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Design Framework of Chengo Chinese
Introduction

This document is a proposed plan to the National Office of Teaching Chinese as a Foreign Language to continue the development of Chengo Chinese. The plan is divided into five sections: Outcomes, Background, Design Framework, Rationales, and Timeline.

Goals and Outcomes
The final product will be a massive multi-player online gaming platform, online learning contents and a user manual. It aims at providing English-speaking users with cultural-mediated, game-based interactive Chinese learning environments.
Game Platform Goals

The new Chengo Chinese will be a massive multi-player online game, consisting of four virtual worlds: “villages”, “towns”, “cities” and “cosmopolitans”. The four virtual worlds will progress with increasing complexity, advancing from ancient times to modern times and from countryside to cities. Those different virtual worlds represent a variety of cultures and living styles, and teach different cultural contents and language in correspondence with learners’ language proficiency and cultural knowledge. Learners will start with “villages” and advance into “towns” after they grasp a certain level of Chinese language and cultural knowledge and reach a certain point. 
The game will be an open platform. Players could exchange and trade their points, and could accumulate points with knowledge acquired and social services provided to others. For instance, players can gain points through helping others solve problems. 

The players can choose five career paths in this game, which include: scholar, businessman, kongfu master, officer and historian or archeologist. Players encounter different experiences based on their individual career choice. Furthermore, players with different career goals co-exist in the virtual worlds and interact with each other. In addition, the game also contains many artificial intelligence ‘robots” (i-bots) that can interact with the players. 
Curriculum Goals
The new Chengo Chinese will provide at least 1000 learning activities, each activity presenting learners with Chinese culture-, society-, geography-, and history-based learning opportunities. Each activity will take at least three hours, and thus the new Chengo Chinese will provide learners with 3000-hour Chinese language and culture learning contents. 
Education Goals
Language Learning Goals
This online game is expected to help learners to advance from zero proficiency in the Chinese language to intermediate-advanced level so that they can easily transit to Chinese AP courses provided in virtual high schools in the US. 
It is expected that after 300 hours of playing the game, the learners could be able to follow mini-conversations on certain topics; they could be able to read short stories consisting of simple Chinese; and they could be able to identify objects and hold mini-conversations with others. 
After 600 hours of playing the game, the learners could be able to follow conversations on a wider range of topics and understand short spoken passages; they could be able to read longer passages on a wider range of topics and in broader genres consisting of more complex Chinese; they could be able to hold conversations with others on a wider range of topics and read certain passages; and they could be able to write short passages on certain topics. 
After 1000 hours of playing the game, the learners could be able to understand longer spoken passages at normal speed and follow some broadcasting programs; they could be able to read passages excerpted from the media on familiar topics; they could be able to converse on a wide range of topics with a certain degree of fluency and read some online materials; and they could be able to express their ideas and feelings more freely in writing. 
Culture Learning Goals
This online game is also expected to enrich learners’ understanding of Chinese culture. It is expected that after 300 hours of playing the game, the learners could reach some basic understanding of the culture topics that are of interest to them; after 600 hours, the learners could reach intermediate understanding of culture topics; and after 1000 hours of playing the game, the learners could reach quite comprehensive understanding of China and Chinese culture. 
Other skills

Playing this online game can also help learners to improve their technological skills, their critical thinking skills and their social skills of interacting with others, and enable them to engage in cross-cultural thinking and interaction. 
Design Framework of Current Chengo Chinese
Background

Chengo Chinese was originally part of the US-China eLanguage Project jointly sponsored by the US Department of Education and the Chinese Ministry of Education, undertaken by the Chinese side. The purpose was to develop multimedia software to teach Chinese to middle school students in the US. The current Chengo Chinese contains 35 units with its main theme around Olympic Games and a storyline around language camps and family living. The software has been piloted in schools and found to be useful, but at the same time limitations of the program have been pointed out and places for improvement have also been suggested. The existing Chengo Chinese can be found at: http://www.elanguage.cn.
Areas of Improvement

