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Executive Summary

Purpose and Description

In 2001, the WB. Department of Education and the Ministry of Education in China
entered into a bilateral partnership to develop a technaldggn approach to foreign language
learning that integrated gaming, immersion, voice recognition, prebésead learning tasks,@&n
other features that made it a significant research and developmepirpjéattfor study

The purpose of this report is to describe the evaluation of a key outcome of this bilateral
partnershipThe Forgotten WorldT his application which was develogkby Coastline
Community College and the Learning Games Network through a grant from the William and
FloraHewlett Foundationyses the integrated approach sethfanthe US-China bilateral
agreement. Thiprogramwas implemented as a supplementaryagtin middle school
classrooms investernChina to teacthe English language and American culttoesighth-grade
students.

The evaluation was conductedfive treatmenschools andive comparisorschools
duringthe 200910 school yeaand included approximately5)0 studentsThe ten schools
were identified by provincial authorities and then randomly selected for either the treatment or
comparison groupgll eighth-grade classrooms were asked to participate; in two schools all
classs participated, but in the other thredgols only about half of the classgarticipated.
Thus, there may be some selection bias in the saipleever, gghth-grade students in the
treatment and comparison schools on average started the school yesamiathinitial levels of
Englishlanguage performance.

Teachers in thereatmenschools attendedtareeday training workshop in August 2009
to become familiar witfThe Forgotten Worlénd withthe approach to teaching and learning on
which the appliation was based. At the end of the training, each school dedsqgan for
implementing the program in the school. Schools were asked to begin usgngghamin
supplementary classes in |&eptembeR009and to allow students accessTtoe Forgotta
Worldin school computer labs for at least one class period each week.

Reading and listenintgstswere administered at the beginnimgd endf the year to
eighth-gradestudentsn schools participating in the study. In addition, questionnaires were
completed byeachers and students in the schools participating in the Jteddrers were also
asked to completegsdescribingeach class sessiamwhichthe program was used

Several implementation issues encountered during the study significahilyed the
amount of time students could spendlte Forgotten WorldThe expectetevel of
implementation was not realized until halfway through the staidgrinformation technology
infrastructure improvements were madéraatmenschools Even thenonly about 7(ercent
of students reported that they ugéde Forgotten Worlét least once a week. This partial
implementation duringne senester represents a fairly limité@atment in comparison with
other education studies of this type.

A Study of a Gaming Approach to English Language Learning for Middle School Students ¢



Executive Summary

Findings

Studentsin treatmenschoolswith relatively low levels of initial proficiency, who scored
in the bottom half of all stughts on the fall tests, evidendadger gains in reading and listening
than similar students icomparisorschoolsThere were no difi@nces in performance between
treatment and comparison groups among students with higher levels of initial proficiency (those
scoring in the upper half of all students on the fall t€»trall students irtreatmentnd
comparisorschools performed sinatly on the proficiency tests administered at the beginning
and end of the school year.

Students in théreatmengroupalsoreported higher levels ofotivation to learn English
than students in th@omparisorschools At the end of the year, Sdercent of students in the
treatmenschools reported that their motivation to learn English hgoved comparedvith
40 percent of students in tleemparisorschools.Teachers itreatmentschools also reported
t hat snotivdtieminpso@edThisis an importanfinding because motivation to learn a
foreignlanguage has been identified by Chinese language experts as a proBlenese
schoolsandasa barrier to learning.

Almost all of the teachers in thieeatmentschools (9%ercent) who partipated in the
project reported that their useTfie Forgotten Worldhanged the way they think about
teaching.The approach ttanguagdeaching and learning that forms the basisTtoe Forgotten
Worldis learnercentered anthteractiveand presents stients with problenbased tasks and
immediate feedback he teachers appreciated the fact that the program provided stwitbnts
fun opportunities for practicing listening and speaking skitlith exposure to native English
speakers. Howevegsome teachs expressed concern that their primary responsibility was to
prepare students for the Enghllstnguageportion of the higtschool entrance exam that students
take in ninth grade arttiat theydid not feel thatseof The Forgotten Worlavould improve
student performance on the exam

The statistically significant positive results of usifige Forgotten Worldor the lower
performing students along with the positive effects on student motivation is encouraging for an
intervention that waenly partially implemented-urther research could be conducted to help
understand why the program produced these benefits, how to overcome implementation
problems in schools lacking sophisticated computer technologyylaypd@he Forgotten World
did not poduce positive benefits for the initially higher performers.
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Chapter 1. Purpose and Background

1.1 Purpose

ThePolicy and Program Studies Service (PPSS), within the Office of Planning,
Evaluation and Policy Development (OPEP&)nducted a studyf theE-languagd_earning
Systent named Open Languead.earning Initiative for English (OLLI EnglisR)The program
developed under this initiativ&he Forgotten Wod,* was designed to help students in middle
schools in China learn Englishhis study was conductad Chinese middle schools for two
semesters from September 2009 to May 2010.

The original online languadearning project began as a joint partnership between the
U.S. Department of EducatiofDepartmentand the Ministry of Education of the Pedjsle
Republic of China to create a highhynovativeresearch and developmeR&D) product to test
the effectiveness of using online technology to deliver foreign language instruction within a real
world environment, consistent withtegratingemergingheoiesof effectivelanguage learning
pradices The original design called for the Department to deva®pnline lessons to teach the
English languageréading,writing, speaking, andistening) and American culture to students in
the Peoplé Republic of China.

The Department did not compldigilding the onlindanguagdearningsystemInstead,
the Depament made existing matersahat had been developeding Department fungds
including scripts and source cqo@eailable to the public via the World Wide Web.
Subsequentlythe William and-lora Hewlett Foundation committed to building upon the
Departments work.In February 2007, thidewlett Foundation awarded a grant to Coastline
Commurity Collegeto build a completapplicationto teachthe Englishlanguageand American
culture to studestin China.The applicationThe Forgotten Worldis part of OLLI English, a
program sponsored by the Hewlett Foundation to devagdep education resourcies English
language learning.

This report presents information about the implementatidrheforgotten World
programin middle schools in western China during the 2a@school yearThe original
purpose of the study was to evaluate the efficacy dbtiguage learning approach on
motivation and student language proficiency (outconesjeving that proof of concept of the
approach would be applicable to students learning a second language in the United States.
Because of difficultiegn implementation, the efficacy of tipgogramcould notbethoroughly
evaluatedNeverthelessthe rgort discussschallenges to implementation and user experiences
with the language approach

! E-Language Learning System (ELLS) is the name of the joint project that was launchesas ef the
memorandum of understanding between the U.S. and China signed in 2002

2The Open Language Learning Initiative (OLLI) is the name given to the William and Flora Hewlett
Foundation initiative to provide open source high quality language cgarset little or no cost to language
learners worldwide

% The Forgotten World is the name of the English language learning program designed for Chinese middle
school students that was developed by Coastline Community College and Learning Games Neltvonidint
from the Hewlett Foundation

A Study of a Gaming Approach to English Language Learning for Middle School Students 1



Chapter 1. Purpose and Background

1.2 Background

During PresidenGeorge WBusIts trip to Shanghai in October 2001 for the ABecific
Economic Cooperation (APEC) Lea@Meeting, the White House mounced a series of
e-learning initiativesOne of these initiatives involved the development of an ofdinguage
learningsystem applying advancedal¥based language instruction technologies.

One year later, the U.S. secretary of education and thesthminister of education
signed a bilateral memorandum afderstanding for a joint research and development project,
known as the U.8China ELanguage Project. The Chinasister noted that the project was
the largest governmetd-government educatminitiative since the normalization of relations
between the two countries in 1979

The crux of the agreement was that eamhintry, China and the United States, would
develop onlindanguage learningrograms for middle school students in the other sguihe
project aimed to create an innovative onlaeguagdearningR&D program in English and
Chinese that was

1 targeted at middle school American and Chinese students

1 constructed asjaint collegial effort by top experts from China and thated States
in the areas of language instruction, technology, evaluation, and dissemination

1 delivered to students in China and theitdd Statesvia the Internetand
1 presentedo studentsn an interactive gaming environment with speech recognition.

The desig parameters used to guide dwpment of the programs includachumber of
innovative features that made it a signifit®&D pilot for evaluationThe Chinse and
English programs were to

1 incorporate the researtiased benefits of teaching a foreign laage within a real
world context to enhar the learning and transferability@ammunicative language
skills;

1 use a modepracticeapply framework consistent withetheory of learning a foreign
language by hearinity practicing it, and using it;

1 provide for extensive practice essential to developing language fluency

be learnercentered in that it builds systematically on prior vocabulary, word
difficulty, and communicative complexity;

1 encourage language learning through creating a gaming environntbimt avreal
world context that rewards studerior making language progress;

1 present cultural cues as part of language instruction along with expanded
opportunities to learn about particular featurethe culture and way of life

1 adopt a learningnanagement system that integrates prodased learning tasks
throughout lessons to provide the learner with continuous feedback on progress and
for instruction to reinforce weaknesses; and

1 include voice recognition to authenticate anavidefeedbaclonthe learneis
speech reproduction capability.

2 A Study of a Gaming Approach to English Language Learning for Middle School Students



Chapter 1. Purpose and Background

In addition toteachinganguage, the online languatgarning systemwere tqoromote the
learning of each countéyculture incorporaing reatworld illustrations that depict current
lifestyles, including lving habits, transportation, buildings, dress, and music.

China completed development of an online program for U.S. middle school students,
namedChengg in 2004.Access to that program can be foungvatw.elanguagen. Chengo
was evaluated through a series of focus groups conducted by the Department and documented in
a previous report.

The Department did not complete development of the online landgeageng system.
Instead it decided to turn responsibility for development of the system over to the private sector.
The Department released the following system components into the public domain by publishing
them on the DepartmestWebsite:

1 the source code for the technolgggtform, minus proprietary software components
for voice recognition and learning management

1 thirty-six Englisklanguage scripts written by Englistsa second languag@&SL)
experts and aligned witinglish language learnirgpntent standargs

1 areviewof the system by the contractend
1 findings from the market research request for information

When the Department released these materials into the public domain, it indicated that it
would evaluate completed systems that carried out the original Wgitime systemln February
2007, the William and Flora Hewlett Foundation awarded a grant to Coastline Community
College to bild a completed system teachthe Englishlanguageand American culture to
students in Chindn May 2007, the Department atite Hewlett Foundation convened a meeting
of experts to discuss the development oftegramas well as plans for an evaluation.

This report is focused on the study of the English langaadeculture program
developedor Chinese middle schoolwjth funding from the Hewlett Foundatioand does not
include information on the Chinese languagegramdeveloped for U.S. middle schools.

A Study of a Gaming Approach to English Language Learning for Middle School Students 3
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Chapter 2. Description of the Project and Early
Development

2.1 Overall Structure of the Project

One of the unique features$ this study is that it inot an @aluation of gpreexisting
program. Rither it is a study of the implementation ohaw program that was sponsored and
developed by aumber of partnerg&xhibit 1 presents information on the major partners
involved in theoverallprojectin the United States and Chirdhe Departmentntered into the
agreementvith the Chinese Ministry of Educatido developand study a nelanguagdearning
approachAs stated earlier, the Departmeglieased the specifications for gh@gramand
agreed to fund an evaluationtbke programmeeting themajor desigmequirementsThus, when
the Hewlett Foundatioawarded a grant t6oastline CommunitZollege (angdlater, Learning

Games Network) to develop tpeogram the Departmentontracted with RTI International (and

its partner in China, East China Normal Univer$EZNU]), to evaluateamplementatiorof the
approach (via online technology) China. The Chinese Ministry of Education tasked the
National Center for Education Technology to facilitdite U.S. tear@s work in Chinaby
identifying sites for the study

Exhibit 1.

Organization

Organizations Involved in the U.S.-China E-Language Project and Their Roles

Role

U.S. Department of Education

Ministry of Education of the
People® Republic of China

William and Flora Hewlett
Foundation

Coastline Community College,
Learning Games Network

RTI International
East China Normal University

National Center for Educational
Technology (NCET),
Provincial Center for
Education Technology (PCET)
and the City Center for
Education Technology (CCET)

Northwest Normal University
(China)

Collaborated with the Ministry of Education on the overall design requirements
of the U.S.-China E-Language Learning System. Funded contract to RTI
International to study implementation.

Collaborated with the U.S. Department of Education on the overall design of
U.S.-China E-Language Learning System. Assigned responsibility for
facilitating the project and identifying province for implementation to the
National Center for Educational Technology.

Funded the development of The Forgotten World as part of the Open Language
Learning Initiative.

Funded by a grant from the Hewlett Foundation, developed instructional
software, The Forgotten World, using a video-gaming approach. Also
responsible for teacher training and implementation in schools.

Funded by the U.S. Department of Education to study use of the program in
Chinese middle schools.

Partnered with RTI to design and conduct a study of the program when
implemented in Chinese middle schools (subcontractor to RTI).

NCET was assigned by Ministry of Education to facilitate project activities in
China and identify a province to implement The Forgotten World. PCET
identified schools, served as primary contact with schools regarding
participation, and was liaison with schools for arranging dates for teacher
training and data collection. CCET provided hardware support and
troubleshooting.

Partnered with Learning Games Network to provide support for initial teacher
training and ongoing support for teachers throughout the year.

Exhibit reads: Multiple organizations and agencies in the United States and China partnered to develop, implement, and evaluate
new software designed to help Chinese middle school students learn English.

Source: The U.S.-China E-Language Project.
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Chapter 2. Description of the Project and Early Development

The software development team, led by Coastlioexmunity Collegeand Learning
Games Netwik, was responsible fomplementatiorand teacher training and support. Locally
theypartnered with faculty at Northwest Normal Univerday teacher suppognd the City
Center for Education Technolo¢g@CET)for technology supparfhus referenceis this report
to thesoftware and implementation teasfer to Coastlin€ommunity CollegelLearning
Games Network, Northwest Normal University, and CCalllfunded bythe Hewlett
FoundationReferences to thevaluation teamefer to RTI Internationalred ECNU.Because
the Departmenfunded only the evaluation effort, that is the primary focus of this report.

