR Y AT AT R RS e A H AT
ARGER L DEY AL BT AEA IRV AR EBAFY
P etk amkE P& p AR E Y @4 (Self-Regulated Learning, SRL)
R AP R TP AEREF AAF R YT o] B
FRY SR L R AREEY F Lanl BN B AE T RE D SRk
L RCRIETS ISt

FEMY > SNV EY AT EY R C AZARE K AR A 3

EHP e s FAAFERG A Z I R eREDF RS »

0 5 G AT AT ERERRE RO TR A A

[

FI& BFPRKERBRCEY RS

bl

”’*"im“”fr#f'}ﬁgu Pe B

TERES S EENESEY T YN e
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%ﬁi—iﬁ&iﬁﬂﬁﬂ%ﬁ%J’Fﬁéhﬁﬁ%%ﬁ*%ﬁ?%
Feo G230 BFOREFINFTEELE AR L
B EHAFLIHY JRPEY Ha T BRA- A 2ATORT
(Shen,2005) « § A 3 dp &1 F F e ¥ IRAREEF Ll R - U HE
% 4% 27 £ AF 3 R (Taft & Chung, 1999) » & &4k s B AR 3 % 76 3n
el Z R PEFNHE S YT o

Sweller (1988) # ! cisr f w32 (Cognitive Load Theory) 4 1 5
FVHREEAFRANEY F 01 (Te Rl y B R ME Y g
e el 0 A 2SI RRAE RIS - ERiE- HEP T A
BEFEVFSPF M A g2 B RZEY 2FH 2 RET &
FFREY S BliGER - SR RTEEAARY SR aE R .

MEFREL O WA EEA T 0
o B B E A TR RN A
e FRERF AN G REET A bk B IR - F 8 5 E

FoAE R R R

J= (intrinsic load) % % =

BRI G T ITPAT 0 R g2 HE > F A f 7 (extraneous
load) » # e |53 Y B8L> 4 FERE2 A4 F)gerfdro

P IR TR - RAE AP R FANEF BT
ZEPH S EREY FHRUAEN FHRRNFA A FF (Everson, 1998)
blde s B2 @ ®F Tguo, kfeimd TR hF R4 0 » LT 7y
hF e R c B T FFRE ) PRGN T E AR 1
3 3pid B b hF)3E (Wang et al., 2005) -

{FARDE > AT AR F Y T E kg F
Z a4 AP a E_ Bl Guae ek 9k £ (Changetal, 2014) - d Y 5 #g 5
G BE (it T p b ) B LT NEE BT
Aty dhind BV FRAT R AN AT 0 27 KT oL 33
FaEReEpree Al -

42



N
i)
—
T,
=
I~
=
& N

CHGRT B hE R R 0 FFFY T fRehp e 3o
- SReER A - R ERE R ARG L 2 IR S

EFE B FIRFVag AR hF Y RITE g 2 BEFY &
WEE Y Lo AFTT TRII N - PR FRUBRLS A S HE S S

Bl o L E A ABHMAEERY LB EH R A e IR F

‘.

SLERFH AR NI R AR RS L BRI ERFHFHOELE

i

& o
F B rRSRaRRE AL LS

FHEFEY OB R LB AR F I A Fa s
LR AR B SRR ] 0 Mg Bt R A B H R T e ok
(Li&Ma,2012) - £ gk (2020) 4511 > EEFFRRE P kit § Y
Reg o AR A EY Feaeoa u R Y B Ful LAt e g
HNEE é‘é%‘ﬁé TAERE T & 582 WRFR R 2 o o PER
ARMOE Y G 2 W B SR g ehAy o Ba ke
wAR o FIE B4 A B - HFEHFAE

FERATC IR ik B Rg o BT G sk E Y

=
—

% el 5 o

[ 27 >, 2, ¢z
1 ITIs R 4 S

4 =k 4o

(working memory system) > #F %S| £ A B G ~FF EHITIT RBE Y 0w
> L AEFN T B R ) (dual coding memory) (Mayer, 2009) o i&¥3t 4~ &
FFEFELEL ﬂa/ﬁ—?ﬂ\b)ﬁ——% BBl e Bt > Fa it
Gped b g Bifo g I REY F AF S BT R
BIOGREEE S T B9 EEFHR D el (Plass etal, 2003) »
BiojmZ > - BEFEY SN ERIMFRLFR D2 51 HH
2EE e THEFRR ) EC S EEEF I SRETT By

PR EFRRELE 0 Ea kA Rlijgrre ) xmei 4 (Chang et al,
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HRAERF Y AREFEZPREKEY /Y — 2 Gimkit 3 &)

2014) 0 gt #b > FFAREL B F LG F AFRER (7 F 2 IFF )
BAV {2 BRFVDRFE L Fid o § B3RP gae
PR

Y- 25 SRR ESEAFERE TE w4 (repetitive practice &

immediate feedback) » =« <%= 1B FE Y gy - Ay AT 0 PR B

O;

L H A SRR R EE S IR RFARE A
e
et al., 2010) -

28

=

toagmdEa TRE 4c1 | (deep processing) ¥ ¥ = sz (deHaan

-~ 7 =

9

i 7
@@@‘%ﬁﬁﬁﬁ?%ﬁ°%*?ﬁéﬁﬁ%#ﬁﬁ%ﬁﬁ?%ﬁﬁ’
E

HEY g aFEge (Hungetal, 2018) -
Fhotif > 3 F G RT A EE R B A o B ML =2
FEMRELT ~ MUERR IR S G BFAE0 MAEITY o o) TP D BN
FEYAREFREY LRI DR B BRGRY;