Four major areas in which the current version of Chengo Chinese needs to be improved: 
1. Proficiency Level 

Chengo Chinese should expand its target proficiency level so as to serve learners at all learning stages. Current version of Chengo Chinese only fits a limited group of students with intermediate proficiency level. The starting proficiency level of Chengo Chinese is too high for beginning learners but its ending point is too low for advanced learners. There is a need for it to be expanded in both ways so as to better cater to the needs of Chinese education in the US and to attract all levels of Chinese language learners throughout the world. 
2．Content 

Chengo Chinese needs to enrich the cultural information it conveys. The narrow theme of Chengo Chinese, Olympic Games, may largely limit the relevancy and currency of its content arrangement after the 2008 Beijing Olympic Games. Furthermore, it does not reflect the rich culture of China and thus fails to fully capitalize on the motivational powers of culture in foreign language education.
3． Format 

Chengo Chinese needs to enhance its coherency as a game-based learning program. Although the learning episodes of Chengo Chinese revolve around a coherent story, there is a certain degree of discontinuity between its learning contents and learning activities. It fails to permeate the gaming concept throughout the program, and uses games more as external motivation rather than capitalizing on the internal motivation naturally conveyed via a coherent game-based learning environment.  

4． Technology 
The technology means through which Chengo Chinese was developed also demand some improvements. Previous limitations of technology have constrained some original designs from being instantiated. Now with major advancement in technology, especially gaming technology, some of those original designs could be realized. Also with the popularity and development of online teaching and learning in the US, a network-based Chinese language learning environment could be truly developed. 

Based on these considerations, the proposed Chengo Chinese online game-based language learning environment aims at addressing those limitations, and intends to advance Chengo Chinese into a more comprehensive, culturally-richer, pedagogically sounder and much more fun language learning environment. 

Design Framework of the New Chengo Chinese
Design Principles
The design goal of this new Chengo Chinese is to better meet the demands for Chinese language education in the US, and to bringing a fun while effective Chinese language and culture learning experience to the learners through immersing them into a game-based language learning environment. The design of the proposed Chengo Chinese learning environment is guided by the following design principles:
1. Building a comprehensive language learning environment. The proposed Chengo Chinese would fit the learning demands of learners with various proficiency levels and facilitate all aspects of language learning. It aims at building a comprehensive program that can lead learners from beginning level to the intermediate-high level. But at the same time, it also allows for different entry points for learners with different proficiency levels to get into the environment.
2. Applying content-based curriculum. The proposed Chengo Chinese is designed with dual purposes in mind: to improve learners’ language proficiency and enhance their cultural understanding, and to help them accumulate knowledge and increase understanding of the field/content that the learners are specifically interested in. 

3. Adopting task-based language learning approach. The learners’ learning experience will revolve around an overall task or goal, i.e., to become an expert in the field/content that he/she is interested in. To achieve this overall goal, the learners need to solve a large amount of authentic mini-tasks (mini-challenges) and social activities. The language and culture will be embedded in those real-life tasks and activities. 
4. Following sound language pedagogies to meet the crucial factors to effective foreign language learning. The proposed Chengo Chinese strives to meet the four conditions for effective foreign language learning: to provide high quantity and quality of language input, to provide large amount of language use opportunities, to provide high quality feedback, and to support learner syllabus and facilitate individual learning. 
5. Constructing a coherent game-based language learning environment. The proposed Chengo Chinese will use games to keep those Chinese learners motivated throughout their learning experience, and also use its gaming concept to attract others users, Chinese native speakers and Americans with high Chinese proficiency, into the system. More importantly, gaming concept will penetrate every corner of the proposed Chengo Chinese, with the overall learning experience, the learning materials and contents, and the learning activities integrated together to bring a coherent gaming experience. 
6. Emphasizing social interaction and activities. The proposed Chengo Chinese will make heavy use of social interaction for two purposes. For one thing, it helps to build social resources and support lacking in foreign language learning context. For another, it makes use of the distributed unlimited resources and talents among the ordinary people who speak the language. 