2.2 Initial Planning

An Evaluation Planning GroufePG)meeting was held in May 2007 in Beijiag part
of a larger Technical Working GropWG) meetingto discuss theevelopment of thprogram
and thedesign of the evaluatiofxperts in English language learnimglucationakvaluation,
andeducational gaing from China and the United States attended the medtirige meeting,
officials from e Chinese Ministry dEducationstated that they would like ttmplement the
programin the middle schools in the western provinces of Chewauseualified English
teachers are less available in those areas than in eastern and centraAtGhetane of the
meeting a Modern Distance Education Project was planned that would equip 35,000 middle
schools in western China withweomputers anthternetaccess, and the software development
team wasncouraged to design an application that would make full ugesafdvanced
technology

Chinese scholars in the group expressed concern that middle schools might be reluctant
to devote instructional time &xperimental teaching methods likee Forgoten Worldprogram
because of the importance of student performandeghrstakes entranoexams Students in
ninth grade must pass entrance exams to be acceptdughtschogland English is one of the
subjects included on the exaBxpertswere also keptical about the amount of time parents
would allow students to use any type of ganpnggramat homegvenif it was instructional
gaming Thus, the group consensus was that the system be defigseg@plemental instruction,
to be used in addition the regular English classéecause of the emphasis on high school
entrance exams in ninth grade, the group suggested thabtirambe developed foseventh
or eighth-grade students and suggested that participating schools be selected from a single
district to limit variation based on differing curriculum, textbooks, and lengEngfish
language instruction.

The EPG recommended that a random assignment experiment be conducted with 25
35treatmenschools and an equal numbercomparisorschools tanswer the research
guestion:Do students exposed tioe Englishprogramdemonstrate increases in proficiency when
comparedvith students without access the programgiven the same curriculum and under
conditions that allow reasonable acces§teForgotten Worl® The group suggested that a mix
of performance measures be used, including existing assesspeeftsnance on district
assessments, and specially designed assessihpossible Measurement of student motivation
and attitudes was alsecommendedVinutes of the EPG meeting are provided in Appendix A.

2.3 Overview of The Forgotten World

The Forgotten Worlavas developed by Coastline Community College (a major provider
of higher educatioulistance learning courses) and the Learning Gadeésorkwith funding
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provided by thaVilliam and FloraHewlett FoundationFollowing the guidelines initially set
forth by the Departmendescribed in Sectioh.2) and the recommendations of the TWG, the
programwas designed for the target populatiorse¥enth andeighth-grade students with prior
exposure to English but limited vocabulafe initial grant funded the development of the first
12 episodes of a potential-8pisode serieS.he progranwas designed to be delivered to
schools via thénterretfor use in school computer lat&tudents could also access finegram
from home computers using their assigned login credenalstailed description of the
programcan be found in Appendi®, a Quick Reference Guide Tthe Forgotten World

One ungue feature of thprogramis that it has been designasl an open education
resource thatan bereely usedadaptedand repurposebly othes, if desired.Theunderlying
softwareis structuredso that it can be easily modified for English language &arwhose
native language is n@hineseFor example, the components of firegram(the story and
activities)remain the same, but the dictionary can be changed from Efggistarin to
EnglishSpanishenabling SpanisbBpeaking students learning Englishuse theorogram The
combination of opesource code, video gaming, and easily modifiable dictionbasthe
potential for creatinglerivative products foa wide range odudiences

The Forgotten Worlds presenteth a Web browserLearners are required to complete a
simple registration procef&forebeconing immersed in a comibook adventure whetbe
learneris one of the characters. A basic vocabulary assessment is woven into the first episode
The assessmentgesented as abic puzzle game in which the application gathers information
about the learnés proficiency of a vocabulary set drawn from approximatelyvsoxls
represernng the baseline awareness expectation of thedowice learner for whom thgrogram
has been dégned? The story then continues to unfold through an interactive graphiel
format across 1ihdividual episodesncludingthe following

1 Comic book story panel® Between 15and20 screens per episode communicate
the story through fultolor art, inteactive dialogue bubbles, and audio clips; the story
panels provide the learner with sherfirst exposure to the vocabulary words and
pronunciations.

1 Activitiesd Clickable activities and games enable the learner to interact with specific
screens to sygort reading and listening skills development.

1 Gamesg Nested within each episode are two Flasised games designed to support
reading, listening, and speaking skills developm&hé games use vocabulary and
simple phrases introduced in that or previousages as thdearning objectsto
support learning goals; after a series of thodeur episodes, games provide an
opportunity to create formative evaluations from larger sets of content.

1 Resource® A personal digital assistarRIDA) with scoring and progress reporting
function, episode log, dictionary, and gansedisplayed on screethe PDA is
designed to enable the learner to break out of the linear grnaphét presentation
and access previously viewed episodes and previolassfggpgames.

* The American Council on the Teaching of Foreign Languages (ACTFL) has developed a set of proficiency levels
that include novice, intermediate, advanced, and superior. Within the novice categorytioeiceveadig level

is describedsfiable occasionally to identify isolated words and/or major phrases when strongly supported by
contexd https://www.languagetesting.com/assessments_academig.cfm#
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1 Progress Report® Scores are provided to the learner through the onscreen PDA
interface. Teachers and parents have access to separate evaluation reports that convert
the learneis score to information about hos herachievement of specificdening
goals.

The learner has the freedom to navigate the screens within each episode, moving forward
and backward at hier herown pace. Within the context of the narrative, games are launched to
create opportunities for the learner to rehearse ang appabularyhe or she halseen exposed
to or mastered in previous episogd#ss newly introduced words and phrases.

Becauséhe level of each vocabulary word is coded within the application and presented
at a specific time in an episode, the applicatidapas to the learné progress and performance.
Following the learnés completion of the preliminary evaluation, the application captures a set
of variables that define the uégstarting level. From there, words and phrases that are
appropriate to thdevel of performance as part of each episode populate the games in that
episode. Depending on the leai@eschievement and scoring, the system can either raise the bar
and introduce more difficult words and phrases or remediate by repopulating thewgtmike
learning objects to reinforce the basics. The application is designetblmtive the learner
within a specific level across episodeshgoor shean complete the application atmhdvance
the learneis performance through increased difficidis/heor shedemonstrates proficiency and
mastery of learning goals.

2.4 Pilot Study

Instrument identification. The EPG identified several potential tetbtat might be used
in the evaluationThe list below contains the major tests reviewed for poses#e

1 TheTest of English for International Communicati@rOEIC) Bridgeis a product of
ETS and was developed to measure emerging Erlghsfuage competencies among
beginning and intermediate learnerbe papefandpencil tests takapproximately 60
minuteseach The tess wereprimarily desiged for business use and contaiany
practical items.

1 Maculaitis Assessment of Competencies Il, Test of English Language Proficiency
(Touchstone Applied Science Associates), MAC I, is used by some states toemeasur
English language proficiency among ESL students.

91 IDEA IPT (Ballard and Tighe) is another test used by some states to measure English
language proficiency among ESL students.

1 Stanford English Language Proficien(§ELP)Test published by Harcourt Assesent
Inc.,is another exam used by states to measure Englighhage proficiency among ESL
students.

1 Cambridge Young Learners ExaNLE) is a criterionreferenced examesigned for use

with elementaryschool aged childre® member of the EPG stated thihis exam is used
and respected in China.
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1 ACTEFL Oral Proficiency InterviefOPI). This is a new proficiency exam developed by
the American Council on the Teaching of Foreign Langua€JEL) for
administration via phone dnternet The Internetconnedivity of participating schools
may be an issue for this methodology.

These assessments were reviewed to determine the level of English assessed, skill areas assessed,
potential to measure growth, time required for administration, special requirements for
administration, appropriateness for age group, cultural appropriat@oss, option to adapt the
instrument, and vocabulary overlap with the English textbook used in the pilot schddiend

Forgotten World

Based on the preliminary review, the TOEIC Bridge was rejected as being inappropriate
for this age groupThe publishers of the SELP were unwilling to work with organizations not
affiliated with school districts, and the Cambridge tests were criterion refererenced and not
designed to yield gain scorde ACTFL test was considered, but because of concern aleout th
fact the test was still in development, it was selected for this studyrhe assessments that
were chosen for testing in Gansu included the IPT reading, writing, and combined
listening/speaking tests, and the MAC Il reading, writing, and listenitg) (®=se Appendix C for
more detail).

Decemberadvance visit In November 2008he Ministry of Education identified
province the western province of Ganand two pilot schools in that provineglling to
participate in the projecA meeting in the mvincial capital was scheduled for Decem8gt 1,
2008.Representatives from the U.S. Department of Education, Coastline Community College,
Learning Games Network, RTI International, &west China Normal Universityet with
officials fromNCET, the provincial Education BureguPCET, and principals and teachershaf
two schoolghatvolunteered to participate

The purpose of the visit was to explain the overall project, provide demonstrations to
teachers, and gather feedback from the schAolangemerg were also made to administer
Englishlanguagdests to a handful of students to provide preliminary information oleveé of
student s06 mHBAppodriatendss aesisdderttiffecas potentially suitable for the study.

Upon returning tdeijing enroute to the Unite Statesthe study team mett the
Ministry of Educatiorto discuss arrangements for the pilot stulhye study team expressed
some concern about the level of technology observed in the labs in the two sthealsector
of NCET noted that funding provided by NCET to provinces and schools was not restricted to
the purchase of certain types of hardware configuratlatalities could choose how to spend
the money they were allocated and thus lab configurations varied achasds And given the
recent earthquake in@iuan, monies were prioritized for the schools in the affected areas, and
additional funds to upgrade computer labs for this study were unavailable.

A decision was made to conduct the pilot and main study ms@&G&he level of English
instruction in the middle school was consistent with the programpranehcial officials,
headmasters, andatehers were enthusiastic and willing to particip@itee software
development and implementation team decided thauidorovide limited upgrades, such as
increased memory for machines and headtdeswouldenablethe labs to be used for the study.

Following thevisit, extensive analysis was conducted comparing the vocabulary used in
the tests with the vocabularytime textbooks used by sevenéimd eighthgrade studeni$so

A Study of a Gaming Approach to English Language Learning for Middle School Students 9



Chapter 2. Description of the Project and Early Development

For It. In addition, the appropriateness of individual items was examined by identifying items
that few students answered correctly, and examining whether the vocabulary was covered in the
textbaoks used, or if perhaps some element of the question was culturally inappropriate. The
results of this analysis suggested that the MAC Il listening test should be piloted in April, along
with the IPT reading and writing testore information orthese angsescan be found in

AppendixD.

April 1 June pilot. The main pilot activities aurred from April through Jur2009; a
complete list of activities for the pilot and matudy is provided in ExhibR. In the initial
statemenof work for this study, a yelmng pilot was scheduled for 20089. However, given
delays in the development of theogram the pilot consisted of thireemonth implementation of
theprogramin two pilot schoolsDuring the April June pilot,The Forgotte Worldwas
implemented in seventland eighthgrade classrooms in both schools.

The purpose of the pilot data collection in April was to determine:
1 whether the software was ready for a-&dhle implementation in the fall,

1 whether the English languageading, listeningand writing tests identifieth
December were appropriate for use with this populatod

1 the suitability of beginningf-year questionnaires for students and teachers.

Assessment instruments and questionnaires were tested in twachoalis m the
province in sprin@009;more tharl,800 students were testekhe IPT Reading and IPT
Writing assessments were used, along with the Mac Il Listening assessment. The IPT Reading
assessment was used without modification; the other two ass#ssnere adapted based on
preliminary work in Chinan DecemberFor the writing test, some of the picture prompts were
substituted using pictures from other IPT tests that were more culturally appropriate for Chinese
middle school students. The listenitegt directions were modified so that the directions were
delivered to students in Chinese, and the answer form was modified to make it more
understandable to students. All of the listening instructions prefessionally recordeid
ensure comparabilitgcross sites.

One of the majopurposs of the pilot was to make sure that the tests \sar&ble for
useamong this population and that the modifications made to the tests did not alter the
equivalency of the preand postiest forms. The tests were administered at two pilot schools to
seventh and eighthgrade student®ecausehe delays in developing theggram meant tha
full year pilotwas impasible, endof-year seventigrade studentwere tested toepresent scores
thatmightbe expected from beginning eighghade studentd$t was not possible to measure
growth in proficiency for individual students

10 A Study of a Gaming Approach to English Language Learning for Middle School Students



Chapter 2. Description of the Project and Early Development

Exhibit 2. Schedule of Study Activities
Date Activity Conducted by:
Fall 2008 Identification of potential tests RTI International

December 2008

April 2009

April 2009

June 2009
June 3071 July 3, 2009

June 25, 2009

August 2i 5, 2009

Augusti September
2009

September 24, 2009

September 287
October 13, 2009

(No testing first week
of October;
national holiday)

October 127 13, 2009
December 2009

January 2010
January 2010
Januaryi February,

2010
March 2010
June 207 26, 2010

July 2010

Meeting with provincial officials and pre-pilot
testing

1.5 days of training of teachers in pilot
schools

Pilot of tests and pretest questionnaires, all
seventh- and eighth-grade students in
pilot schools; meeting with provincial
officials to outline requirements for
20091 10 study

Data entry and scoring

End-of-pilot posttest questionnaires
administered in six classrooms; focus
groups and interviews with subset of
students, teachers, principal, support
personnel, and provincial center

Schools selected for inclusion in 200971 10
study

2.5 days of training for teachers; computer
labs at participating schools visited and
computers checked

Implementation plans negotiated with
schools

Use of The Forgotten World begins in
classrooms

Tests and questionnaires administered

Observation of The Forgotten World classes
in two schools

Dell agrees to donate a new server for each
school

New servers delivered
Site visit
Schools closed

New servers installed and refresher training
launched

End-of-year tests and questionnaires
administered

Data entry and scoring

U.S. Department of Education, RTI
International, East China Normal
University (ECNU)

Coastline Community College and Learning
Games Network, Professor Zhang
Lianzhong

RTI and ECNU train test administrators to
administer pilot tests and questionnaires
to seventh- and eighth-grade students in
two pilot schools (30+ classrooms)

ECNU; RTI conducted reliability scoring

ECNU team: Professors Zhu Yiming, Wang
Jiging, and Dr. Yang Guangfu of ECNU

Provincial Center for Education Technology
(PCET)

U.S. Department of Education, Ministry of
Education (Pe o p | Repulslic of China),
William and Flora Hewlett Foundation,
Coastline Community College, Learning
Games Network, Northwest Normal
University, RTI, ECNU, invited guest

ECNU

ECNU and RTI train test administrators and
administer tests in 10 schools
(95 eighth-grade classrooms)

RTI

ECNU

Learning Games Network, PCET, Northwest
Normal University, ECNU

ECNU

ECNU; data quality checks at RTI

Source: The U.S.-China E-Language Project.