BIAA EEREFRFABFALDREREY Y FE 0 ET TeE
BNWELE FRE s PR s A8 BT E S RN ER R
CEAREF e REFRENLS o B0 0 ARAIHEL - B (FFEY
BzE) BLANEEORERRY 0 418

B
A AF o FlPt o A KRERFERFAFF LR RE - FIR AR

|~

FoB AP > B E A PERITER R B RV AL TR H
AEMEEEYEARDLE MR KEIENLEEN c HELR] i
WEZE Y AR OE A A 2 0 SR RS EB s e (dofie

AR BIAE T ) F R B Y AR £ Y R T e a4 -
WEZT > HERRE S A EEFEY %L AT o REF AR
PAMefici X X EHFY RdF > BABEHF VR PBEH O o A0}
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A

HEE AT ERT ARG RO EAE - S h R A3+ Rk
EAREHE > V-2 Rt Fp AP EESNOEY  REFERLEE
A hE S B Y IFEAPE 0 A R R i 8 g ol o

FMHEYERAREFAEH

22

A DY @anga? o R FlE (affective factors) 4r g > #14%

&
Brp R HEY 2kt MERS (Horwitz et al,,1986) o 4 5] 44303

(Liu & Chu, 2010) -
A Al SN <V AT AR S CRC I E R Es
¥ e E G | (test anxiety) % F | (fear of failure) (Deterding et al.,
2011 e ZFpken@ o sk F R EAF oAl DT BE 2 PRY 3
RFL AR DERY F RIFITERY > By et Fa iy
Az lp® 2 B Y 4 (Sun & Cheng, 2022) -

H o HGL g A F Y (social and emotional learning, SEL) hd & %
é,ﬁﬁﬁﬁiﬁi@ﬁ%@@ﬁj@ow%’éﬁ(hﬂﬁﬁ@%@ﬁ
BOC SRR F L AV EF RS Y O I AL FE R TR
it - HRATEY I BRETER O c AR B ken
e85 F 0 T @narplghipnd Lo % (Zins et al., 2004) o
Yang (2012) 451> A B TE T £ Y RBY £ 4 {HeiEr 38§
VrE T SRR e UL T S0 F LeniRd o £ (T8 v A
Flpdfap s > AR AT T R TP EPBE o
Lo SR F Y ET R AR Y SRR e R g

ﬂH’

P-4

~\:‘3
E“"

=

R
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R AERB P AALEZFAKE Y R — 2 Gimkit 5 &

LEFEs o ipff 4 A ABEY N9 btz gl ird kR
4o (e RXERTREY 0 B PV UEER RANRE (Aefe iR~ #HE
£ ERR) PIPLEA L PERIN KA ERFV I PR

R (Chen & Tsai, 2021) o
BRI EY I EAREEFEY Y i g { AFR
Bo P FEfEa c BB MER > TEFHAREEYEB 248

FEES - B{EAHPE FaE NE YR -

o

% ~ g_)l@:?ﬁqaiﬂmﬁg

A FREY S TE0E  (stroke order) ¥ T4 & &, (orthographic

awareness) 4 % ¥ jzi?‘i’ T RN R F A e A B R G
i 4 (Shuetal,2000) e £ H 320 E 5 2 B Y ¥a 5 0 Log7 &

L Bebds (O [ - 87 20 TREFRE, S A% (Zhao
etal, 2014) - @ » GRS FERE LA B KE T PO S P 0 2L
LEEE R LA -

PRV YRR RABARY TN c BEI NPT R G
WFFHB > BEIFR ISR T B jz R g R T BT
Ko w B¥F AP IR e & g B (Chang et al, 2014) o &4 W vk
Bz 1‘#;‘ g ¥ 12345 (constructivist learning theory) Apr= & > 39 3% i §_ 3% 1§
(T2 ILfRIEH S AR 0 A Y E Foje (Bruner, 1966) -

TLH T AREFET BT G kT EFE R
M (Yeh et al,, 2021) o blde > % 8 24 35 7 - 35 % ik & /24 0F 8L s
Pro A hgP f R eRE T BT RS €A R P Ech o ji A it BT
T—AK —F & 2B (Tanetal,2005) 248 " 5 £ g4 | 7

Wi T iF F e iR 0 4 LR T A, SRkanp 1 o
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S

& B3F R R ATAR
g TR

R rrﬁ%ﬁﬁJﬁr%iﬁwjxﬁﬁ DT R TN

B AR LY FHEF R R B

B A3 23 B gl # (McBride-Chang et al., 2003)

e

o

ST e FESHEA S DY L3 2E RS E (Shen, 2010) -
R EDE BRMEEAH TEF 2 LAWY

A AF kR AR it (Taftetal., 1999) -

T
P
Tk
ks
N
e
=
[y
1\

gLk s — g ;JLFI R nlgﬁ\aﬁ_qj;,.l‘gﬁ%ﬁ oL ﬁv ﬁ:ﬁﬁa’ﬁf L (dynamic

visualizations) £ = &% ;% % ¥ (feedback-based practice) » it &g F & 2 H ¥ &

‘\Yﬂ"

st £ Pzl i4F (Linetal,2017) o 2 Gimkit 5 6] > B2 H K35 e B
EOEE . R E A KHEF RGO T LR TR LI E TR E
ARG RS S i L AR SR S EL S SN LE AR
BulEEARnE > LERRRH S Y NS S (4o BHRmALL
1R S ERAARKE RN SRS Z TN X RE LA
BirEBut g NS SE TEE— B —F R AR B