Overall Design
The proposed Chengo Chinese will take the form of a massive multiple-player online game. It is a virtual world in which users meet different challenges, and overcome those challenges to advance their social status and gain more control of the resources distributed in this virtual world. Learners improve their language proficiency and understanding of the Chinese culture, and accumulate knowledge and acquire living skills through the immersive experience of living in this virtual Chinese world. 
Game Components and Features
The Structure and Content of the Game
Learners have choices over five career goals, which include: 1) to become a successful Chinese scholar; 2) to become a successful Chinese historian; 3) to become a successful Chinese businessman; 4) to become a successful Kongfu master; and 5) to become a successful Chinese officer/politician. Once they choose their individual career paths, they will encounter different learning materials and resources and go through different learning experiences that help them achieve those selected goals. 
No matter which career goal an individual learner chooses, he/she will gradually transit from simple to complex learning environment. They may first start with the simple and relatively primitive life in small ‘villages’, then progress into the more complex life in larger ‘towns’, and then gradually advance into the complex and modern life in small ‘cities’ and then into ‘cosmopolitan’ life. Those different villages and cities have different learning materials available, have different mini-challenges and tasks embedded, and have different social activities enabled and arranged. The learners need to gain resources and knowledge from the learning materials available in a specific ‘village’ or ‘city’, and then use what they have learned to overcome the mini-challenges and finish the tasks in this mini-world in order to progress to the other mini-worlds. The learning materials include interactive reading and listening materials of different genres on a whole set of topics including Chinese history, geography, culture, social custom and convention, social value, modern Chinese and so on. The mini-challenges and tasks are either embedded language puzzles within stories, or application questions involving the use of culture knowledge, or some language or culture games. The social activities are social experience like opening and teaching a class, running a shop, running for election and so on. Every mini-world is filled with a variety of interactive objects/artifacts that learners can manipulate and explore, and the learning contents and activities are closely related to each other and form an integrated whole.
The goal of individual learners is to progress from living experience in small villages to that in big cities in their selected career paths, accumulating knowledge along the way, and to finally achieve their selected career goals: to become successful people in the selected careers. 
The Scoring System in the Game
Each career path is marked by several levels. Learners advance into higher levels if they exceed certain score. The score is a combination of scale points and experience points. The scale points are based on learners’ performance in the mini-challenges and tasks and other indicators of their proficiency level.  The experience points are based on their ‘social’ experience in this virtual world in terms of helping others, teaching others, creating social values, and so on. As learners advance into each higher level, they will gain certificates and their social status will be promoted as well. Each higher level also brings more resources at their dispense and enables the learners to engage in more social activities and social transactions. 
When learners’ proficiency reaches certain level, they could also have the opportunity to earn course credits granted by affiliated virtual high schools. 

Gaming Features 

Providing an “Manipulable” Immersion Experience

Various gaming technologies will be used to create an immersive language learning environment and enable learners to improve their knowledge both language-, culture- and content-wise from the experience of living in the virtual Chinese world. It basically enables the real-life living experience through allowing learners to explore the world freely through the interactive gaming features, through making the rich media such as cinema, library and daily radio show, available to enrich learners’ learning experience, and through allowing learners to learn via observing others and interacting with others. 
Moreover, the immersion experience created by the learning environment also allows learners to manipulate the resources that are accessible to them. For instance, when a learner goes to a supermarket, he/she may overhear others’ conversation, which serves as learning resources for him/her. But at the same time, if the learner is interested in imitating this dialogue, he/she could also manipulate this learning resource through adjusting the speed, through repeating the conversation, and through role-playing as one of them and interact with the other person to conduct the same conversation. Thus, this learning environment makes naturalistic contextualized conversation available to the learners as learning resources, but at the same time gives them options to manipulate the resource to better serve their language learning needs and purposes.
Enhancing Interactivity