Results for each of the major tests are presentégpendixD. For both the reading and

listening teststhe two forms (pretest and ptestt) were roughly equivalenthere were no
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statisticallysignificant differences in the raw scores for the two reading test férsignificant
difference was found for thmeanraw scores on the two forms of the listening;testvever,
conversations with the publisher and published manuals slath#hequialence between
formsis achieved through adjustmentdransformingheraw scores intgtandardscale scores.
Also, comparing results for seventind eighthgrade students, eightirade students
consistently performed better than sevegrifide studentsn both the reading and listening tests,
and the differences were statistically significarte writing test showethe weakest results
large number of students left the writing test blanKpousgroups, students reported that they
were unfamiliawith the test formagusing picture promptsjr had little or no experience writing
Englishor both Because of this, and the fact tipabficiency in writing was not a goal for the
e-language approach decision was made to drop the writing test fronfitia battery.

Test results were also validated by comparing them with scores on district tests provided
by the schoolsAs expected, students scoring well on district exams performed well on the
proficiency assessmeniBhe scores on school exams wergenmorrelated with reading and
writing assessments, and less correlated with the listening assesEmefinding was
consistent with the rationale for the study; teachers and students in rural aredtidave |
opportunity to interact with native English speakemnsequentlytheir listening (and speakihg
skills are frequently weaker than their reading skills.

In June, enabf-year questionnaires for students and teachers were administered and a
series of foca groups and interviews were conducted with administrators, teachers and students
to gather feedback on their experiences Viittle Forgotten WorldResults of these interviews
and focus groups indicated the following:

1 Both pilot schools valued the expemenand asked to continue usifige Forgotten
World and to be included in the futicale evaluation.

1 Participants complained about the slowness of the soft&ara.result, the software
wasmodified and compressed by the software developers

1 Teacherstated that they needed more trainig a result, ahreeday training
workshop was developed ftre full-scale evaluatiorPeriodic meetings and
trainings throughout the year for participating teachense also scheduled for
teachers participatinig the 200910 study

1 Teachersndicated that thewould like more clarity on gdsand expectation®lans
for the August trainingwere modifiedo provide more information for teachers and
principals, including clear expectations for the use of the program.

9 Students expressed concern about the dictipaad/some were concerned that the
speech used was too fast for some to comprefidrasoftware development team
took this natter under consideration, becaegperts had suggested limiting the
amount of nave language available and using conversational speed consistent with
that of native speakers.

1 When asked about the writing tests, students said that they were unfamiliar with
writing English and also unfamiliar with picture promps. a result, a decisiowas
made to drop the writing test from the fallale study.
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The original intent of this project was to conduct a random assignment experiment to
evaluate the impact ¢iiis new approach to language learnimgstudent proficiency in English.
Numerous factors intervened to make this design unfeagpibmarily the difficulty in
identifying schools that had cqmater labs that met the minimumequirementsor the studyThe
research questions and study design were modified as aamedwte described below

3.1 Research Questions

In June2009, theprovincial authorities determined that there were not enough schools
that met he technological requirements for participation in the project. They were able to
identify 10schools with a combined enroliment of approximate|@@ eighthgrade students,
that met project requirements:

1 schools with computer labs capable of runnirige Forgotten World

1 schoolscommitedto allowingeighth-gradestudents access to the computer lab at
leastonehour per week;

1 schools usindso For It, the English textbook used the pilot schools
1 schookwith teachers able to attend training in early Au@Q@9 and
1 schools willing to allow testing in Septemk&09and Jun€01Q

While the number of schools was lower than requestddciaion was made that the
study would continue angould use the 18chools that met the requireme(smove to a
different pravince would delay the study by ogear or more.An RTI statistician randomly
assigned fiveschals to the treatment growgnd fiveschools to the comparison grodipwas
acknowledged that this design did not allow the statistical precision edaiia hypothesis
testing studyput would be a solid foundation for a hypothegemerating studyJsing a smaller
set of schoolsvould allow more support for implementation, and retaining some schools for
comparison would help provide a frame of refereiocéhe revised research questions:

1 Whatchallengesio schools face in implementiidne Forgotten World

1 Do findings suggest thatudents who ustéhe Forgotten Worldrequently improve
their Englishproficiency more than students who Use Forgotten Worldess
frequently or not at &M

1 DoesThe Forgotten Worlahcrease student motivation to learn English?
1 What are studendsind teachetmattitudes toward the use ©he Forgotten World

3.2 Study Design

Exhibit 3 provides information on the 1§&hools thatvere identified byprovincial
officials as meeting the criteria for participatidre evaluation team discussed optitorshe
assignment of schools and teachers with the Depart@entern about the viral nature of some
gaming applications and the potenti al for
assignment should occur at the school level, rather beadassroom levelhus, he schools
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were randomly divided into two groups by RiHgschoolsselected to uséhe Forgotten World

are highlightedAll eighth-grade classes in the highlighted schools were asked to participédte
eighth-grade English tedners were invited to attend training in early Aug2(39. However, not

all teachers and classrooms in treatment schools participated in thedstedy the capacity of

labs, scheduling issues, and the voluntary nature of the $tutlyo schools alkighth-grade
classrooms participated, and in the remaining three about half of the-grgldthclassrooms
participateclthus about 64 percent of classrooms in treatment schools participat&e¢tea

4.2 for more information about participating class@grticipating classrooms in the treatment
schools were identified through implementation plans prepared by the schools at the end of the
August training ad then updated in the fallhen implementation bega@lassrooms were

selected for inclusionbyttec hool s based on tadicgpatdaadsshédulimg | | i ng
of computer labhsTeacher logs were collected monthly from participating classes to confirm
active participationand site visits were nda to observe classé$o classrooms in treatmen

schools dropped out of the studyl eighth-grade classrooms in comparison schools were
included in the fall data collection; a random sangblall classrooms was tested at the end of

the year.

Exhibit 3. Characteristics of Participating Middle Schools

Number of teachers Number of classes

Number of Number of

English Grade Grade Grade  computer computers

School type Enrollment Total  teachers Total 7 8 9 rooms for students
City 2,300 168 23 40 12 12 16 2 150
City 1,700 130 16 25 8 8 9 4 172
City 1,400 90 15 24 8 8 8 1 80
City 635 66 13 16 6 5 5 2 131
Rural 1,300 126 17 24 8 8 8 2 135
Rural 1,300 36 8 19 8 6 5 1 50
Rural 2,701 117 19 36 13 13 10 2 61
Rural 2,550 114 18 33 12 12 9 2 96
Rural 1,990 94 16 30 12 12 6 1 35
Rural 1,203 52 10 18 8 10 0 2 96

Exhibit reads: Middle schools in China chosen for inclusion in the project have large enrollments and large class sizes.
Source: The U.S.-China E-Language Project.

The middle sbools were located in two areas withie province.As shown inExhibit 3,
most of the middle schools selected for inclusion in the study enroll large numbers of students.
The smallest school enrolled 6df&udents; the remainingsehools enrolled betweer200 and
2,700 middleschool studentll schools appeared to have the requisite computer equipment,
although later it was found that in many schdbésinternetconnectivity was unstable atige
average class size for middlehool English classes exceedesl ¢hpacity of the computer labs.

Instruments tested or developed during the pilot were modified slightly for use in the
2009 10 studyand includedhe following

1 the IPT 2004 Reading TéstForms 1C and 1@or use athe beginning andheend
of the school yeafAmori, Dalton andTighe 20®);

14 A Study of a Gaming Approach to English Language Learning for Middle School Students



Chapter 3. Study Design and Methodology

1 the MAC Il ListeningTest Forms A2 and BZMaculaitis 2001 ¥or use athe
beginning andheend of the school yeéminor modificationsvere made to Form
A2, based orpilot results)

1 student and teacher questionnaires for the beginninghe®hd ofthe school year
and

1 weekly teacher logs

No speaking test was usbdcause the logistics required to implemergomnone testing
in English wouldhaverequired additional resources. Alsbetfinal version ofrhe Forgotten
World did not incorporate speech recognitiafthough students using it were asked to produce
and practice speech.

An effort was made to limit the amount of time required for students to complete the tests
and questionnaire3he total time required in eaclass was just undéwo hours:10 minutes to
introduce the study and distribute the formsp@0Qutes for the reading te &0 minutes for the
listening test15 minutes for the questionnajr@nd Sminutes to collect the forms.

In additionto collectingthe quantitative dafatudy staff madéhree site visits to
participating schoolslhe first site visitin October 2009following the fall data collectiorwas
made by a researcher from RTI to identify any issues with early implemeniatiorinterim
site visits were made by staff froBCNU to observe implementation in the schools in winter and
spring 2010.

Teachers were also asked to complete logs describing each class sesstanch has
shown that teachers are accurate reporters of classroomiegijiiowan and Correnti 2009).
These logs were submitted monthly to ECNU, and feedback was provided to teachers as needed.
See Appendix E for information on the revised evaluation plan.

3.3 Data Collection

Data collection was conducted in thedditicipating middle schools described in
Section3.2 Data were collected in late Septemb@d9and in late June 2010. Chinese test
administrators (many from the local university) were trainedigtsibute consent formsheck
the class rosters, admites the test, and collect tesind questionnaires from students and
teachergseeAppendix F for the fall training manual and questionnaires and Appendix G for the
endof-year traning manual and questionnaijeRTI staffwerepresentand supervised the
Septembedata collection activities.

In both the Septemb@009and Jun€010data collectionsstudents were read a
statement about the voluntary nature of the studyttzemvere asked to complete theading
test andistening test and to fill out pgperandpencilstudent questionnair&he listening test
was administered using a taeorder orin a few cases, the sch@public address system.
(Administration using a tape recorder is authorized by the test publighigogrticipating
teacherswere asked to fill out paperandpencilteacher questionnaire.

All eighth-gradeclassrooms itreatmentschoolswere included in th&ll 2009tesing
becausét was unclear as to which teachers and classes would partj@paighthgrade
classes itomparisorschools were also tested in the .falhe total sample size for the f2I009
data collection wa6,073 students within 98lassrooms, including,B02 students from five
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treatmenschools and 871 students from fiveomparisorschools.The reponse rate for the fall
was 98.6 percent in the treatment schools and 99.1 percent in the comparison Actadksnt
was considered a respondent if he or she completed at least one of the assessments.

In theJune2010posttest,only eighthgrade classrooms that usede Forgotten World
were testedh thetreatmentschools along with an approximately equal sample of classrooms
from the comparison schools the fall there were8,938studens in 62classroomshat were re
testedat the end of the yeat,967 students fromreatmenschools and 971 students from
comparisorschoolsln all, 3,640 of these students completed at least one assessment at the end
of the year, for a overallresponse rate of 92.4 percewtthin the teatment school$3.4
percentf students in participating classes completed the spring assessment compared to 91.4
percent of studenis the comparison schools).

The smaller number of students tested in R@Odoes not represent attrition; rathar
decision was mad® test all students itneatmenschools in falk009because not all schools
had providedinal implementation plansnd the data collection contractor did not know exactly
which classrooms would participafehe testing materials weshipped approximately one
month before data collection, and at that tthme=participation statusf some schoolwas
unclear.

Teachers of eightgrade English were also asked to complete questionnaitesf the
48teachers identifiedh the fall (24each in the treatment and comparison schauois)pleted the
guestionnaires for a 100 percent response tatthe spring, the 22 participating teachers in the
treatment schals and 26 teachers in the comparisohools (including new teachers) completed
guestionnaires, for a 100 percent response rate.

3.4 Data Processing

The finaldataset used for most of the analysis includes only those records that appear on
both the Septemb@009and Jun010files, a total 0f3,640 records.The finaldataset include
test IDs student test scoserecords of the amount of time spent udihg Forgotten Worldas
recorded by the software developer on U.S. servetiglent questionnaire respoiiseg and
teacher questionnaire responseéa RTI provided the data eyttemplaes toECNU to
implement the iitial data entry. RTI stafperformed qualitycomparisorchecksto ensure the
data quality.