¥ELFRES T T (Wangetal,2003) - &8 F Riend By 7 i

L~ P58 Y 35 i.ﬁ*gi{m’f#.t

EFEY A REEEN NG EI R (FE-HEFFRLEHEFER
PO TREFALRFRY TRP AL AR RA R IR IR REFD
ert gy B Y (Nation, 2001) 28/ » Btz 3 kE F FE£ 353083 3

R LA FERSFR O EREI BN AE S i &
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PR AERA Y ARESPAKE Y BT — 1 Gimkit 5 5
BET RV RRETFLEHEFRE DT RE AN
BIFRY pCFPEAF S (Hsy, 2015) -

m

RIpE 8 5 ¥ 2% (Contextual Learning Theory) » # ¥ «hd i = ;4 &k

-

E'] —r’\-? [ |§ * [7"3)'3

/v‘\
Lon
>

N
~
=

FREHY CJEEEHRADLIT Y A 44

t
e

(Johnson, 2002) o 5% i+ & ¥ "$ TREI B E TR R g L RO R
SAERER FM R KERY 2 R Es R Y B A ERREN

SR deR L MUY B £ Gimkit 3 S A e 74 45

wm o
BEAFT T A7 * o Gimkit T AR ERREFE SRR I3 B A
WEPRFP e B FERTEFFIHERY oo 3 287 LRER - F
i

HEARE o PR AA G B E L AR TP B H A A3 BE - ZARH

z

PRkt o BV RFERR TERF LA o

N

FLEREHE FARRDES o VEY F L% RN g

T

B A3 LA PE B (semantic mapping) (Chamot & O'Malley,

C“’\“"

1994) » 25k ¢ iz dh i 51 HH 2 BEF IR (0P SRy SRR
Bl kg o g 0B R B a’ﬂW$?u%imﬁi’ﬂﬁ’ﬁ
G B BRE AP F AT R > B Bk (3% T E

AWM 3T el (T REEPR Y RS E G R (Teng,

2016) -
ek R R A M F A AREANGK Y 3 S ST (multimodal
contextual cues) » 4Bl & ~ B ~ b F B H BN By BN RF LS

% & (Paivio, 1990; Plass et al., 2003) - sz fd & & Bl &2 F 7 0F ¥ > X

= BF
&+ 2 T2 4% (Dual Coding Theory) | (hE R * » BBALE B3 2
i fab o 518 Y X HHE R IR 7 (Mayer, 2009) - B4 i #
&5

-
FEGIETRARYBE - YV e nfant o § Fier e
WALl EARE S P BRER SR T AL ESR  {#
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FoE e LWL o Fu e Gimkit 072 3+ 8
(flashcards) ; &2 T <~ FE # #;% (multiple choice) | %3 » & % FF a4 < %
BER IR (blded § PB4 B RESE ) TT ks 4
L3P %2 E * @48 (Chen & Yang, 2020) < % ¥ &f ¥ xE? >
FHFIIER AR et kg o F A

RF AR RN N B SRRE LA LEA D

-

3

pluly

CE R

NNy

~

Bfl o AFELEHOERT > KEFLFF LY Dh o 77
BORET AVEENEARY SIS FRE AR F LY 2 RGRM - F
A UFEIEE FE LR DL B (Laufer, 2005) i@ 8 % N3 &
BEFIRR AR FEORFH B EL A E R AH
FrOBFOFACHIEEETR DG ME SR Y A RD

RETFLINF - TER ZIHERFORETHE R0 LFYE

)

~

R FFNREFRY MG EFFTEY ORI AR Bhow i

>\_

GMMt?—p?ﬂﬁiﬂﬁﬁﬂﬁﬁli’?w&zﬁmﬁﬁ v
BRERBESSRAN cFFENT R ERY 2 gAY o e R
7

SR ARER Ee R 0 ARTT - KU RESRILHFLEH

B MGRERE F@ R L L

=}
&
Y %
pren
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PR AEME Y A REEFAKSE Y kT — 2 Gimkit 5 &)

BB (Xu, 2010) -
1945~ 1 #5LE (semiotics of culture) 3% > FZ &~ F 74 8 AR
1B L E Ay @i R &9 5% (Lotman, 1990) o iF F (T 5 ]

TR S DR R E T CRNTE

N

EEWKERE ’ﬁpiﬁafmégﬂﬁéﬁ%\i%ﬁi%a~é

#4% (Chenetal, 2011) o blde > FiE e 5 £ FA5e085p0 T 4% > 24 5 {
FERBE TR VADREFRAR > LR Ry RALE e F R
% -

pLeb s REEV L VBT R L Y Vv BN K (culturally responsive
teaching) 2 4 »#-F 4 ¥ F &% P » KE X 332 n &6 iﬂz ]
vitend o A A - AV ST REDE Y H Y (Gay,2010) 0 b4 B
By Tt REER LM PE IR BV SERVRE I Y

TN B A TAEEIR BEFEY L ILREE L it g
@

”'iﬁ’r)ﬁ, &rﬁ'\; ,éfL%-%ﬁjﬁﬁ)\]fi;}ftﬂP\?ﬁﬂ‘;;g)i’#‘,"%{'4‘1
BB RE IR A c F 84 A Gimkit P 8F P MRS &

HEAAEE LA RN P AN EYET 4 NESR Y R
P2 (L3358 (Wang & Vasquez, 2012) o g5 2 it - # L2k 3
BN LR 4 Y L IE§24 ¥ 23k E & (Byram, 1997) o

&ﬂ’éﬂ?mﬁmﬁv‘%m@ﬁ'W@Mwwm)%*’%?i
BRGFLALE 2 M IRBT BTE AR IR AR o F 2 Gk Y TR
BEFORRE LS B @0 A (EEFTEVENT

