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Abstract

In the post-epidemic period, online education has risen rapidly, and the value of online education
resources has been further recognized. At the same time, China’s international influence has been
growing, and teaching Chinese as a foreign language has received extensive attention. This paper
attempts to design an educational game “Chinese character book” with the theme of “looking for
scattered pinyin” for junior and intermediate overseas Chinese learners. This paper introduces
the interface design, role design, task design, process design and platform design of the game. The
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content of the game script is closely related to the common phonetic errors of the second language
learners, so that the second language learning is more targeted and feasible, improving the learn-
er’s language level in entertaining. The game development of “Chinese character book” is an at-
tempt to teach Chinese as a foreign language online, which promotes the development of teaching
Chinese as a foreign language to a certain extent. At the same time, it is expected to provide some
ideas for the design and development of educational games.
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1. 51§

Bl IR 2 EERIL AR R, DUE THE LA Bh 22~ (CCAI: Chinese Computer-Assisted Instruction)
HATCZ B2 R0E, e — T IAMIMNGERF WITIMAE AR, FFHRE AR T4 E5%5), |
e H AT LA SO B BB ) iR ESE AL, R DR s N E R EE . a4 0 e s AR,
2 b SCHCE W) T R BRI N, S B SISz B T Bk . 4F2R(2020) 7R, AT BIR A
Hor LN E S, I A BO 90 5 ROE 8 BT, A4 ) 0 2% B0 10 J7 ORI
AR ) I N ENZRES), R H S HRERAIL 2, Sl = i, e JATEE F o
FHITE S 2 RUEIEI[1]

ARICRYE B I E L HFE, Mg “FHRBOSWPEE " MR E, W8t 3K m o] 4
WANDUBS BT (DU Wk, WA Rgha B2 ) 35 WKTE S iR, DU SE b g vl ek o) o
GREIE, R N FTATPE AR R . Do T 35 Bh AR S B EOE Pk A, s A ERE,
W22 R APEERIOR P AR DI e 2 R, R E A, b Sc BT R
I H[2].

2. {XFH) HFRREIT

R 52 (2023) R HE DL HHT B S« BRI AN T AR B R 7 P T iR I 2R AR R, 4 B AR AE 5 B
FHERIRA : 1) SR [S]4H-5 5 R G & [t 4R, Wi: pAE - pA*AE; 2) ER G AESIRIE,
e HP - P 3) FEBEMEEPRE, W XA - * A BIRMRHEIRIEA : 1) BRI iR
iy S B [N HT S B BEAD A 5 3 0] )5 S BB BRI, 1. BN - *RiR. NRM - A*%& 1M, [on]
Flon]iRiR, fi: FE - *FMUE; 2) Ko H [l E[liRIE: 3) EHEMEERIER]. ik
(2022)iN Ay, FEBHE R EEA R R EHRE £ S RE, B RE: HFAESERRE. B
ZFEREABIN . WU TE[4]. BEM(2019)48 H, 22 AEPGE B 1R EZA LR JLA: [t]
Flte'], []F[s], [er]RI[ts], [s21FA[s]55. HET ik, (OFT) WEREDF & e & 1 BAH G R FR,
FEARAEAEA BOEE. GRWECSIA S HFRETIASE, W2 HEkplE, A Ep] A
S ZFRET7, W H 2 ML BE[p A [a] BEATIRIE, DOEY ) & ZEHR BB B R T B 5
[5]-
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3. (XFH) gt
3.1 FEE

TR S A AR R B, IF DA R S f I IR AT 5t PRI SR AN — A s S
iR, ERREEE (U EI0) » WA 7RSO B SANE B R . BB B R
ARETIF, RGEMPISCEFE: ORERMNAL REUEANFRE S & —FERAEAN, TATREAR
WHERMEL N — KN RBIAA Rz, ERNA IR T RIS A HR I, R
A H 2 S IEAE IR AE B /o AR B AR, IREE SR IRATCAEME T, e SOy S S
HERE_EARR RS A AR BENS AR I A AR B S S R IT IR K AR, BLRdFis ! 7

B REIE, BE TS E FIKS 018 E IR TR T 584 , HFERRKFT iR AR 7 i L,
WL KT B T xR R IR [6]. S alA 1.

EN A EEEIFEES |

E-EHEREEFD

Chapter One: Saving Lost Island.