The gudent test ID is aine-digit number, which isomposeadf a threedigit school ID,
a threedigit classroom IDandathreedigit student ID. e eacher questionnaire ID &
six-digit numberincludinga threedigit school ID anda threedigit teacher ID The teacher
record also includes the class IDs for the classes taught by that t§deH&T1 reading tedtas
24 questionsandthe MAC Il listening testhas53 questionsData from the beginning and end
of-year questionnaires are also included in the data files for teachers and students.
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3.5 Data Analysis and Statistical Methods

Data analysis was conducted usingSSBecause of the relatively small number of
schools included in the study, no attempt was made to estimate complex rBedaissdhe
purpose of the study was primardgscriptivet-tests were used to compare results across
groups.Also, because of thelustering of students within schools, desamrected standard
errors were computed and used for significance tesisigg the SAS Surveymeans procedure

In thisreport, no results are statistically significant unless specifically stated.
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4.1 Teacher Training

The workshop fotrainingteachersvas held Augusti3®, 2009,on the campus aflocal
universityin Gansu provinceHeadmasters, teacheand school computer lab directors were
invited to attendForty-four participantscompleted the trainingour of the schools sent all
eighth-gradeEnglish teachersvhile one school sent one teachesiigplemental training was
held at this school in OctobeBarticipants from distant schools and the project team were
housed in the campus conference celt@rge sessions were held in the conference ceandr
handson practice sessions were held icomputer lab on campuSessions presented by
persons from the United States were translated into Chinese.

The agenda for the training session is present&afibit 4. Officials from theU.S.
Departmehnof Education and the Ministigf Educationofthe R opl eds Republ i c of
described the history and purpose of the 4CBina ELanguage Learning Systeamd
emphasi zed the i mportance of . Expersinteachingantd soé par
learningwere also asked to speak to the group atlmuprograrés significance, emphasizing
that the approach to learning embedded@he Forgotten Worldliffered from the traditional
approachtypically used in middle schools.

Based on the results of the pilot study, the length of the trainingxtesdedand
teachers were given more haraispractice with the applicatioBessions also included
demonstrations of how th@rogramhad been used in classes during the pilot, a review of the
teacheds guide, and planning time for teachers to develsgole plans based dime Forgotten
World. The Ministry of Education and the Provincial Education Bureau presented the
expectations for program implementation and discussed the practical requirements of the project.

On the final day of training, teachersdameadmasters were asked to meet with others
from their school to develop an action plan for implementingtbgramat their schoolWhen
the teachers presented their school action plans, it became clear that there were challenges and
that some schoolsight be unable to meet the program implementation requirent@nés.
schoob s r e p r sated that ey one eghtirade class would participate; another
school 6s rsaigpthacosleand teatherweuld implemé&he Forgotten WorldThese
sclools were reminded that the minimum requirement for participation was half of the-eighth
grade classe$n two schools, the size of the average class was much larger than the size of the
computer labsand not all students would be able to Tike Forgotta Worldduring each class
period These issues were discussad a decision was made to follow up with these schools
and the Ministry of Education to ensure that students had adequate expd$hed-trgotten
World.

At the end of the training, participts were asked to complete a questionnaire about the
training workshopForty-four questionnaires were complet@articipants were asked to rate
major components of the training on a fpeint scalewhere 1 wasinot good at aland 5 was
fivery goodo Mean scores for each component are presenteghtiibit 5. In general, the training
received ratings of f g oRaicipantratingaéthetir ewrdeveoft h o n e
independentusewaseatl bet ween faverageo and fAgood. o
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Exhibit 4.

Agenda for Teacher Training

The Forgotten World
Teacher Training Workshop
Monday, August 3i Thursday, August 6, 2009

Monday, August 3

1:301 5:00 p.m.

Tuesday, August 4

8:301 9:30 a.m.

9:30 a.m.i 10:00 a.m.
10:15 a.m.i 12:00 p.m.
12:0071 2:30 p.m.

2:3071 3:45 p.m.

4:0071 6:00 p.m.

6:001 6:30 p.m.

Wednesday, August 5

Th

8:301 8:45 a.m.
8:45 a.m.i 9:45 a.m.

9:45 a.m.i 10:45 a.m.
11:00 a.m.112:00 p.m.

12:00i 2:30 p.m.
2:301 3:15 p.m.

3:151 4:00 p.m.

4:15i 5:30 p.m.

5:3071 6:30 p.m.

6:301 8:00 p.m.
ursday, August 6
8:001 8:15 a.m.
8:1519:00 a.m.

9:001 9:30 a.m.

9:45i 11:00 a.m.

11:0071 11:30 a.m.
11:30 a.m.i 12:00 p.m.
12:001 12:30 p.m.

Preparatory Meeting for Coastline Community College, Learning Games
Network, Gansu Provincial Center for Education Technology, National Center
for Educational Technology, and Northwest Normal University Teams

Welcome and Introduction

Demonstration of The Forgotten World

Practice Session 1 in Computer Lab

Lunch and Break

Overview of Teacher® Guide

Keynote and Discussion

Playing Games and English Teaching: How to understand and use gaming in English
teaching (Professor Zhang Lianzhong)

Wrap-Up and Questions

Day Two Welcome

High Technology in Language Learning

Presentation on the value of informal, media- and technology-based applications in
the teaching and learning of language (Professor Wu Heping)

Practice Session 2 in Computer Lab

Sharing the Pilot Experience

Presentation and discussion on how the learning object was used in class and what
worked in engaging students in learning (teachers from pilot schools)

Lunch and Break

Classroom Demonstration

Teachers who participated in the spring pilot act as model teachers while workshop
participants act as fstudentsoin the demonstration

Discussion

Teachers react to their experience as fstudentsoand explore strategies for how they
will engage and support students using the learning object

Developing a Lesson

Teachers work in small groups to develop sample lessons based on their review of
the Teacher® Guide, experience using The Forgotten World and classroom
demonstrations

Reporting

Overview of teacher dashboard and student/class reporting features: how to read
reports and strategies for using the reports to shape classroom teaching and
individual student instruction

Kick-Off Banquet

Celebration for all teachers, workshop participants, project leaders, and local officials

Day Three Welcome

Monitoring and Evaluation Program

Timeline from September 2009 to March/April 2010

Experiences and Lessons From Evaluation in Pilot

Presentation and discussion of what worked during the pilot, including thoughts on
how teachers can use the program more effectively as a supplement to their
current teaching resources and lesson plans (Professor Zhu Yiming)

School Groups Meet to Develop Action Plan

Headmasters and teachers collaborate in school-based small groups to discuss plans
for working with the program in their classrooms

Sharing and Review of School Action Plans

Conclusion

Closing Ceremony

Source: The U.S.-China E-Language Project.
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Exhibit 5. Participants6Ratings of Teacher Training Workshop

5 - 4.86
4.07
4] 3.45
3 -
2 .
1 -
0 - .
Content of the Purpose of the Understanding of Level ofindependent Confidence in
training program TFW TFW use teaching with TFW

Trainingelements

Exhibit reads: Teachers were positive about the training experience but were critical of their own level of expertise in using The
Forgotten World.

Note: TWF = The Forgotten World

Source: The U.S.-China E-Language Project.

On the training evaluation form&achersvere also given the opportunity to share
thoughts and concerns about usiige Forgotten Worldh their classesThree major concerns
were expressed. First, teachers stated that they were walooed the condition of the
computers anthe Internetconnectiorat their schools. They also asked for continued
professional guidance and help, includmgetings wittexpers and continuing opportunities for
training. Finally, several participants expressed a desire to build exchanges and connections
outside their schools and said they hoped to have more communication with American Axperts.
few statedhat they would like to learn more about American middle schudtde some of
these activities werbeyord the scope of theroject, it is clear that this project could be
extended to promote exchanges between Chinese and U.S. educators.

Because thsoftware and implementation team viaterested irpotentiallysponsoring
Web chats for the teachers, the questionnaire also irsdundigem asking participants how often
they used thénternet Nearly half of the teachers reported usingltiternetevery day, and
another garter reported using it twio threetimes per week, as shownkxhibit 6. Based on
these responses, an online forum was develope@emzentQQ® was used by teachers and
experts to exchange information.

® Tencent QQ is the most popular instant messaging and chat safiv&ima.
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Exhibit 6. Training Participants6Self-reported Use of the Internet

Never

Aboutonce a mont 204
5% \

Aboutonce ever
other week

9%

Aboutonce a week
11%

2 to 3 times per
week
30%

Exhibit reads: Nearly half of teachers reported using the Internet every day.
Source: The U.S.-China E-Language Project.

4.2 School and Student Participation

One of the first questions to be addressed is whether the studeetgimentind
comparisorschools were similar in English proficiency at the start of the staétyrmation on
the number of classemd students participatingschoolss presented ixhibit 7. The first
column shows the total numberaghthgrade classes in the schobhe next fourcolumns
show that all students in all classes were tested in thanf@dlpresertheir mean fall scosein
reading and listening’ he mean reading smof all students itreatmenschools was 201.17
compared to 200.08 in the comparison schools, whilentsemn listening scores were 176481
175.91 respectivelyThe scoredor the reading scores range from 159 to,26%l the listening
scores rangedm 79 to 26{data not shown in exhibit[The differences in mean scores between
treatment and comparison schools were not statistically significant.

A second question that can be answered by this table is whether students in the sample of
classroomshat participated in the study were representative of all the student# isdio®ls.
Not all the classrooms in thieeatmentschool used he Forgotten Worldn two treatment
schools, all eighttyrade English classes participated; in the remaining tekoolsabout half
the eighthgrade classes participat@dachers within theeatmenschools were not randomly
assigned to patrticipate; ratheachers volunteered to participate in the stilitig final sample
includes only those classroomstieatmentschools that usetihe Forgotten Worlénd arandom
sample of classrooms selected fromdbeparisorschools.

The columns labeleffinal sample present the numbers of classes and students
participating in the study and their mean scores on theekllt appears that thegerformance of
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students irclassrooms participating in the stddthose that use@lhe Forgotten World is

similar o the student performance in all eiglgitade classroom$he meameading scor@cross
all studentsn treatmenschools was 201.1While the mean in the participating classrooms in
the treatmenschools was 201.3The mean listening scores were also approximately egoeal.
differences between the total eighth grade mean scores in reading and listening amgldee sa
eighth-grade classrooms were not statistically signific@mtly in TreatmentSchool5 does there
appear to be the possibility that higigerforming classes were selected to participate in the
study and us&he Forgotten Worldbut these differenceserenot statistically significantin the
comparison schools, thetal mean reading and listening scores otletuts in the sampled
classroomglosely matched the mean scores of the schools

Exhibit 7. School and Student Participation

Total All Final sample Difference
8th- Mean fall scores Mean fall scores t values
grade
classes Classes Students Reading Listening| Classes Students Reading Listening | Reading Listening
Treatment schools
subtotal
School 1 6 6 269 196.69 172.55 6 243  196.96 173.02 A1 .05
School 2 8 8 596 197.84 166.61 8 552  198.13 167.04 12 .08
School 3 13 13 956  203.11 179.55 6 414  204.51 181.93 .53 .96
School 4 12 12 932  205.14 180.79 6 439  205.64 182.08 .67 .68
School 5 8 8 405 195.32 17351 4 190 199.22 177.16 1.17 .61
Total/mean score 47 a7 3,158  201.17 176.08 30 1,838 201.31 175.81 .05 -.05
Comparison schools
subtotal
School 6 8 8 572 196.64 162.45 6 394  196.69 162.57 .61 .03
School 7 12 12 748 198.56 172.48 7 374  199.08 174.02 .58 41
School 8 8 8 487  204.76 187.32 6 345  206.42 19251 .60 .69
School 9 8 8 287 196.64 170.92 4 130 196.05 165.81 -.96 -1.52
School 10 12 12 781  202.38 183.73 9 559  203.19 186.06 1.27 .92
Total/mean score 48 48 2,875  200.08 175.91 32 1,802 201.03 178.21 .40 31
Difference treatment
and comparison
schools t=.45 t=.03 t=.10 t=-34

Exhibit readsTreatmentandcomparisorschools were welhatched, and studentstime final sample of participating classes performed about the same on fall
assessments as #ie students in their school$he possible scores for the reading scale rédmge 159 to 256, and the possible scores for the listening scale rar
from 79 to 267.

*p<.05

Source: The U.S.-China E-Language Project.

The characteristics of students and teachers itréhmentandcomparisorschools can
be examined using datallaxted in the fall questionnair&xhibit 8 presents information on key
studentdemographicand ont h e s texpdrientd usirtg Englisfihe middle schools studied
hadmore male studen{s5 percentkhan female studen{d5 percent), and most were bya in
1995 or 1996which makes them slightly older than typieajhthgrade students in the United
States.

Most studentsnearly 70percent)n the treatment grouggported that they began
learning English in third grad@ypically, students armtroduced to English in elementary
school; the frequency and intensity of instruction increase when students begin middle school in
seventh gradeand the majorityf studentsmore tharB0 percent, expected to attend college.
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Approximately half of the sidents reported having computers at hohainginternetaccess,
and playing computer games once a week or more

Exhibit 8. Characteristics of Students

The Forgotten World

schools Comparison schools
Percentage of students who report: Percent Number Percent  Number Difference  tvalue
Sex
Female 44.61 3,080 47.03 2,815 -2.42 -1.23
Year of birth 3,040 2,795
Before 1995 10.07 9.23
1995 51.41 52.77 -1.36 -.45
1996 36.94 36.92 0.02 .00
After 1996 1.58 1.08
Grade began learning English 3,029 2,792
Before third grade 4.72 16.12
Third grade 68.67 59.46 9.21 1.22
Fourth through seventh grade 14.16 13.47
Eighth grade 12.45 10.96 1.49 1.12
Expecting to attend university 83.71 3,063 80.53 2,815 3.18 1.02
Having computer at home 50.65 3,068 42.93 2,816 6.42 -41
Having Internet access at home 43.11 3,055 49.22 2,812 -6.11 -.45
Playing computer games once a week or more 58.15 3,068 54.38 2,803 3.81 71
They have ever been tutored in English 90.76 3,075 88.36 2,819 2.4 .70
Reading English-language books, magazines,
newspapers, and websites once a week or more 70.54 2,872 66.69 2,594 3.85 1.46
Using English to speak with friends/family 43.9 2,861 48.42 2,594 -4.52* -2.12
Playing computer games with English once a week
or more 41.33 3,075 39.52 2,816 1.81 .40
Watching English TV once a week or more 40.11 3,069 37.13 2,817 2.98 1.02
Chatting online in English once a week or more 15.34 3,070 13.55 2,820 1.79 77
They have traveled to English-speaking country 3.45 2,872 5.74 2,594 2.29 -1.21
Exhibit reads: Characteristics of students were similar in treatment and comparison schools.
*p<.05

Source: The U.S.-China E-Language Project.