The proposed learning environment provides learners a lot of chances to interact with the environment. The objects in the mini-worlds are interactive, and those interactive objects enhance language learning. For instance, when learners shop in a supermarket, if they click on a certain item, they may get to hear a brief introduction of this item; and if they want to inquire about the price for a certain item, they may hear a short conversation between another customer and the shop assistant with the pricing information in it. Furthermore, learners could use tools available in the environment to create new things (such as: a new classroom, a grocery store, and so on) and enrich the environment. 

Furthermore, the proposed learning environment also puts a lot of emphasis on the opportunities for social interaction. On the one hand, it promotes the social interaction among the learners through those social activities enabled and arranged in the system. On the other hand, it also aims at making use of other users of the system to help the learners engage in the learning experience and facilitate their learning. With its gaming themes and features and with the concept of creating and living in a virtual world, it will attract the Chinese native speakers and Americans with high Chinese proficiency into using the system. Those other users will serve as great motivation force and learning resources for the learners in this system. 
Individualized Learning 

The proposed learning system grants learners with a lot of choices. The learners could follow their interest and select individual career paths. The learners could also enter the virtual world from different ‘villages’ or ‘cities’, based on their prior Chinese proficiency. Learners are also given the opportunities to chart out their individual learning path through selecting the learning materials, resources and experience that interest them the most through the large amount of options available in each mini-world. 
Comparison between Current Chengo Chinese and the Proposed Chengo Chinese

The proposed Chengo Chinese is expected to incorporate current Chengo Chinese, and capitalize on its predecessor’s strength but realize a lot of others areas that its predecessor fails to achieve or fails to do a good job in. Below is a detailed comparison between these two learning environments.

	
	Current Chengo Chinese
	Proposed Chengo Chinese

	Curriculum Approach
	· Story and dialogue-based curriculum

· Prescribed lesson plans and fixed learning path and learning materials and activities
	· Content-based curriculum

· Immersive language learning environment where individuals can follow individual learning path and learning materials and activities

	Learning Resources
	· Rigid, pre-determined learning materials 
	· Open platform that encompasses existent and alive language resources and authentic language learning activities

· This open platform makes language learning materials and activities alive. 

	Instructional Design
	· Learning episodes revolve around a limited theme: 2008 Olympic Games

· Introduction of culture is scattered, not systematic and integrative

· Learning content and learning activities are disintegrated

· Learning activities are mostly in the form of discrete language repetitive practices, not very authentic and engaging
	· Learning materials revolve around a wider range of themes depending on the career path selected by the individual user
· Culture is introduced in a systematic way and is an integrated part of the whole curriculum

· Learning content and learning activities are integrated

· Learning activities are very authentic and revolve around using the language for real-life purposes

	Game component
	· Game components are applied only to some learning activities and thus the games within the system are mainly isolated language learning games 

· Game components are mainly used to appeal to external motivation
	· Game concept penetrates throughout the whole learning environment design, with the overall learning experience, the learning materials and learning activities all in the form of games. 

· The coherent application of the game concept throughout the design appeals to internal motivation

	Learner participation mode
	· Independent study with the multimedia software or the web-based materials
	· Users participate in this massive multi-player online game together with other users, and thus learn through interacting with the objects in the environment and with other users of the system

	Target Users
	· Chinese learners with some basic proficiency in the language 
	· Learners ranging from beginners to learners with intermediate proficiency levels
· Native speakers of Chinese and Americans with high Chinese proficiency levels


Rationale for Developing the Proposed Chengo Chinese

For the new Chengo Chinese, we propose to build an online multi-player game-based immersive language learning environment, because we believe that it holds a lot of advantages over traditional classes and other multimedia software programs.