F-fRrad el St AF 8V M pa 2 A FE1 R

WEA T BFEEENME S LN F 7 ERE T RELEER
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RGO FVHmEs Wk - S L pindodr v by ocdi i 518

RIRRFEI R R F S 5 RP 2 v BT fRanEa) 5l o
AR ER RLFAIRET ARBEEFE

TR RE ST e cBRAF T FENFREREE Y B TR
%

KFEWEY LY @
o~ EEFRLSITEKE TR

i&&éﬁﬂﬁﬁﬂ’ﬁﬁﬁﬁa&giﬁwmﬁzﬁﬁﬁéﬂ%é
Bk o KF A HF Y B BEE R EE S GV K
W AT EKEF EAY ML g (Chou, 2022) - B KE Y > £ 4

[

,,1,3@

"’J)‘A‘

A A AR SR A FUAAREE S 47 > R T 5 4o Gimkit B
A NRY iy RIEEY Bl v Bl wpb s L 2 57 i (Lin,
2021) -

Gimkit “74% EerBchhw A ¢ 32 T8 B S D AES ~ F BT B34
FERYMFESARFTH T RFEETL TV B v Y
4 p L E R A 8 Lk B B & (Peng & Fitzgerald, 2018) o &
doo B2 F R LI AR FAIUAEY F R g 2 A ERE

B HERAES ERRTl m Y RE-AT AR REY L
e I (Zimmerman, 2000) °

Pt B A WA RSREN RS EEREE e S VARG HE P B
BABYEEY Rk p (Deci & Ryan, 2000) o A vsiiEfer - 54
pdEFFLEp e RS FEIHFAN TRBET CITErFEEHK
AoOME T AP G RAEYHEAS BN AR o F etk
e B DR S SRIARNUEF LRSS EFAIRERE > (R ERE S

FVeP - Bt ig @i Sy QR HEY Faonfan
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HRAERF Y AREFEZPREKEY /Y — 2 Gimkit 3 &)

IR AFT T AR R R KR TR R B4
WinAe o SR AR Y OB AL - LR ET Y R

=
BEEF2FER -

¥ - FIREagexd
N =

K g AP hE R ERES A% PR G AR

3 L RN

AT IECHFRCEY S EH Gmkit 5T 50 BEFYH
WEYEE Y ERILHAA RPHHINF Y A EFTEY A
FEFRE R & o L EHA

% Gimkit 25541 K8 A~
FEREE (R R A S5 TR ) AR ()

(21 BEERHEALFTRAZFTRY )o

"<

ERET P

3

21N

Y

R P
VAR IRV R CFYRE RV ER
BEFEAAEF A TR ERN T EY HE L 2 E G TP
R FARYAREN LR
SHRMER A B FPRIERE RS FY BERL CFLLER

"3

BE FFF A48 2 28 - SV FF R EsFeRHIH > FLAH
PRet LT RAF S AR 4 FF o

AR LG BER AT L A piFHEA LA R A
SER S R SUECTNE- S UERLE S5 Sy AN £ R ST TR
B E o ¥ AL P EFEIHREZFTIE (L S RlHRET
B P S@R B RS N e AREe A e L B e
M AT T R R R (F3-1)-
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AT B R % (quasi-experimental design) o 14 B fewn {8 5 A o
WUREA AR TR 0 B A B 1 8 Gimkit $ 3 &

FPUALEFEY A BT EY L ORF %S

J} \m A.p
\q:v
¥
B
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QJ
E
%

s
FRBRY PF R RKFF AL 58 R E SR
#

g e R YR GRS

TRF e gUTeRAFTHERRELATG e o F A WP (SRR
FwLIBENMTREIE R UEAR BT Y h- BiTkh 21 B
FFPR A IBEFRIERE A AT AR PRI R - &
FoRFEAL - FRFOAERHES t RITAPFEY SR Rk

BERAR A% ¢ S BRETEY S ¢ 5 Likert 7 g8 4

I RENFANEYHFEB - FVEE -FYERIEFLAG - FEX
TAEP > TEd EFRFBREEN TR 0

Rl e E L IR R

&éaaLw«»m@ﬁp’&&ﬁia%%&gﬁgﬁﬁéﬁﬁ
B RS R A AP R R TR S R ER LY
AERIER TR RN > FAEAATRFANT L RGN Y A
PR ORGSR A IR i B T B e s oo
oETENRE Y B TRRE > REE L AGRER Y 5

B ETE BB IR AL R o SRR T R R 2Rk
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FOBEN EALEHAEE ) LAY O AT KR SR B
PR R AR ERY R REEL L F R EY {E i
A0 TR EY 75N

AT EEEL B AT (o A t BT st R
ﬁﬂﬁﬁ)??ﬁi%'ﬁ’”* BDTRAATRGE  bRIFLTE
BRelp P s R EF7RFN {208 FRES B Y Loxm %0 a4l
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BFR B R ehd B o

Fooih L EFFRAKY Y SR RET BT

N IEE

F-oFTEA REFAIEBPET I CFELB AL R LR

EORAMAEREL WP AP AP RS EME ETE  RE A%

Bof TR R AP R M R A ¢ R
FYCFVEB PV BRIL S BEHD RS A3 K8

PR cAp M A % 0 12 2 AR B A A IR
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SR TEIRPE 2 HeRP A H R KR RIS
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PR AEREF Y AREERRAKEY ST — 7 Gimkit L 6|