Several questions were asked of students to determine their prior experience in learning
and using English outside of schoabout 90percent of students reported that they had received
tutoring in English at some time, and écent reportethat they read books, magazines,
newspaperor websites in English Approximately 40percent sometimes use English to speak
with family or friends and a similar perceageplay computer games with English or watch
Englishlanguagedlevision programsat leastoncea week Students in treatment schools were
significantly less likely than students in comparison schools to speak English with family and
friends.Only a small number, Bercentyeported havingraveled to an Englisepeaking
country.

English teachers in this study wepegedominantly female and have an average of
13y ear sb6 exper i e nasshown e &dibl. Themapnitygaboutglpercent)
have fouryear degrees in English. The average age isthiities. Significantly moreteachers in
the treatment schools were female than in the comparison schools
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Exhibit 9. Characteristics of Teachers

The Forgotten World

schools Comparison schools

Characteristic Percent Number Percent Number Difference  tvalue
Percent of teachers whose highest degree

is four-year degree or above in English 78.95 19 86.36 22 7.42 t=-1.04
Mean age of teachers 36.38 24 33.58 24 2.79 t=1.47
Percent female 91.67 24 70.83 24 20.83* t=2.6
Mean years teaching English 13.33 24 10.46 24 2.87 t=1.19
Exhibit reads: Characteristics of teachers were similar in treatment and comparison schools.
*p<.05

Source: The U.S.-China E-Language Project.

4.3 Implementation of The Forgotten World

Early in the fall, it became apparent from teacher logseandils to support staff that the
Internetconrections in the schools weresirfficient to support large groups of students using
The Forgotten WorldimultaneouslyWhile the software development tedwad visited all the
computer labs in Augu&009,when school was nonisession, this problesurfacel in late
September 2009vhenthe system was useaimultaneouslyy large numbers aftudents.
Students wouw login to the applicatiotut would often lose their connection and be forced to
log in a secontime. Personnel in the province worked to diagnose the j&sud¢he problem
could not be fixed without the purchase of new servers for the schibelfudget for
implementation provided by th#illiam and FloraHewlett Foundation did not include the
purchase of equipmenitan Decembel009 the Dell Corporation agreed to donate servers to the
schools. During fal009,some teachetsadcontinued to us&he Forgotten Worldout system
performance was frustting to teachers and students, as documentsdeyisits and teaching
logs.

Chineseschoolstypically have a long holiday to celebrate thew Y ear.In this
province, schools closelhnuaryl8,201Q and reopened March 2010 Thus the newservers
were not used until Marck01Q Because of the itial difficulties and the long breakye project
teamdecided that the project needed a jump start, and the lead U.S. software developer traveled
to China to visit schools and conduct supplementary training in early MadéhReports from
the training vere positive, and a site visit by ECNU confirmed teathers were enthusiastic
about using the application now that theernetconnections were stable and response times had
improved.

Information on the frequency of useTdie Forgotten Worldh participating classesas
collected from multiple sources, as presented in ExhiTwo sources of information are
presented in this tablstudent reports of how frequently they u3éa Forgotten Worldboth in
and out of clasandteacher reportsf how frequently they usethe Forgotten Worldh class
andhow theyorganized students to use it outside of class
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Exhibit 10. Reported Use of The Forgotten World by Students and Teachers

Percentage of students and teachers who used
The Forgotten World once a week or more

In class Qutside of class In class Outside of class

(reported by (reported by (reported by (reported by

The Forgotten World schools subtotal students) students) teachers) teachers)
School 1 78.92 17.30 100.00 33.33
School 2 70.32 12.12 50.00 0.00
School 3 71.96 24.32 80.00 40.00
School 4 84.24 20.52 100.00 50.00
School 5 84.95 27.03 75.00 25.00
Total n 1,728.00 1,725.00 22.00 22.00

Exhibit reads: Over 70 percent of students reported that they used The Forgotten World at least once a week in class.
Source: The U.S.-China E-Language Project.

Schools patrticipating in the study were asked to provide studéhtghe opportunity to
useThe Forgotten Worlat least once each werkclass Over 70percent of students reported
that they used@he Forgotten Worldnce a week or more in schools, and aboyi&@ent
reported that they used it once a week or nooitside of classAbout 81 percent of teachers
reported that they uséthe Forgotten Worlednce a week or more in class, and about 29 percent
of teachers reported they asked students to use the program outside tfislass.surprising
that student reports of use are somewhaelow t han t e ac h etheside ofrthe falosr t s |,
requred students to share computers at timed pacausestudents may not hayarticipatedn
each session

In June201Q teachers from each school reported on their progress inTising
Forgotten WorldOne school had completall 12 episodes, all schodisad completed at least 7
episodes, and most had completéd@episodeS.

Clearly, the implementation dthe Forgotten Worladvas incompleteBecause of
technological limitations, use during the first semester was lintitediever use during th
second emester approached project goalgh nearly threguarters of all students reporting
that they used thgrogramat least once a week.

4.4 Teacher so Cl asHEefkooottetWarld o f

The teacher logs provide information on hdte Forgotten Worlavas wsed in classes
from March through June 2010ypically, teachers reported usiige Forgotten Worldnce a
week wih classes, for approximatelyi#4b minutes.Time spent on completing one episode
varied across schools and teach#fts:reported range wérom oneto six class periods to
complete one episode ©he ForgottenWorld.

Before class, teachersported spending time get familiar with the stories and games
and design questions and activities to help students learn the story, the languagéhpeoint
sentence structures, and practice conversations. Teaadd alsocheck network connectisn

® Teaches in treatment school lBad finished teaching all IgpisodesTreatment school fieached
EpisodelO; classes at treatment schodiad reached Episosl8i 10; treatment school &as at Episodel0i 11;
andtreatment school @as at Episode 7 in ClassHpisode 9 in Clags1, 2, 3, and8; and Episode 12 in Class4,
5, and6.
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andwelbsitelog-in conditiors before chss. Students weremindedbefore the start of clasisat
their usemames should not be shared with other people.

In class, ¢achersypically began by demonstratinige story orthet e acher 6 s compu
projected to a large screamhile explainingthe stories to the students, pointing out specific
knowledge points and sentence structuses, teachingtudents howa play the games. After
thet eacher 6s demonstration, students ryamonsl d | ear
on their own, and plathe gameontheirindividual computers. At the end of class, teachers
sometimesvould assign homework to the students.

The teacher logs indicate that students beaamtteusiastic about the program atiee
network conditioimproved.Students weraterested in the stories and games, and in carrying
out conversationd.eachers repted that eme students found games more interesting than
stories.The majority of students were involvedthre class, but they progreskat different rates,
making classroom management difficdleachers sometimes asked students who went faster to
form small discussion groups so students learningskdveer pace could have time to finish the
story.
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5.1 Student Results Based on the Assessments and Questionnaires

Did students in classrooms that ugdw: Forgotten Worldmprove theirfEnglishreading
and listening skills more than students in classroongsnmparisorschools that did not have
access to the progran®¥erall, sudents participating in thteeatmenschools did noincrease
their proficiency more thastudents in the comparison schoélswever, it appears that students
with relatively low levels of proficiency (those who scored below the median on the fall
proficiency tests) made greater gains intteatmenschools than in theomparisorschools.
Exhibit 11 presents information on the student scores at the beginning and end of the year on the
reading and listening assessmeiftss table includes all studentgho were in the final sample,
regardless of their reported useldfe Forgotten WorldThe mean gaim readingfor lower-
performing studets was 8.5n treatmenschools comparedith 5.7 in comparisorschoolsin
listening, the loweperformingstudentgyained 9 points itreatmenschools and 5.points in
thecomparisorschools.These differencewere statistically significant his finding was
confirmed by use of a hierarchical limeaodel, presented in Appendix H

Exhibit 11. Mean Performance on Assessments

The Forgotten World schools Comparison schools
Mean Mean
individual individual
Beginning End of gain or Beginning End of gain or
of year year loss of year year loss Difference  tvalue
Fall reading score
Bottom half (below the
median) 194.45 203.05 8.48 194.46 200.23 5.70 2.78* 2.28
Top half (above the
median) 207.41 214.65 7.44 207.19 215.37 7.96 .52 -.04
Reading mean 201.31 209.28 7.92 201.03 207.85 6.85 1.07 .88
Total n 1,810 1,782
Fall listening score
Bottom half (below the
median) 164.39 173.53 9.03 164.50 170.09 5.47 3.56* 2.75
Top half (above the
median) 185.61 188.99 3.35 191.59 195.80 4.15 -.8 -51
Listening mean 175.81 181.79 5.97 178.21 183.01 4.80 1.17 .87
Total n 1,824 1,786

Exhibit reads: Students who began the year in the bottom half of the sample increased their English proficiency more in treatment
schools than in comparison schools.

*p<.05

Source: The U.S.-China E-Language Project.

Did students who reported usinbhe Forgotten World more often exhibit increased
English languageproficiency?Exhibit 12 examines studeiperformance on beginning and end
of-year assessments by how frequently they reported Uibiadrorgotten WorldThe &able
suggests that the students who uEked Forgotten Worldnore frequently may have made
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slightly more gainsn reading and listening proficientlyan students who never used the
programor used it only once or twic®hile the results are in the expettiirection,with this
sample size, the results are not statistically significant.

Exhibit 12. Performance on Assessments, by Use of The Forgotten World

The Forgotten World schools
Mean gain or loss

Used The Forgotten World . . . Beginning of year End of year
Never (n = 82)
Reading score 197.59 201.47 3.89
Listening score 172.63 172.56 T0O0. |
Once every few months (n = 101)
Reading score 197.23 202.93 5.74
Listening score 171.92 174.86 3.16
Once or twice a month (n = 221)
Reading score 198.99 206.69 7.68
Listening score 172.26 176.75 4.49
Once or twice a week (n = 1283)
Reading score 202.69 211.22 8.53
Listening score 177.63 184.61 6.96
Three to four times a week (n = 32)
Reading score 202..09 209.25 7.15
Listening score 173.06 184.21 11.16
Every day (n = 9)
Reading score 199.66 206.33 6.67
Listening score 168.33 173.89 5.56

Exhibit reads: Relationship between frequency of use and improved performance on assessment is not statistically
significant.

Source: The U.S.-China E-Language Project.

Did using The Forgotten World have an effect orstudent®interest in or motivation to
learn English?Language experts and teachers in China repeatedly told the study team that
language learning is not popular in China, even though it is important for success in school.
Research on teaching English as a foreign language has identified motivation asreantmpo
factor (seee.g.,Norris-Holt 2002), and there is a long tradition of research that links student
motivation and academic achievement (Dalton 2010). Tdnes of the goals dhis study was to
examine whether this approach to language learning maytg an effect on student interest in
and motivation to learn English.

Almost all middle school students, approximatelyp@scent, whgarticipated in this
study believd that studyng English is somewhat or very important, as showExhibit 13.
However fewer students expressinterest in learning English, and it appears that interest
waned for both groupss the year progressed
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Exhibit 13. Importance of and Interest in Learning English

The Forgotten World schools

Comparison schools

Beginning of year End of year Beginning of year End of year

Percent  Number Percent  Number Percent  Number Percent  Number
Importance of learning English 96.44 1,798 92.87 1,794 94.60 1,778 90.19 1,784
Interest in learning English 70.47 1,798 60.90 1,793 67.60 1,778 54.53 1,779

Exhibit reads: Nearly all students reported that learning English is somewhat or very important.

Source: The U.S.-China E-Language Project.

At the end of thgrear, students were asked about their motivation to learn English, and

how much fun it was to learn English. FHbyepercent of students in tlieeatmenschools said
that motivaion to learnEnglishhad improvegdcompared to 4percent of students in sgarion

schools, as shown in Exhildit. From the outset of the study, some Chinese experts suggested
that increasing student motivation to learn English might be one of the most important benefits

of usingThe Forgotten WorldGiven the relatively limité exposure that students had to the
program the suggestion that this might be the case is encouraging.

Exhibit 14. Percentage of Students Who Reported That Motivation to Learn English Improved

and That Learning English Is Fun
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Learning English is fu

m TFW Schools
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Exhibit reads: A higher percentage of students in schools that used The Forgotten World reported that motivation improved

compared to students in comparison schools.
Source: The U.S.-China E-Language Project.

Note: Percentage motivated (.5092; SE =.01753) in treatment schools is higher than percentage motivated (.3978; SE = .0406) in
comparison schools; t = 2.52 and p < .05. Difference in fun between groups is not significant.

What were student attitudes towaiithe Forgotten World? About 40percent of
students reported that they never ushd Forgotten Worldutside of school, and about the

same number reported that they used the program outside of school once a week or more, as

shown in Exhibitl5. Studentslso provided mixed reports orethelpfulness of therogram
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46 percent said that it was somewhat or very helpfupe&2ent said it was not helpful, and
12percent said they didndét know or hadnét wused

Students reported that they faced a number of challenges inTu=rigorgdten World
The major challenges, reported by over half the studentslved not having enotngtime to
engage in the episodé percent) and problems thithe computers at school (p&rcent).
Concerns about the possilvlegativeeffect of TheForgotten Worldon test scores were voiced
by a small number of students, aboutp&@cent.