ESRIE-
BEIREINFEFFHEE, &5F
ar, KEBIBEFES,

Figure 1. Game Chapter 1 cover interface design
1 FRE—EHEAmit
32. et
TR AR E NG BRI R SRR 580 b S S RO PEE IBOE TR S, AR ZE A S
It BT BT RAR A T — FEDUER IRy o DU A B A R PR A ST WGR PR R, TR
FEHGENPE, RRTAE, RAZEIE SR, e oo R B AR &
3.3. EF®I
CRUFA ) GO R HERE R BOR T NI E AR 55, XA 55 HIRME % 57 (1) NPC (FEIn 5 A () 1k th
E5fa7R. RS KBT 6 MRS, HFREZFESHERE, SIS EM AN R, £
SRRV RIEER) . IRRANE IS, BA — BRI .
4. wAEE
(B AR =AM, Rl Pt &Rl PraPht. PR TSR] . EIRIK 564
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5iSE 4f

WL RGURYEBUS B BLR R GV DU 2] BE S i 2 ST, = RAR R AT AEAT & 50 A 2 R B
Jko WA — AR RINDE A I, DU PR S nT CLEAT R B, AMEZR ST LI, (HAE BTSN 1%
WHEA SR TG G BRI k. S5 2.
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Figure 2. Game process design
2. BRI T E

4.1. FEMHER

EMIK S BL iR TEERM DML E: —REXWPOEA, —RARAGRENHE. YIPiHiLs
WG, RGEEWINGE REEAAMENY 2% B ATRDOEY I8 MRS E L. VI ERE NG R HE)
HERF SO LA IE R HIAR S 52 SRR G 15 3 B2 ST 35, DR 2 IS L), A PA TR
SN A DI K LS e, S5 30BRAE 5 4 > app AT IER ST, X 3 A1 4.
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Figure 3. Interface for players to choose learning intention after completing game testing
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Figure 4. Interface after completing the level test and selecting one’s own difficulty level
B 4. SERK MK EFFECHEEZ EHNFE

4.2. HHERIE

SR AR R PR 2880 Fy (RO IR ) HR HA 1+ AR A R SRR ], FRATTIR T
T PRE VISR R ——HR P . LR, B BT A EAERRE, RGEHESRE: ¥
SRR, WARNL R E B ERER UL ELE, AXNRER, e —&00EHENT
A, VRIE PSRRI, R EREE LR TS . 0E T, R EE
AR EE R B BRI . BAC BT . 7 B B SOE N BRI R 2T L iR A PR ORI &
MR, RAERFEHE, M S R EAATRK S S, Wik s 538 82 2k
7]

P TP, BiR S AEWRE 5051 5 T HEAE O A 2510 5 21 o $2 I8 P 0 BR O HEZ U AR T2 2
S REERIEE, — AR F RSB G T AR R SN W E ] [p]li, BuEK s [p]i
NP R 285y, maki [p] I i RS E 2> H B3R b, BEN[p] Al AN, [pl R HE
PG B, W EERRAIR R BEINE, BT T A B S, XS EREBZEL DS %
TR B bR E K, B S R R, DU BRI A S P 2R
AR [P 745 BRI M2 F-BE T, &R0 5 J7 2 8 [p] 7% 28 ST E I DF S R A
[, 15 H2x L BEp R [a BT IRYE, DU 2] 3 B4R B B I [p] AT B . il 5.

Figure 5. Writing example
E 5. BERHI

MFLBEH T RE, RGEHE “[p]” » REER A7 W7, g 7T RGHE CARIKE
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R A

W7 o o HESE[p] T E JEREATEREE, ARGURYE AR A W [p] e IR BUAL, % S ELRAE A & (R
e 5 A W3 2R T NP3 9 T RS SO AT L B IRERL) o 3 S RAT EL[p] I HF & A% S DL R R
B B S ILACAZ, X B SIVE Y. [Pl SR Jm, A B [l =58, RGeSt “ IR
W TEEAPRE R D, ASEAR 7 ERPRE RECEIREM[p] -2, RREZ T HE RS HE .
A P RE AR A A5 2 ) G R L B R i 7, ST IR 75 5