Why Not Traditional Classes?

Traditional classes impose too much constraint on the language input that learners could access. Given the fact that a traditional class is often taught by a single teacher from one or a few textbooks, the language and culture input that learners could get out of this type of learning experience is very limited. However, language learners need to access a large amount of high quality input because it is a crucial condition for effective language learning. This is usually hard to achieve in a traditional class due to its inherent time and physical constraints. Although online courses could, to some extent, open the rigid curriculum and expand the language learning resources by introducing the vase amount of resources on the Internet into learners’ learning experience, they usually do a poor job in facilitating social interaction and in encouraging and supporting learners to use the language for authentic purposes. 
Furthermore, considering that traditional classes rely too much on the proficiency and ability of the teachers, this might not be a good option for the US context where there is a paucity of Chinese language teachers. Furthermore, in the US education context, the Chinese language students are usually scattered everywhere, many schools do not have enough students and do not have the teaching resource to open Chinese language class. Considering all these factors, traditional classes may not be a viable option for Chinese language education in the US.
Why Not Multimedia Software Programs?

One big problem with multimedia software programs or traditional games is that they promote more of solitary learning and do not provide nor facilitate social interaction and social activities. This is particularly a big problem in motivating and supporting learners to learn Chinese in US, where social resources and support for learning Chinese is extremely lacking. 
In most multimedia software programs, the learning contents and the game-like activities are not an integrated whole. In those programs, the game features were added simply for the sake of inspiring external motivation, but failed to appeal to internal motivation that would easily be inspired by a coherent game-based learning environment. 

Why Chengo Chinese?
The proposed Chengo Chinese does a good job in facilitating the four conditions of effective language learning. It provides a large amount of various authentic language and culture input through all these authentic listening and reading materials and through those rich media resources provided through cinema, daily newspaper and radio show and library. It also provides a lot of authentic opportunities for using Chinese through those embedded mini-challenges and tasks in the mini-worlds, through those real-life social activities and tasks that are enabled by the technological tools, and through the variety of opportunities to interact with Chinese native speakers and people with high Chinese proficiency. Furthermore, Chengo Chinese makes use of both technology and human factors to expand and refine the quality of feedback that learners could access, and the way it is structured supports learners to follow their own interests to create their own learning agendas and processes. 
Unlike most current so called game-based language learning environments which can only be called learning games to the best, the proposed Chengo Chinese creates real game-based learning, and game concept permeates both the overall learning experience design and the design of individual learning contents and learning activities. It is in essence a large game threading millions of mini-games embedded within. Entertainment is a crucial component in this environment, thus granting it potentials to attract a large amount of players and sustain motivation. Furthermore, the contents and activities in the proposed Chengo Chinese are an integrated whole, and thus it not just uses game features to add external motivation, like most current multimedia software programs do, but rather appeals to internal motivation through this coherent way of structuring the learning environment. 
Furthermore, Chengo Chinese is also peculiar for its open platform and flexible curriculum. By attracting other users, Chinese native speakers and Americans with high Chinese proficiency, into the system, it makes its contents and learning agendas alive. By allowing learners to be creative and to initiate social activities like opening classes, running shops, it builds energy and life into its curriculum. By making libraries and live media like cinema, TV stations, daily radio show and broadcasts available in the system, it makes the learning materials and curriculum very flexible and up to date, and brings unlimited resources into the system. 
Development Timeline
The timetable for the development of Chengo Chinese is as follows:

· June, 2006 – August, 2006

Design the game and curriculum framework

· August, 2006 – November, 2006
Establish the alpha version of the system

· November, 2006 – January, 2007
Beta-test the system

· January, 2007 – June, 2007

Pilot and promote the system

· June, 2007
Refine and improve the system; formal     introduction of the system
In 2 years, it is expected that the users for the proposed Chinese learning environment would exceed 100,000 users. 