Exhibit 15. Student Experience With The Forgotten World

Percent Number
Use of The Forgotten World outside of school (Q14) 1,722
Never 40.29
Twice a month or less 19.19
Once a week or more 40.52
How helpful was The Forgotten World? 1,723
Dondt know or didndét wuse much 12.19
Not helpful 41.96
Somewhat helpful 37.55
Very helpful 8.30
What was biggest challenge? (multiple answers allowed)
Insufficient time for using the program 64.60 1,723
Limited support from school 2351 1,723
Problems with computers at the school computer lab 57.05 1,723
Concerns with negative impact on test scores 9.81 1,723
Other challenges 14.14 1,722

Exhibit reads: Students reported mixed opinions on whether The Forgotten World was helpful.
Source: The U.S.-China E-Language Project.

Students were given the opportunity to specify other challenges they faced in using the
program The challenges can lbategorized into faugroups, relatetb (1) the programcontent
and structurg(2) lack of access to the softwa(8) hardware and connectivity issuesd
(4) personal issues.Hallenges mentioned by more thanstdents each includede following

Programcontent and structure issues
Difficulty understandingsentences
Too many unknown vocabulary words
Insufficient Chinese translation
Speechoo fast to understand
Dictionary slow to use, not always helpful
access issues
Teachers didhot always hold class
Insufficient computers for all students in class
Not enough time to use application
No computer at home

Lack o

—a—a-—a_a "h_a_a_a_a_2»
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Hardware an@onnectivity issues
1 Internet speed was slow
1 Computers sometimes were automatically logged out
1 Computers sometinsdroze
1 Computers sometimes failed to log in

5.2 Teacher Attitudes and Experiences

What were teacher attitudes towaifthe Forgotten World? At the start of the project,
the TWG and team discussed hohe Forgotten Worldhould be delivered to studenBne
group Elt that it was best as a staihohe application that could be accessed directly by students;
the othergroupfel t hat t eacher sd us eBothfjroupshvere gomcered a m  wa
about teachersodé recepti vi tiynpleamentirg thie appreaechinappr o a
classrooms would afford teachéing opportunityto think about their teachirig novel ways

Teacher8opinions on the helpfulness ©he Forgotten Worlavere mixed, as were
student opinionsAs presented in Exhibit6, some59 percent reported thatwas somewhat
helpful, and 41percent reported that it was not very helpib. teachers chose the more extreme
options of fivery hed pful o or Anot at all hel p

A majority of teachers said they were unlikely to ke Forgotten Worldor any other
technology approagclin the futureonly 14 percent said they were likely to uSke Forgotten
World again, ananly 18 percent reported that they were likely to use some other software.
(Reasons teachers gave for these resgmare presented in Exhibit 17.)

Teachers reported not i cinrogeara Englismwitgenlyi n st u
5 percent reporting that they noticed no chafdes is consistent witthe finding thastudens
in treatment schooleporedhigher levels of motivation timestudents in comparison schodls.
light of some of the comments from students about the difficulty gbrthgram it is interesting
thatmore thar70 percent of teachers said that they would recommend tireForgotten \akld
be used for eightlgrade students, rather thegventh or ninth-grade students.

Teachers were asked follewmp questions to two of the items reported in ExHibitto
explain why they were likely or not likely to usée Forgotten Worldh the future, and to
provide suggestions about hdwe Forgotten Worldnight be improvedExhibit 17 presents
some of the reasons that teachers are likely or unlikely to use the program in thé\faturg.
those who said they were not too likely to itssgain, the most common reason cited was that it
represented too much additional contmmdvocabulary to covegiven the time availablé few
also mentioned thaireparing students for entrance exams avpsority. Among those teachers
who said theyvere likely to use the program again, the major reason cited was that it generated
interest and enthusiasm on the part of students.
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Exhibit 16. Teacher Experience With The Forgotten World

Percent

How helpful was The Forgotten World? (n = 22)

Not helpful at all 0.00

Not very helpful 40.91

Somewhat helpful 59.09

Very helpful 0.00
How likely to use The Forgotten World in future (n = 22)

Not likely at all 0.00

Not very likely 59.09

Somewhat likely 27.27

Very likely 13.64
How likely to use other software (n = 22)

Not likely at all 0.00

Not very likely 40.91

Somewhat likely 40.91

Very likely 18.18
Has student motivation changed since using The Forgotten World? (n = 22)

No change 4.55

A little more motivated 81.82

Somewhat more motivated 13.64

A lot more motivated 0.00
For what grade level would you recommend The Forgotten World? (n = 22)

Seventh grade 19.05

Eighth grade 71.43

Ninth grade 9.52

Exhibit reads: Teacher reaction to helpfulness of The Forgotten World was mixed, but they did report noticing that students were
more motivated.

Source: The U.S.-China E-Language Project.

Specific suggestions for improvifithe Forgotten Worldre presented in ExhidiB. It is
clear from the comments that the quality of
connectivity to thénternet were major issues for the teachEng size of the laboratories,
relative to the number of students in clagas also problemati®erhaps because the program
was only implementetbr a single semester, teachers reported that students did not have enough
time to use the prograrithere also appear to be a number of areas in which the software
application might be improved, including@ling teacherandstudents to adjust the speed of
the speech contained in the programavide clear and simple instructions for the games, and
provide more support for the vocabulary presented in the progréenv teachers also
commented on the qualitf the story and episodes.
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Exhibit 17. Teacher Comments About Why They Are Likely or Not Likely to Use The
Forgotten World in the Future

How likely are you to use The Forgotten World in the future, and why?

Not likely
Comment 1
Not too likely

Comment 1
Comment 2

Comment 3
Comment 4
Comment 5
Comment 6
Comment 7

Comment 8

Comment 9

Comment 10
Comment 11

Somewhat likely
Comment 1

Comment 2

Comment 3

Comment 4
Comment 5

Very likely

Comment 1

Comment 2

None

Some network issues impacted the teaching activities.

The games and content of the software are rarely related with the test. School and
parents have the requirement for students to do well on the test scores.

The game design could not attract student's attention when using; there was a difficulty
in organizing the class.

The Forgotten World does not have a systematic knowledge structure, so it cannot be
part of the curriculum.

There was a lot of content and not enough class hours, The Forgotten World could only
be used as a supplementary material.

Teaching tasks were too much. There were not enough class hours. Work load was too
much. There were too many students in each class.

1. There is already a lot of content in student textbooks; 2. Majority of the contents in
this software are in reading.

The textbooks which we are currently using are comprehensively designed, plus there
were not enough class hours for The Forgotten World, and it could only be used as
a supplementary materials.

Too much new vocabulary, colloquial, not suitable for exam preparation.

Factor of high school entrance exam.

Since there are many limitations, The Forgotten World is very likely to be used only as
supplementary curriculum.

It attracts students by combining computer online operation with English; Stories are
intricate and abundant, which fit the age group of the students.

It significantly increased the enthusiasm of students in learning English; it could
increase the comprehensive quality of students in full scale.

To great extent The Forgotten World helps the students develop and increase their
interest in learning English. Meanwhile, it is a very effective supplementary means
of teaching.

The Forgotten World is a beneficial supplement of current English-language teaching.
English teaching should fuse language teaching into the context of language.

Students are very interested in it. It is an inevitable trend to improve out-dated
hardware.

The program is a combination of information technology and test preparation.

Exhibitreads: Teac her s 6

reasons fThe Forgoten Wogld irothe futuet usi ng

Source: The U.S.-China E-Language Project.
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Exhibit 18. Teacher Suggestions About Improving The Forgotten World

Comment 1 1. School must provide appropriate hardware so as to guarantee every class goes smoothly.
Otherwise, it will be like the current situation where a majority of students had to log in
repetitively, which discouraged students; 2. In the software, the pronunciation, tone, and
speed of some sentences are very difficult; 3. Teachers must communicate and cooperate;
Avoid individual and separate work; 4. Teachers need to make efforts to familiarize the
texts; 5. Students must have sufficient time to use computer.

Comment 2 Improve outdated teaching equipment; obtain support from parents; increase opportunity and
time for students to practice speaking on certain subjects out of class.
Comment 3 1. Excited studentsélearning interest by explaining the stories; 2. Help students learn new

vocabulary and phrases by playing games; 3. It would be better if the hardware at school
was improved.

Comment 4 1. Increase time to practice and learn; 2. Design The Forgotten World to be actual listening and
speaking curricula so as to excite students so that they will take it more seriously; 3.
Provide more training and learning opportunities to teachers in order to increase teaching
level and professional quality.

Comment 5 1. Ensure the network runs smoothly; 2. Make stories more exciting so students will be more
interested in it; 3. Make the stories shorter; design quiz after each episode; 4. The games
should be simpler so students can enjoy success.

Comment 6 1. Some episodes/stories are too long. It will be better to divide it into several shorter episodes;
2. Decrease the amount of vocabulary in games such as TRIGANGLE so that majority of
the students could enjoy each class and increase their interest and confidence learning
English; 3. It will be better if the stories are closer to real life and practice.

Comment 7 The software design should stay closer to the textbook to be its extension, so that students can
grasp the textbook contents when playing the games. The software should start from lower
level. It's hard to correct eighth-gr ade st udent stbe cognvessationrspeédant i ¢
the games is pretty fast and students have limited time to use computer, so it's hard for
students to improve.

Comment 8 The episodes and games should match with the textbooks, which would be beneficial to
i mproving studentsd test scores and the te
Comment 9 1. The instructions for games should be more clear and specific; 2. If episodes were designed
with a cartoon effect, it would be easier.
Comment 10 1. Need to have collation of English and Chinese. There should be some Chinese notes for the

difficult sentences; 2. Listening speed should be adjustable from slow to fast; 3. Correct
instructions should be provided for the games.

Comment 11 There should be simple textbooks to help students in learning English designed to help
students learn English while playing. Need to help students use computer with purpose.
Comment 12 1. The contents should stay close with actual lives and current time; 2. There should be a

system of grammar; 3. The difficulty level should go from easy to hard gradually; 4. The
story should be vivid and interesting; 5. It will be better to design it as a cartoon; 6. Games
should combine knowledge and ease of playing to help student learn.

Comment 13 1. Need to make sure there is more time to use computer; 2. Enforce supervision and
management when students use computers.

Comment 14 Provide students enough time and provide teachers enough freedom and time to look into the
contents.

Comment 15 Students must be self-disciplined and willing to participate; there should be enough time every
time to finish the task.

Comment 16 Must make sure every student has a computer; There should be at least 37 4 classes every

week; the electronic dictionary should provide entries that cover all the new vocabulary
words students will encounter when learning the stories.

Comment 17 It is better to design the game in animation, make the stories more interesting to increase
student interest.

Comment 18 There should be computers available in the classrooms which can be used at any time.

See notes at end of table. Cont 6d next
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Exhibit 18. Teacher Suggestions About Improving The Forgotten Worldd Continued

Comment 19 There is a conflict between high school entrance exam and language application; the sections
on grammar and vocabulary in the high school exams are very detailed, and the proportion
of the score based on listening and oral communication is relatively small. The Forgotten
World provides an opportunity for the students to practice listening skills and develop
language sense.

Comment 20 The interface should be more user friendly. The games should be more interesting. Need to
make the software run more smoothly. The problems encountered during usage should be
addressed in a timely manner.

Exhibit reads: Teachers provided suggestions about improving The Forgotten World.
Source: The U.S.-China E-Language Project.

One of the hopes of the Chinese experts who advised the project team Wae that
Forgotten Worldwvould providewith teachers an opportunity to collaborate and to rethink their
approach to teaching. As shown in Exhilfit some 77ercent of teachers whauicipated in
this project reported collaborating with other teachers at least once a week. Even more striking is
the fact that 9percent of participating teachers reported that it changed the way they think about
teachingNote that the fact that teasBeaeported that it changed the way they think about
teaching may be the result of participating in a new project, and may not necdssduigyto
the particular aspects of this approach.

Exhibit 19. Teacher Experience With The Forgotten World

Percent
How often did you collaborate with other teachers while using The Forgotten World? (n=22)
Never or once every few months 0.00
Once or twice a month 22.73
Once or twice a week 54.55
Three times a week or more 22.73
Has using The Forgotten World changed the way you think about teaching? (n=22)
Yes 95.45
No 4.55

Exhibit reads: Nearly all teachers reported that using The Forgotten World changed the way they think about teaching.
Source: The U.S.-China E-Language Project.

Teachers werasked a followup question to explain how using this approach changed
the way they think about teachirtgxhibit 20 presents their answekdany teachers referred to
theaf f ecti ve i mpacts of the approach,filapmy wor
learning experiengg fAcl ass becadme chbwumradjiapps yudeames, and
entertainment inteachisgy A n u r t yor ea nidn tfef reeesl b Asexdandawy ¢hred&in g | i s h .
through the teacher commeseisiergesin he r ef erences to studentso
Areciprocity bet weemttheac Heras nanfd ost ,oedkiépweers en c
should return the classroom to the student
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Exhibit 20. T e a ¢ h Eamgnénts on How This Approach to Language Changed the Way
They Think About Teaching

If The Forgotten World has changed the way you think about teaching, please explain

Comment 1

Comment 2

Comment 3

Comment 4

Comment 5
Comment 6
Comment 7
Comment 8

Comment 9

Comment 10
Comment 11
Comment 12
Comment 13
Comment 14
Comment 15
Comment 16

Innovation of teaching concepts. The Forgotten World combines and connects
with current task-oriented teaching method to reflect the teaching process
where teachers take the lead, students act as major component, and there is
reciprocity between teachers and students.

In English learning, students attempt to transition to learning spontaneously in
specific language contexts. They learn from experience and application.

The Forgotten World at least promotes us to change perceptions away from
traditional teaching models; i tappdicable to current education reform system;
it provides students a new experience.

The Forgotten World provides me new teaching concepts; by letting students
have a happy learning experience, the whole class became dynamic based
on this new teaching concept.

It encourages students to learn English for applying it.
We should return the classroom to the students to let them speak more.

Strengthen listening and speaking training.

Infiltrate new teaching concepts to teaching practice; apply games and
entertainment in teaching.