-~ R R

AFA 7 & * 2 B “GoFar With Chinese” ## » &2+ A =P » 5 - §

15 % F=2F5-BHE~>FFX Z =& (section)’ & & (section) #p

B R c KHMBASER S ERLNR -2 PP EEET B T
phfo? 2R EFEENT R 2R (4 Bk ) THEE Y -
E%9e 7 6110 BEBRFRE AR -

AT HE Y- P %7 H~ ABalanced Schedule » %+ = % % - &
(Section 1) % 1 R KBEPN % » %34 5 TAgain > F T # i fiw 3 5 it
FEHOEFEARAEEHRFTL - FIRHFR LD s - B2
12-14 #3ho 3BHL 2 EFRAAN- T2 39 chvd 251, 28 4 &
10 &> #& 43 16 3 18 2 B > FF £ 95 ACTFL Intermediate
Low I Intermediate Mid -k -T o

FoRFAARLE 21 BR&FFR S AEAL LA X KR

Kk Ao (10 B) g ~ Fd ~#F N 22 BEA
Bl (b~ B~ B R Bfs)o

Fraya e (11 B): 3P Eg PRkt 2F 5%
AR OMTEONMNEFACES LR A RAERAEERER
o BB ARG BN EIHEF S R K o QARG R B
FERFFR -

S RARF
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% 3-1
R ARFALE FALF F
{17 PR
KAz EFY 2 (RY)
Go Far 1
Textbook
W 4 %7 H =~ ABalanced Schedule
% -+ = % Looking for support
Section 1 Again
Objective  Understand when someone describes a sequence of events.
Discuss doing something again.
E%Qi_? SN S ,L?",‘ﬂ,i-\:%é‘ﬁ"%é‘haﬁg‘:&g‘fﬁ_(‘#igo
@10 B
Kﬁ—écf‘i‘?i 'Fj"lb’j—!:;’\.’-ﬂ:;’\“l—/“ﬁf

(F77F)
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R AERB P AALEZFAKE Y R — 2 Gimkit 5 &

AR P

Y

FHe o d PFFRER IR EFRIEIE P X RRE LR REFR AR
fﬁﬂgj ‘3%?

H*H SAAR F PP EREFRR o X AR LA PP
TAREELRPEF - BRI LY RS B X

(o X - BRI LR PEEF= BRI

AEG R SPERL 2025 F 4 0 29 p3 50 27 P REER
FRARE O LY e FHAP - I e Hgko F A% 60 A

BB A G RIPFR s PR FIPERE SRR

- N FEHRBT B AER T - R R ¥ (Pre-Survey) » I iE 7w R
Pl o

BB RB- AR ELIEEH Y L (Mid-Survey) s &7 ¢ R o

e Fhis- ¥ 843 B RE L (Post-Survey) 0 T % = {8
PR o

LR R AT o w X PSR EFE S K Gimkit BHEER > B K ERY
T AEAPERAA ARG RFLA? A X FFRE B ER (bl
B gt sis ) 810 F3% (40 AP 732 -MCAS F32) £k %
B HREL o AR LR A o
AREEANAEHEELAIFREF IR AR Y

RS EIRE D FRPE T BPeei R HRRH LSS RR -
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¥
Ji
s

FHAEP T Gimkit 2. * 258058 (4o Classic ~ Team Mode ~ Boss Battle
) T HERETFEAE BB ES R ERET BRG] RE L AR
BAY ~RAFEY PRI S REFAFRBE L A RGEAFHA S =
iRaE o JAKE AN g E R o
APHER AT e T RAEOEFE R E R E KT 4 32 2 F
ERHRFA - FTEYER THD EEHREE TS T RERE
SR o TR TET I IRRS TG~ 2 N % R R AT B

% 32
FRLEAERRTAT

P kEHE (560 A 4)

28 30 2 5 6 7 9 12 14 15 16 20 21 23

1. Survey,

1
2. topic culture compare
1. Pre-exam

2

2. Introduce can do goals

1. New words and text learning,
2. Reading comprehension and reading aloud to get familiar with the

3 conversation.

(F77F)
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R AERF Y A REFEFAKEY T — 1 Gimkit 3 &

1. New words review with Gimkit,

A2 A
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Gimkit Gamified Learning — Initial Survey (Pre-Survey)

Dear Students,

This questionnaire is designed to understand your initial attitudes before
using Gimkit to learn Chinese characters. Your answers will help us evaluate
your learning interest, anxiety, and value perception, so that we can better
support your learning needs.

All responses are anonymous and will not affect your grades. Please answer
honestly.

Use the scale below to indicate your level of agreement with each statement:

1 = Strongly Disagree 2 = Disagree 3 = Neutral 4 = Agree 5 =

Strongly Agree

Part 1: Foreign Language Classroom Anxiety *t 35 :3%¥ £ g

1 I never feel quite sure of myself when [ am | 1 2 131415

speaking in my foreign language class.

2 |I don’t worry about making mistakes in| 1 | 2 | 3 | 4 | 5

language class.

3 | I tremble when I know that I'm goingtobe | 1 | 2 | 3 | 4 | 5

called on in language class.

4 | It frightens me when I don’tunderstandwhat | 1 | 2 | 3 | 4 | 5

the teacher is saying in the foreign language.

5 It wouldn’t bother me at all to take more | 1 2 3 4 5
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foreign language classes

6 | I keep thinking that the other students are | 1

better at languages than I am.

Part 2: Learning Interest % ¥ 2 4&

1 I like to use Gimki to learn Chinese | 1

characters.

2 | I look forward to trying a new learning | 1

method like Gimkit.

3 | Using Gimkit in class would make learning | 1

Chinese more interesting.

4 | I would be more enjoy to use learn Chinese | 1

characters by using Gimkit.

