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Abstract

This paper explores the integrated application of gamified teaching and whole-brain collaborative
learning in early childhood English learning, aiming to promote children’s language skills and com-
prehensive intelligence development through diversified teaching strategies. Gamified teaching
employs fun game elements (e.g., role-playing, interactive tasks) to stimulate children’s learning
interest and motivation, while whole-brain collaborative learning emphasizes multisensory partic-
ipation and the cultivation of multiple intelligences, enhancing learning outcomes by integrating
cognitive, emotional, and kinesthetic dimensions. The study proposes specific integration strate-
gies, such as embedding memory card games, music activities, and role-playing into English lessons,
and demonstrates a gamified teaching design under the framework of whole-brain collaborative
learning using the “Animal” lesson as an example. Practical results show that this integrated model
effectively improves children’s language skills (e.g., listening, speaking) and non-linguistic abilities
(e.g., logical thinking, musical intelligence). In the future, with the introduction of technologies like
virtual reality and the deepening of home-school collaboration, the combination of gamification and
whole-brain collaborative learning will further optimize the early childhood English learning expe-
rience.
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Table 1. Whole-brain collaborative learning under the concept of whole-brain collaborative learning—An example of the
lesson “Animal”
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