Audio-visual characteristics in multimedia excited studentséinterest in learning
English.

Improve ability in listening and speaking by imitating native English.

If there is no knowledge atmosphere, there is no language.

Should emphasize speaking and listening practice.

Electronic textbooks attract students.

Suggest promoting this software in developed cities.

Nurture interest in remembering vocabulary, listening, and language sense.

Do not only focus on exams, but let students feel the native English.

Source: The U.S.-China E-Language Project.
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6.1 Summary of Findings

Several implementation issues encountered during the study significantly reduced the
amount of time students could spendTltre Forgotten WorldThe expectetrequency and
intensity ofimplementation was not realized until halfway through the staidgrinformation
technologyinfrastructure improvements were madéraatmenschools Even then, only about
70 percent of students reported that they uBeel Forgotten Worlat least once a weekhis
partial implementation duringne senester represents aifly limited treatment in comparison
with other education studies of this type.

While overall, students itreatmentandcomparisorschools performed similarly on the
proficiency tests administered at the beginning and end of the school year, stutfeatsnent
schools with relatively low levels of initial proficiency (those who scored in the bottom half of
all students on the fall tests) evidenced larger gains in reading and listenimlpthamilar
students ircomparisorschools This finding was sitistically significant for both reading and
listening.

Students in théreatmengroup reported higher levels wiotivation to learn Englisthan
students in theomparisorschools. At the end of the year, pdrcent of students in theeatment
schools reported that their motivation to learn Englishitmioved comparedvith 40 percent
of students in theomparisorschools.Teachers itfreatmens c hool s al so reported
motivation improvedThis is an importanfinding because motiation to learn a foreign
language has been identified by Chinese language experts as a proGle@nese schools and a
barrier to learning.

Almost all of the teachers in thieeatmentschools (9%ercent) who participated in the
project reported that their useTfie Forgotten Worldhanged the way they think about
teaching. The approach to language teaching and learning that forms the bHEsésForgotten
Worldis learnercentered and interagt, andt presents students with probldrased tasks and
immediate feedbacK.he teachers appreciated the fact that the program provided stwitnts
fun opportunities for practicing listening and speaking skills, as well as exposure to native
English spakersHowever some teachers expressed concern that their primary responsibility
was to prepare students for the English portion of the-$iflool entrance exam that students
take in ninth grade, arttieydid not feel thatise ofThe Forgotten Worldvould improve student
performance on the exam.

6.2 Implications for the Future

Because of the difficulty withmplementation, it is difficulto judge thdrue efficacy of
The Forgotten WorldHowever the project team was able to gather information on the issues
that should be addresbefore distributing therogrammore broadly in Chingor elsewhere
The issues to be addressed fall into thregoncategorieshardwareteacher training and
support andprogramissues

Hardware issuesMany times in studies such as this, the implementation of a program
fails because teachers or administrators are not committed to the prbjsatas not the case in
this study teacherand administratorshowed renarkable perseveranaeusingThe Forgotten
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World, even in the face of major challenges. Two of thetfe quality of the computer labs and
Internetconnections, and the size of computer labs relative to average cl@ssmigebe
addressed to make the implementation of this or any t#blknologybased approach to
language learninfgasible Neither of these issues has a cheap or easyHixs, for the
immediate future, only a subset of schools in China can be expeateplément the program
withoutamajor investmenin upgrades to their computer laB® complicate this matter, in
many eakern Chinesecities whichhavestronger computing infrastructwd=nglish instruction
begins at an earlier agend the content ofhe Forgotten Worlavould be too easy for middle
school studentm those citiesldentifying schools that have the right constellation of cooris
for implementation is an important but challenging task.

Teacher training and support. Implementing a nevapproach to teaching and learning
requires training, support, and tim&hile teachers were satisfied with the initial training, from
their logs and answers to questionnaire items it is clear that several areas of training and support
could be improvedThe software development and implementation team prepared a
comprehensive teachéguide that provided teachers with sample lessanspas well as other
practical informationsuch as the vocabulary used in each epigddeever, teachers still felt
unconfortable with some aspects of usifige Forgotten Worlaéh their classrooms.

First, teacheraoted in logs, site visit&nd questionnaires thelassroom managemeint
the computer lab was difficulBecause of the large class sizes observed in theséersititbols,
up to 80students in a single class, managing independent activity by students may be more
challenging than it would be with a smaller number of stud&tiglents had many questions for
teachersand the teachers sometimes felt they couldanstver all questionélso, teachers
reported that the program was too difficult for some students and that supervising those students
added to the difficulty in controlling the clagsaining specifically designed to help teachers
work successfully in sth environments might be beneficial.

Another related area for ditional teacher workshopsay be the areaf differentiated
instructiord that is tailoring instructional contertb a diverse group of learners within a single
classroomin the UnitedStates, a considerable body of literature discusses strategies for teachers
to target instruction to learners at different levels within the same classfbene. may be
lessons that can be transferred from the research literature on this topic andtapbigeidsue.
In the classes described by many teachers in this study,-gimlp instruction wasometimes
favored ovemoreindividualized work with small groupsgain this may be due in part to the
large class sizd-inally, in keeping withtheteah er s own judgments of th
time should be spent on providing teachers with hamdsxperience using the software.

Program issuesGiven the issues witlmternetconnectivity, it is difficult to evaluate the
strengths and weaknessd#gheprogram However, several issues have been identified
repeatedly by students andteacteers | mpedi ments to studentsod pro

The first issue involves thalking speeaf the characters speaking English in the stories
and gamesTeachers and students in the pgaidyand fullscale study reported that it was
sometimes difficult to understand stories and games because characters spoke too quickly to be
understoodWhen asked about this after the pilot, the software developteam reported that
U.S. advisors had suggested that the characters speak at a speed that is typical for native English
speakersWhile this may be the ultimatgoal, it seems that it would be prudent to incorporate a
developmentieapproach to meetindpis goaland allow students to initially select slower speeds
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andthenincrease the speed ey progressAt a minimum, it might be beneficial to reduce the
speed of speech presented in the first few episodes.

Because of the number of new vocabulary wandroduced to students The Forgotten
World, students and teachers expressed concern about the functionalitgetitreary that is
available to students within the applicati@ome students expressed concern that it was
inefficient andtime-consuming to look up each word of a sentence they did not understand and
suggested that students should be able to access complete translations of each\aémieence.
teachergshoughtthatthe eighth grade was the correct target grade for the prqognamy stated
thateighth-grade students required support in understanding the new vocabulary and suggested
thatmore efficient access to translatsof new vocabulary or phrasés provided

The extent to which translations should be easily accessibleasrce of some debate.
Experts consulted by the software development team suggested that transhatiddise kept
to a minmumso that students would not be abledty on Chinese to work their way through
the stories and gameSiven the reactionfastudents ad teachers, it might be advisabdeadopt
a developmental approaelgainandto provide complete translations of the initial few episodes
so that students understand the basic storyHowiever, given that it appears that the lower
performing students made the largest gains, this may not be necessary.

Finally, the extent to which students and teachers could adequately track progress
through the program is uncle&ne of the advantages of computer applications such as this is
the ability toprovide feedback on student progress to both students and their teBelarsse
of the difficulty in U.S. servefxapturing information on usage, it is possible that feedback to
students and teachers didt adequately portrastudens progress through the prograifrhis
problem is redtively easy to fixCapturing this information on local servers is probably a better
option if and when largsecale adoption ofhe Forgotten Worlds considered and evaluation
dataareno longer necessary

The statistically significant positive results of usifige Forgotten Worldor the lower
performing students along with the positive effects on student motivation is encouraging for an
intervention that was only partially implement&dirther researchotild be conducted to help
understand why the program produced these benefits, how to overcome implementation
problems in schools lacking sophisticated computer technologyylapdhe Forgotten World
did not produce positive benefits for the initially heglperformers.
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Appendix A:
Open Language Learning Initiative Evaluation Planning Group Meeting Summary
Beijing, China
May 10-15, 2007
Participants:

U.S.A.

David Goodwin, U.S. Department of Education, Chairperson

Adriana de Kanter, U.S. Department of Education

Brian Fu, U.S. Department of Education

David J. Francis, University of Houston

Gary Cziko, University of lllinois

Yong Zhao, Michigan State University

Patricia Green, RTI International

ZhaoHong Han, Teachers College of Columbia University (attended Sunday only)
Steven Stoynoff, Minnesota State University (attended Sunday only)

China

Wang Wenjing, Beijing Normal University

Liu Dailin, China Central Radiand Television University (attended Saturday and Sunday)
Zeng Dawei, National Center for Education Technology (attended Saturday only)

Zhang Lianzhong, China National Institute of Educational Research (attended Sunday only)

The Evaluation Planning GrogPG) met as part of a larger meeting to discuss the

development and evaluation of the Open Language Learning Initiative (OLLI), English language
learning software that is being developed by the Hewlett Foundatib@@astline Community
College.This progct continues the efforts that were initiated as part of the CHENGO pfaject

joint partnership between the U.S. Department of Education and the Ministry of Education of the
Peopl eds Republic of Chi rDgroductotestthadffectivenesei ghl y
of using online technology to deliver foreign language instruction within avedd

environment, consistent thi theory of language learninign keeping with the agreements

between the two nations, the U.S. Departnoéfiiducation intends to evaluate the effectiveness

of the software for Chinese middle school students.

This document summarizes tkey topics discussed by the ER&d presents their
recommendations as well as concerns.

1. Key evaluation question
The EPG agreed that the evaluation should be designed to study the efficacy of OLLI, and that
the key evaluation question is:

" Chengo is the name of the Chinese language learning program that was developed in China for U.S.
middle school students.
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Do students exposed to OLLI demonstrate increases in proficiency when compared to
students without access to OLLI, given the sagurriculum and under conditions that
allow reasonable access to the software?

The group recommended that proficiency gains be measured over the course of a year rather than
a single semestelt.was also recommended that a field trial of the evaludt@oonducted in the

fall of 2008, with implementation of the futicale study in 2009'he group agreed that it was

likely that there will be some technical issues and other problems when the program is first
introduced in the fall of 2008 and mounting th#-scale evaluation at that time would be

unwise.The group concurred that it would be best to conduct a field trial of the evaluation in the
fall of 2008, to ensure that the data collection protocols and assessments are consistent with they
way OLLI isimplemented in China.

2. Dimensions to be measured

OoLLI is currently intended to focus on the im
skills; thus, the measurement of speaking and listening skills should be the primary focus of the
evaluation.

Reading and writing skills will also be assesSdtese skills will be measured to determine

whether (1) gains in speaking and listening enhance other language skills, or (2) gains in

listening and speaking are made at the expense of gains in otheRa@disg and writing are
emphasized in traditional classrooms, and skills in these areas are measured on local and national
examinationsThus, it is important to evaluate whether OLLI could have an unintentional
detrimental impact by moving student effavay from these areas, or whether it might have a
positive impact (or perhaps no impact) on reading and writing skills.

At some point, the EPG will need to have more detailed specification from the developers about
the subskills of each dimension so ttests can be identified or developed that parallel the
language skills emphasized by the program.

The EPG recognizes that OLLI may have an effect on student motivation to learn English, and it
may al so increase st ud Eaweve,bhe BRGagre=dteastisoseof U. S.
constructs are secondary and will be included in study protocols as time and resources permit.

3. Research design

Given the evaluation question, a random assignment study is recommene &P G discussed
assignment at the Isool level and at the classroom lev@&causestudents are expected to
sometimes work with OLLI outside of regular school hours, the possibility of contamination
across classrooms appears to be higjus, randomization at the school level seems to bera m
prudent optionOne member of the evaluah group also suggested thatansider a smaller

group of matchegbair schools, and work more aggressively in these schools to ensure that OLLI
is fully implemented.
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Textbooks and curriculum are probablymaj f act ors i n studkantsd Engl
suggests that schools be selected from only one or two districts, so that these factors can be
controlled.

The EPG will need the developers to specify minimum standards in a number of areas for
schools tdbe included in the studirhe standards should include the following:

1 How many hours per week do students need to have access to a computer to make
meaningful progress using OLLI?

What are the minimum requirements for computers at participating schools?

Are there minimum requirements concerning teacher training in the use of OaLI?
teachers need a certain level of experience with IT?

1
1

4. Assessments

The EPG discussed a number of existing assessments with members of the Language Learning
and PedagogWorking Group Assessments that were discussed as possibilities included
Cambridge University Young Learners English T€stmbridge University)Maculaitis

Assessment of Competencies Il, Test of English Language Profi€lenchstone Applied

Science Assciates), andDEA English Proficiency Test (IPT) 1 andRallardTighe).Other
assessments also mentioned as having unique features that might be useful Riuhngeldass
(Ordinate Technologies), the assessments develop&hDA EnglisiBeijing Nomal

University), Stanford English Language Proficiency T@sarcourt Assessments), and the
Woodcock JohnsoBentence Repetitigubtest(At a subsequent meeting, another test was
discussedthe TOEIC Bridge)Problems were noted with each of the testsluding (1) some of

the tests target TESOL standards rather than ACTFL standards, (2) some of the tests measure
beginning English but content might be inappropriate because it is aimed at older or younger
learners; and (3) some of the tests were develfgpedorth American populations and may be
culturally inappropriate for Chinese populations.

The group also discussed using English exams developed for the Beijing municipality, or exams
used in the districts where the evaluation will be implemeiiteese exams would provide good
measures of reading and perhaps writing proficiembgy would need to be supplemented with
assessments directed at listening and speaking.

Developing specialized assessments for this project was also disc@ssedsuggestdatiat we
could use the Cambridge Young Learners test as a randeddpt the subtests for the seventh
and eighthgrade students that will be targeted in the evaluation; the test is currently
recommended for students from ages 7 througl®ttZers mentiong developing sentence
repetition tasks and perhaps a task asking students to narrate a series of pleysess and
cons of natural language samples were also discussed.