5 | I think Gimkit will help me stay focused in | 1

class.

6 |I would be more exciting to use learn| 1

Chinese characters by using Gimkit.

Part 3: Learning Anxiety ¥ ¥ & &

1 | When engaging Gimkit, I feel nervous when | 1

I see unfamiliar Chinese characters.

2 | When engaging Gimkit, [ worry that I will | 1

not remember all the Chinese characters.

3 | When engaging Gimkit, I feel anxious when

I have to read or recognize characters

quickly.
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When engaging Gimkit, I get frustrated
when [ forget how to write or pronounce a e ’
character.
When engaging Gimkit, I feel stressed when
I try to read sentences with many Chinese t ’
characters.
I worry about my performance worse than
others in using Gimkit to learn Chinese e ’
characters

Part 4: Perceived Learning Value £ ¥ ¥ &
I think Gimkit will help me better remember | 1 | 2 5
Chinese characters.
I think learning with Gimkit will matchmy | 1 | 2 5
personal learning style.
I think using Gimkit will help me know
which characters I have mastered and which e ’
I haven’t.
I think Gimkit will be a useful tool for| 1 | 2 5
learning Chinese.
I am willing to try using Gimkit regularlyto | 1 | 2 5
help me learn Chinese characters.
I think Gimkit will help me stay focusedin | 1 | 2 5
class.

127



R AERF Y A REFEFAKEY T — 1 Gimkit 3 &

Gimkit Gamified Learning— Mid-survey
Dear Students,
This survey is designed to understand your learning interest, motivation, anxiety,
confidence, and perceived value after two weeks of learning Chinese characters
with Gimkit.
Instructions: Please rate how much you agree with each statement based on your
current experience.
Scale:
Use the scale below to indicate your level of agreement with each statement:
1 =Strongly Disagree 2 =Disagree 3=Neutral 4=Agree 5=Strongly

Agree

Part 1 : Learning Interest and Motivation § ¥ & 4%

1 | Even after playing Gimkit for some time, | 1 (23 (4]5

still feel excited about it.

2 | Istill find using Gimkit fun even after 1 {2345

multiple sessions.

3 Gimkit still feels fresh and new to me after 1 2 3 4 5

two weeks.

4 | Istill feel happy using Gimkit even after 1 {2345

repeated use.

5 | Istill enjoy using Gimkit after severalclass | 1 | 2 | 3 | 4 | 5

activities.

Part 2 : Learning Anxiety £ ¥ £ &
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Compared to the first week, I cannot relax

myself when using Gimkit.

Even after playing Gimkit before, I feel
nervous or anxious even when I make

mistakes in Gimkit.

Even after playing Gimkit before, I still
worry about making mistakes again and

again.

Even after playing Gimkit before, I still feel

too nervous to recall the answers I know.

Even after playing Gimkit before, I still

worry that others are better than me.

Even after playing Gimkit before, I still

worry about getting a bad score.

Gimkit Gamified Learning — Final Survey (Post-Survey)
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Dear Student: Dear Student: This survey is part of our Chinese class learning
project. It helps your teacher understand your thoughts, feelings, and learning
experiences with Chinese and Gimkit.

This is not a test—there are no right or wrong answers. Please answer honestly.
Your responses will remain anonymous and won’t affect your grade. Please rate
how much you agree with each statement.

Scale: 1 Strongly Disagree 2 = Disagree 3 =Neutral 4=Agree 5= Strongly

Agree
Part I. Motivation for Learning Chinese
R
1 I learn Chinese because I’'m interested in 1 2 3 4 5
Chinese culture.
2 : : : : j
| believe learning Chinese will benefit my 1 2 3 4 >
future.
3 . : .
| hope to use Chinese to communicate with 1121314 5
others in the future.
4 , : :
| feel confident about learning Chinese well. 1 2 3 4 5
> Learning Chin ives m n f
earning ese gives me a sense 0 1 5 3 4 5
accomplishment.
6 . , , , 1 2 3 4 5
I’'m willing to continue learning Chinese.
Part II. Anxiety in Learning Chinese

130



v

LR

After using Gimkit to learn Chinese several

times, I still feel nervous

After using Gimkit to learn Chinese several
times, I still worry that classmates will laugh at

my pronunciation mistakes.

After using Gimkit to learn Chinese several
times, I still feel Chinese grammar and

structure are difficult for me.

After using Gimkit to learn Chinese several
times, I still feel anxious when I don’t

understand Chinese.

After using Gimkit to learn Chinese several
times, I still feel afraid to answer questions in

Chinese during class.

After using Gimkit to learn Chinese several
times, I still feel stressed when the teacher asks

me to create sentences in Chinese.

After using Gimkit to learn Chinese several
times, I still feel lack confidence in learning

Chinese well.
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8 After using Gimkit to learn Chinese several
times, I still feel Even though I try hard, I still

feel frustrated learning Chinese.

Part III. Interest in Using Gimkit
Gimkit 55\ 8245

1 After using Gimkit to learn Chinese several
times, I still like using Gimkit to practice

Chinese.

2 After using Gimkit to learn Chinese several
times, I still feel Gimkit is more interesting

than other review methods.

3 After using Gimkit to learn Chinese several
times, I still feel engaged every time I use

Gimkit.

4 After using Gimkit to learn Chinese several
times, I still feel using Gimkit makes me feel

excited like playing a real game.

5 After using Gimkit to learn Chinese several 1

times, I really enjoy learning Chinese.
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Part IV. Gimkit Usage Behavior & Perceived Learning Value Gimkit

R ERaEY fELw

Using Gimkit helps me remember more 1 2 3 4 5
Chinese vocabulary.