4.3. HFEHHE

43.1. BHEH#ER

FARTITL, HEN PR AP EE 4 o A %5 74 28T 9 SR ek LT 35 DF 35 A PE 5 B I3RS
TR TFIRI, REHER:  “HMEEE WS AR E PSR IS, PR AR A, ERH T
ZRTMIRFE, LS EARN R SMETRL, U T EARFEATARE S I AR e S s i B, 4
A, SEOUREIELR. 7 WERIERTTIR, REVEELTE BRI PSS, SR EM T RA
N, WTUARE ST E . A2 BAREIE TR, RN RIS BRI PRE, REE
P IER P, I ASNHCNEE AR, BUEER 4 A G 1] BAT IR > . B ARYE R 40 k5 e B
BRI R BT B RE 75, Wk AT 25 1A AR 5 & R BB SRR . W RIER B, WHFE
e, NGB CUHRG O N, BEIERRREESE, EMPEE BOLER R, JERE AR
VRBLE A A IR 5 I T AR . SRR, WRA SRR, RESWREIR P E)
BEEAE AR N IERA L3, H SRR S5 . R SOE BT IR P AER DS S TE
BE%e, mhPEE T DUMT I N, PR S W E SRS A, AR E T DT IR, REMRE S S0

LN T

4.3.2. BFERBIERRSY

FARRIIL, BRI, XN, DR HFEIEFE RGNS, RERER, fEFR
PG — B E 5] DT PRSP, BRI E o2 U H SR R E S R, IR E
B BERIFER, REERAR: CPXRIES S USREMN Y G, HdAakckiy, s EAE
BN ER AR EREIGR, (B2 T HE By, A E S A ] S G s P ) R

W IERTTG, Frma Il — i, B T ek S s, X SEEnT . B4R R4
CEE R, I BN R AT AE T . — PRSP IA R 75 BPELZPEE DA IR,
TUHEIRG—IKAE R R o TR BEAREA M 2> R P8 10 g 5 RS e 5K I B 3 0, AR 43 B0 (IdE AT
HEA S Bugnl LAWY [y sEBu 5 i & 00 3 s B AP e, R oe A3 dE w4, nl DL kS 18 5 H AT

RALEA e R RIRGEE AT 25 BT - MBS PP L K P E PREOKF, &R — NS EEPI 5
BRI RSP S B0V, W AR B A P SO R, BEA O, AR S S AN —
WA DL BN T B AN T 3 o S AR 58]

4.4. BEENFL3]

RSy, K O R IIC P S R BB LL N AT S, 9 HAEPF S PRk A @t K&
WLAEIZ & Re et AT HE & IR EE, PR O o0 B - s B AR S X B, @ils H o AR 1 5
HHNCIZ, B R HE 2B A 2E[9].

TERIFEZ R/, REGfnE: “ROLFENTHCE ! WEaBURIMA SR FEE, ks b
I R BRI TRTE FIE~ o &R B B KSR AR, Duaisd Bs S
FAH BRI AT E AN DG il (K22 20, F-im] TR FE S, R O7 2 98 SO o Bua 7R 1% B 58 i il P 8 1) 7t
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PR 7B IR BE,  BESE B MR PUT 2 20, AR DL L A AN il 2 AN B X 7
b, A 54BN B P R i LA SCRCBUNTT T 45 Du sk AR TEAL AR SR . lanBe K 2 2] T KWK
B, A R A F T RS 8 RIRS AT BETSESE, T DU SRR T A
RIACHR 28 LT IRAT A I T 2 2] SR Es, Athusgll T DA T 60 B o S 8 2 ) SR A RO AR AT € 1
B HBER L HE A SR RA e, R B A A5 RT10].

5. JAIBMZRMFE
5.1 BRRE

ARG AR ER B B AR POE RS R 5, TR il Fh SO A 3 AR TS ST IR Bt %8, DAL N SRRt xt
PO H B RTINS 5, 450G 45 LRI 45 7 MR (e it mT DL i 1 S LB DS |
SERFIIAEE) [11].

5.2. MENFERZRAX

PSS 5 T AESX A . 7T DA Sl N 28, B AT DOE B, 70 a2 S0 3 N 3
— AN ST RS T -
6. &iE

ZIWERTE B AR DOBE B LR M AL -, B IR RHERR, SR —3E BT SR kit
DU SO T8 27 >0 3 15 U 2 () BR A it 22 > PO, 1 9o ST A EL B PEAERIR I, AT 280 2 ST I
EPRE . ZWEARLL “ SRR P A, BRI TR s B, SUREL T AE R R R
B, BT HE SRR S . (DU XS ANDOE A TR U ) — ek, I N
BRI BRI ARG 2 1B, HEshZk b b SO E T R B 12]

E&UH

SCPT SR S 25 200 2 o 2020 42 EIR R epSCHCHT 05 <[RS 26 ek APP © o
A S

SE Tk
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