I hope other classes will use learning tools like 1 2 3 4 5
Gimkit.

I choose game modes that suit me best. 1 2 3 4 5
I have reviewed my mistakes on Gimkit. 1 2 3 4 5
I am willing to replay Gimkit to improve my 1 2 3 4 5
performance.

I think learning through games is efficient. 1 2 3 4 5
Using Gimkit gives me more confidence in 1 2 3 4 5
learning Chinese.

Part V. Game Strategy and Personal Learning Behaviors

SR s 2B 4 S

I practice Gimkit every day on my own. 1 2 3 4 5

I have checked the incorrect answers from my 1 2 3 4 5

Gimkit sessions.
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3 I try to improve on the vocabulary I often get 1 2
wrong.

4 I like trying different game modes. 1 2

5 When I lose in the game, I want to try again. 1 2

6 I observe how my classmates play and adjust 1 2
my strategy.

Part VI. Game Interaction and Self-Reflection

ey AR SN JE R

1 I enjoy interacting with classmates during 1 2
Gimkit games.
2 I have clear preferences for my role in the 1 2

game (e.g., attacking, defending, cooperating).

3 I have suggested to the teacher to change game | 4 2

modes or topics.

4 Winning or losing in Gimkit matters to me. 1 2
5 I feel competitive when playing Gimkit. 1 2
6 I also care about how my team performs in 1 2

group games.
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7 I can feel my improvement during game-based 5
learning.

8 I pay attention to which vocabulary words I get 5
wrong during games.

9 I use my game scores to reflect on my learning. 5

10 | The experience of learning through games 5
makes me think about how to learn better.

135



SRAERR Y P RESPRAKE Y T — 2 Gimkit 5 b
eks WP SRR A

PR LR FE LI D F L =%k Sectionl B EiRFE ¥
100 &

EEapa

— ~ Vocabulary Check (+ 16 %f > = 4L 0.5 » » = 8 & )
draw a line from each Chinese word to the correct pinyin, then to the

matching English meaning, 4 4%
O

Hoa =¥

2
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= ~ Use the words in the list to complete the sentences. Some words
may be used multiple times. (F 4L 14 > % 8 4 )

RN I T

L 423 ( )2 FlRo FAX LN - ke
2. g ( ) A EIF L AR e
3. pER F R0 EIF L S X ( DI S A
4. 5 X A2 p o Aefp % ( ) first 3 #rEv T A
( ) 4 2 7 T-Shirt, ( ), S ( ) 4%
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\4

RY E e 8o ( )29 E A w R
2 a3EAE (£14°64)

Rearrange these sentences to create a story. Pay close attention to the

words that indicate the sequence of events. (write the number only )

() PFERP EAMIAAEEAT «c AL LT - o & o

() BRENRTHEAGE LT - AT o

() 5= ERin IaUEy T RS o

() REAET - g o

( ) A “é\ X Bt F s m g -i/f’jlf»’g,“va/:};cw ?7

( ) R x’ft.g\rﬁ.f - AT ke AR o § s B I AT o

7 ~ Reading comprehension. * £ 2 & » % 26 &
1. read the passage below and draw four pictures to show what happens in
the story, make sure to draw the pictures in the correct order of events. Please

write a simple description within Sequential Words in each box. ( for exam: 1.

Age )

FATENALP 50 - [ R REART § AR G &

e i ed 27 AR, A é,_j‘jé [C-NARIEE - B B
I Ex.#v kg1 & o 2
3 4.

2. Read the passage and mark the statements that follow true(T) or

false(F)
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AL Faw Pk FiRFIEL AR L RAFE TN L RPLEE
L% LRI S R R LN GEIE S A SRR S

EETPAL o 4ok NG 3 L GehiTa > R G F AR FE o £ R A
43 L eniEd T o R B A ¥z 4 RAL 0 AT RE - f P
VAN ARFER I IR > AP IR R oo
1. The writer will do his math homework first and his Chinese homework
last, T/F
2. The writer will do his science homework after history homework. T/F
3. The writer doesn’t ask his math teacher questions very often. T/F
4. The writer couldn’t do some of his homework today but that has never
happened before. T/F
5. The writer has already asked his classmate three questions but still

wants to ask one more. T/F

6. The writer will ask his classmate questions again tomorrow. T/F

3. Determine whether the following sentences are semantically coherent
and grammatically correct:

D praAggid P4 (=17 )

2). FER AR EIF AL o (=3, % >1)

3). B x> A& will * % finish question asking |+ L& 2 ¥ #&. (=1
7 54)

I ~ Rearrange the Chinese words and phrases to translate the English

sentences: ( #4104 > £ 40 #)

1. Can I eat first and then exercise?

=
e{.\;
R

Loy vy, M5 2 g whed 9
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2. haven’t you started doing your homework yet?

piEd G 5 T4s 39 i

3. I want to go to the neighborhood per shop first and then go to my

teacher’s house to learn erhu.

14 ¥ - g S e £ 3 Tnif?'f‘_i’ 9T R
4. 1 ordered the red-cooked pork first, then the dumplings, and finally the

noodles.

e
_
|
2
=K
o
"
.
"
e
Pt}
|
9
X
4
e
Pt}
|
9
B
v
=
AtSS
po3
e{.;.

+. Writing (12 &)
Please use #£...... 1. A E\Y"™ Be (or g H=.. 7
E BE,0r - 0w ... B 'S ) or 40% o " &L to make a

paragraph describing your classes taken at Monomoy high school (or order

food ~ play sports )
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484100 4H 2985
S1 Z 36
S2 Z 24
S3 5 28
S4 5 19
S5 5 16
S6 5 37
ST 5 25
S8 5 50
S9 Z 23
S10 Z 24
verage scores 28.2

Fianis

S1 i)

BRUBPTE: B+ BSection BIEMIRE
e

Vocabulary Check (168, §850.55, #853)
draw a line from each Chinese word to the correct pinyin, then to ué‘ming English
b meaning,
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HIEMRE

BRABPER: B RScctiont
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3. Determin e whelhc the flloving senencs are semanicaly cobernt ad
Spbter 7
grammatically correct:

y : A
=, QFE G, o) s 5
s ? ey i D EREEBEEEZRHEE. &, R

eace of events. (i b nuber caly) = | 2) BERRNEIEAEMT . ’ (Rat) gy K
sy
IRPFIERIRART o HEHT—HER

S SREBIED, Ramn Ok ) smenrs, é{)/t%?‘rm
%

£ (,'_’Ex}n—magu. M!

1 L o«
ATBEE.  BE AR ALHE
R % ¥

73 Writing (1253)

Si R

WABS R H+=BSectionl HIEME

531005 5 F
A #E ; e

—. Vocabulary Check (168, §80.55, #85) - é
draw a line from each Chinese word o the correct pinyin, then to the matching English

meaning, FELH
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Pre-Survey

S8 Pre-2
5 [Cme Gt vould s eaming
B interesting.

[ Twould e mors enjoy o useTeam Chinese charae 5

1 | using Gimkit. “f*'lm‘lﬂ‘ﬂh’uw"" S

p _m‘ e it s pisiou 904 s e sl

3 15 IMMMMW‘M 4]

= s i o W s Yo vl Sttty

O] Lproud be orp exciipg SHAmE by
v aciing o peclotin Chngse .
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Mid-Survey

Gimkit Gamified Learnin 2
Dear Students, . I :
This survey is designed to understand your learning interest, m

. confidence, and perceived value after two weeks of learning

~ Panet: Leaming
Even after playing GimKit for som:
excitedaboutit.
[2 [ Tstill find using Gimkit fi

"SE Midz

3 [Even aﬁg;;pll)dpgﬁ)mldtbgfoierlﬁﬁll vorry
making mistakes again and again.

4 | Even after playing Gimkit before, I still feel too nervous to
|recall the answers Tknow.

Even after

et

Post-survey

P 4 E

} m 1 b ST
Gimkit Gamified Learning ~ Final Survey (P

Dear Student: Dear Student: This survey i part of our Chinese class earning project

“This is not a test—there are no right o

pons m
 agree with cach statement.

pit

Gimkit to lean Chinese se
that classmates will laugh at m;
‘mistakes.

After using Gimit to lean Chinese several times, I still feel
Chinese grammar and structure are difficult for me.

After using Gimkit to learn Chinese several times, T still feel
anxious when I don’t understand Chinese.

| afraid to answer questions in Chinese during class.

‘Afier using Gimkit to learn Chinese several times, 1 stil feel

After using Gimkit to learn Chinese several 1

| tack confidence in learniny

After using Gimkit to learn
5
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enjoy learning Chinese.

3| Tchoose game modes that suit me best.

Tam willing o replay GImKit 0 improve

4
B
 [6 [T hink learning through games i o
s
7,

Using Gimkit gives me mor
o

EE YRS & A

P42 %)

Q Qt
SI &
S2 &
S3 %
sS4 ®
S5 37
S6 %
S7 3#
S8 3#
S9
S10 4

W NN WO W WN-=2 DN

Thave reviewed my mistakes on Gimkit.

T Using Gimkit helps me remember more Chinese vocabulary. | 1 | 2 | 3 |
2 | Thops ofh Tike Gimkit. 1| 25Ean
: o

o [ [

post—

S§

T iike trying different game modes.

When T lose in the game, I want (o try again.

1 observe how my classmates play and adjust my strategy. |

T enjoy interacting with classmates during Gir

Pre-Survey

part 1 JMEREER

Q2 QB 4 Q5 @6 Q7 Q@8 Q9 Q10 Q11 Q12

1

W b AN -2 B DNDN®

3

N = N> W0 w DMADNDDN

3

A 2NN~ O WODNNDN

4

A NN =2 =~ 0O 0N W
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Mid-Survey
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Post-Survey

Part 3 25 & B 4%

Part2 + X 2F &K

YR M plpart 1+ X FF & #

Q1 Q2 Q3 Q4Q5Q6Q7 Q8 Q9 Q10QI1Q12Q13Q14 Q13 Q14 Q14 Q15 Q16

Q
S1

5 4 5 41

5

5

«©

1
1
1
1

2
1

1
1
1

5 4 4 452

5
5
5
5
5

L 4 4 4 5 4 41
5

%
s4 5

S2
S3

1
5 4 4 432 2 2

55552

5

2

bil
S6 B

S5

1
1
1

1
1
1

1
1
1

5 5 55

5

4 5 5 5 4

5
5
SO & 4 5 4 4 451

S10 %«

S7

5 4 55

5

S8

2

2

5 4 55 1

5

5

Part VI B EZGH R A BRRE

Part 4 4% /i 47 5 2 % B 1R {5 Bk 4= Part 5 2% B R % 8208 A 47 )R

Q17 QI8 Q19 Q20 Q21 Q22 Q23 Q24Q25 Q26 Q27 Q28 Q29 Q30Q31Q32Q33Q34Q35036Q37Q38Q39

4 4 4 4 4
4 4 4 4

3

3

4

4

3 4 4 4 4

2

2
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