The group concluded that a hybrid assessment would need to be used that itezbrpora

1 an existing assessment for use as an anchor and for providing context for the other
measures;
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i a speaking task that includes sentence repetition and picture narration as well as
straight pronunciation;

1 avocabulary assessment that uses the words thabamtmon to both the national
curriculum and the OLLI software (Both tkemparisorandtreatmengroups would
have exposure to these words.); and

1 an existing assessment developed at the district level.

The group also discussed the importance of the¢eacbs | evel of fl uency
potential ways it could be measur€@he potential way would be to record a short interview with
the teacher about participation in the evaluation study.

5. Implementation of the evaluation

The EPG recommended thaetbvaluation take advantage of the new equipment being given to
schools through the Modern Distance Education Projectiescribed by Zheng Dawei, this
project will equip 35,000 middle schools in the western region with new compLitexse
computers wilbe set up in a computer lab with Internet access.

Twenty-five to 35schools should be selected totlmatmenschools, and the same number of
schools should be selected to serve asoheparisorgroup.

Students in the first two years of middle schwdl participate in the evaluatio® decision to
include primarily seventigrade students or eightitade students will await more detailed
information on the content of OLLI and selection of districts and an examination of the English
curriculum in thedistrict.

Chinese scholars consistently expressed concern that teachers will be reluctant to devote
instructional time to OLLI because of the importance of student performance on &keys.

also were skeptical about the amount of time parents will atadents to use OLLI at home.
One suggestion was that perhaps time in afternoon classes (devoted to IT or social practice)
could be allocated to practice using OLTLhe EPG looks forward to learning more details about
the teacher materials and coursewsemg developed for OLLI.

The EPG suggested consideration of implementing the evaluation in boarding schools, where
conditions could be more carefully controlléalthe western regions of China, many of the

middle schools are boarding schools so thatesits do not have to travel great distances daily.

If these schools have computer laboratories, it might be possible to arrange for students to have
greater access to computers (at atimparisorandtreatmentschools) than would be possible at
day schod.

The study will be designed to have a pretest and podttesde the majority of the test will be
administered to the whole class, individual assessments of student speaking will be necessary.
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6. Roles and responsibilities

It was understoothat he Ministry of Education has volunteered to be responsible for
identifying appropriate schools for the evaluation of the project.

It will be necessary to identify the organization that will be responsible for providing the
software to schools, along wittientation, training, and maintenand@ée National Center for
Education Technology may play this role.

7. Next steps

The United States will partner with an organization in China to conduct the evalUdieon.
Chinese partner will consult on the desajrthe assessment, review instruments to make sure
that they are appropriate, and collect the data at the schools.

It would be useful to obtain more information about the districts, schools, and students that might
be selected to participate in the evélaproject.We would like data on numbers of schools,
numbers of classes in schools, and number of students within clasgagd also be useful to

know when students currently begin English language instruction in these didisotsf data

are ailable, it would be valuable tdtain data from recent distrigide English examinations.

These data would allow us to estimate the size of the typical gain inipnaffcover the course

of a yearand would allow us to examine the variability withirddretween schools and classes.
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GETTING STARTED

PARTS OF A COMIC PANEL (SCREEN)

This teacher aid is a reference for you, the teacher, so you can show your students the parts
of The Forgotten Worlccomic panels and their functionsThis information can also be
£ 01T A ET OEA 4AAAEAOGO ' OEAAS

Log into The Forgotten World by typing
in the URL
http://21xp.com/english

In the beginning, students will type
in their Username and Password
and then click the Sign In button.

'] lfll Sl i
|

Sign In

Username | username

Password:

Students will see the Loader icon
when the game is loading. Tell the
students that they should wait until
this icon goes away and the panel
loads.
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Below, is a typical comic panel (screen) ifthe Forgotten WorldThere are many parts to

the panel that students should become familiar with so they can feel confident navigating
the game. These parts are highlighted in red and numbered here, but each part separately
will be described separately on the next three pages.

Logout

/ Tris may be why he
is missing.

| didn't pack this,
but it seems familiar
somenow.

| know! Uncle Jonesy has
pictures of this in his

ep 2 - Comic Page 8 (Symbol Puzzle 2
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wWelcome, student! (+)

1. The Welcome Student text in the
upper right -hand corner of the
panel indicates that the student is
logged into The Forgotten World.

“This may be why he

. is missing.

2. The Logout button in the upper
left -hand corner of the panel is
where students can click to log out
of the game.

3. In the lower left -hand corner of the
panel, students will see the
episode/page indicator. This will
tell them what episode and what
page they are on.

4. Once every dialog bubble on the
page plays, the students may move
on to the next comic panel by
clicking the Next button. Students
may also go back to the previous
comic panel by clicking the Back
button.

5. When the students roll over a
dialogue bubble with their mouse,
they may see certain words
highlighted in green.  These green
words can be found in the
Dictionary.

/1 wish we could figure N
B out what this is... _4&
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Hungry =
In need of supplies™
At Hank's Superstore there's
everything you could possibly
rneed’ And for today only, if you're
the first caller to answer this
riddle, you can win FREE stuff/
Just call
S55-0123 with your answers.

6. When students see that a part of the
screen is outlined in blue, that
means a game is present. Students
should click on the glowing blue
area to launch the game.

Game is outlined
in blue

Cool!l | love
riddles. Let's
play, guys.

7. In the lower right -hand corner of the
screen, students will see the PDA.
Students may click on the PDA to
open the PDA menu.

Inside the PDA menu, students will see
icons:

- Episodes
- Dictionary
- Game

* Help

* Credits

If students click on the Episodes icon
on the PDA menu, they will see a list of
the episodes they have already
entered. They will not be able to see
the episodes they have not entered.
Students can go back to the episodes
they have entered by clicking on an
episode icon in the list.

B-10 A Study of a Gaming Approach to English Language Learning for Middle School Students




Appendix B i The Forgotten World Quick Reference Guide

Students may click on the Dictionary
icon on the PDA menu to open the
dictionary and search for words. They
can read the definition, listen to the
word aloud, and listen to the word
phonetically.

“ Dictionary

jump @) /dzamp/ m

1. to use a push from one's feet to move through the air: "l jumped off the bed and
onto the floor." (verb)

Students can navigate to a particular
game by clicking the Gameicon in the
PDA menu.

Tri-Words Pre— Episode O
Assessment

Floating Phrases Episode O

Symbol Puzzle Episode 1

Students can watch a short tutorial
about how to navigate The Forgotten
World by clicking on the Help icon in the
PDA menu.

Welcome! The goal of this game is
o help you speak English better; to
increase your English 2
and to introduce you to people and
piaces In United States - all while
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TECHNICAL FAQ

FREQUENTLY ASKED QUESTIONS
1. After pressing Next, | get a gray Zuka image and nothing happens. What do | do?
This may be due to a problem connecting to the front -end, and/or back-end server.

a) Note the current page number on the bottom left of the screen (Ep X, Comic PageX)
b) Close the browser and open a new one
c) Navigate back to the application
d) Login
2. After playing a game, | get a gray Zuka image and nothing happens. What should | do?

Please follow FAQ #1

3. lwantto play a game. How do | do that?

a) Click on the PDA Icon at the lower rig ht of the screen
b) Click on the Games Icon
¢) Select the desired game

4. How do | get The Forgotten World to be full -size on my screen?

a) Press F1 (function key)

| want to play a specific game that I've already encountered. How do | do that?

b) Click onthe PDA Icon at the lower right of the screen
c) Click on the Games Icon

d) Select the desired game
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THE FORGOTTEN WORLD STORY SUMMARIES

4EA AT i bl AOGA 4AAAEAO8O ' OEAAh OAOEDPOO &# O AAA
on the enclosed CEROM.

EPISODE 1: FLIGHT TO AMERICA

Story Summary: We meet Uncle Jonesya scientist, as he is packing up his laboratory. He
and his niece, Lia, are returning to the United States of America. Lia has made friends with
one of your students, and she has invited him/her to accompany her to the United States.
The student has arramged to meet Lia athe airport and board the plane to Los Angeles.
While boarding the plane, the student is exposed to bottormal and informal greetings.
During the flight, Lia invites her friend to play video games.

t W H ~ 1 Jonesy) 0 [ 1 Adonesyd 6 W B
A Jonesy
T 3 ° Lia+ Alia A W8 i 1A T/
[ A
Lia” A T° (]
RA  Lia i A

EPISODE 2 AND 3: LOS ANGELES

Summary: Lia and her friend (your student) arrive at Los Angeles International
Airport, but they cannot find Uncle Jonesy anywhere. They decide to go to his home, but
Uncle Jonesy is not there. Thesall his assistants, Dave and Ray, to help them. While
unpacking, Liadiscovers a mysterious round balbZuka. When touched, it tries to
communicate with them via symbols. Ultimately the playergliscover that Zuka wants
them to go to San Francisco, but how will they get there? In Episode 3, Graoéves and
says she will dive everyone to San Francisco in her Recreational Vehicle (RV), but first
they need to stop for supplies.

Lia 1" #A - et b [ Jonesyd 0
Arn_ 7 T~ p Jonesyd 0 b A
T s 1 ' Dave Ray ‘"1 wA 270 W

[ Zuka

. Ty “bt. " A T10 Zuka 1t v’

L S B v [ H

3 T~ Grace " W T w (RVY [
ECEAR B H 1T A
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EPISODE 4: SAN FRANCISCO

Summary: Lia, Ray, Dave, and Grace finally arrive in San Francisco. Zuka tells them to find
O4KEAOQITTU 3EI PO AT A $08 ( 08 oubZ0id, techies thichh @2lv@tiorOE AT |
exercise, and then sends them on the task to collect potion bottles that will keep them

safe from theirenemiesdthe Creepers.

‘" Lia”
Ray Dave Gracew A Zuka T [T L
NOA N T 3 Zuka v T A
- T ¥ K F~ G Tt 1ol T
-- - A

EPISODE 5: DENVER, COLORADO

Summary: The group is being led by Zuka across the Rocky Mountains to Denver, Colorado.
They hope that Jonesy is there waiting for them. Once there, they go to NOAA, a national
weather station, and then the Creepers arrive on the scene and the gang eludes them again.
The gang searches for the key.

Lia® Zuka [ We AT Jones
y THAW | -

Ty " A . 3 (= Ar ni W w

v o, Ar o A

EPISODE 6: ROSWELL, NEW MEXICO

Summary: As the group heads for Roswell, New Mexico, Dave explains some of the rumors
surrounding the city. After passing through security, Zuka leads everyone to a cave, where they
find and releas&/ncle Jonesy Before they escape, he explains abouetteer t hos Al i f e f
energy and that the Creepsesk this energy.

~

‘ Ne l - Dave 1 PE®E
SVR W' A n H ~ Zuka [ W@
T [ 3, Jonesyb O A 1 v T v
fi z 0 - .3 A
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EPISODE 7: DALLAS, TEXAS

Story Summary: The group travels to Dallas and attends a Rodeo. The Rodeo is not quite
right. The weather conditions continue to be out of the ordinary. Information is gathered
that the Creepers are building a water capture machine.

- ~

n A’ b A
T Wae v A

—(c
==
C

EPISODE 8: NEW ORLEANS, LOUISIANA

Story Summary: The group goes to New Orleans. They arrive in the middle of a Mardi Gras
celebration. Jonesy tells them about strange activities by the loaaler. The city is full of
Creepers!

Lia® L At [ A Jonesy

EPISODE 9: DETROIT, MICHIGAN

Story Summary: The group arrives in Detroit to investigate an abandoned car factory. As
they heard in New Orleans, the city ikeeming with Creepers. As they investigate, they find
what the Creepers are doing there.

Lia L
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EPISODE 10: CHICAGO, ILLINOIS

Story Summary: The group continues to chase the Creepers. Their next destination is at

theSearsd | xAO ET #EEAACIh )ITETTEO jO4EA 7ET AU #E
OAOA : OEAh AOO EA EO OAOU OEAE8 4EAU Iiiedd EAO
force is at four power centers.

' Liat 'l W . A
T Ve w0 W

A A Zuka A A
T F=uzukd P T 1 At z z Z

uka A z ez T A

EPISODE 11: WASHINGTON D.C.

Story Summary: They find out that Washington D.C. has important cluesnd race to get
there before the Creepers do. Zuka feels better after touching water which becomes one of
the four power centers. As the journey continues, Lia learns more information about her
family history.

Cron Moo - N
[ A Zuka v ez T HW Ho v A
© Lian i ' A

EPISODE 12: NEW YORK, NEW YORK

Story Summary: The group goes into New York City to find the other three power centers.
Zuka transforms into a beautiful being with more power. They go to the Statue of Lithg to
synthesize the powers and defeat the incoming Creepers, saving the world!

' e - itT92ez T A
Zuka | z H i v At
|. "E Kt Z } '{J ) ~ - ) 5
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THE FORGOTTEN WORLD GAME DESCRIPTONS

Descriptions of the games that occur in the Forgotten World are listed below in
alphabetical order, alongwith their occurrences within the episodes.These o
descriptions can also be found in Appendix Ain OEA 4AAAEAO08 O ' OEAAS

Floating Phrases Game: The challenge for players is to construct valid sentences from
a series ofphrases that are floating across the screen. The players will need to understand
the meaning of the words as wellas thesequences in which the phases must be placed.

Episodes: 1, 5, 11

Directions: Drag the phrases to the empty spaces at the bottom of the screen. Put three
phrases in the correct order to make an English sentence. When all of the spaces are filled,
click the Submit button to check your work. To win the game, make five different sentences
before the time runs out.

bES]
33>

W Q@ 2 Dp
Submif 2 A o njaeb

I7L A 2 a !

SUBMIT ) 2 EXIT
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Map Game:4 EA D1 A lkAge & © guld& diher characters in the story through a map
or maze tocollect items and, ultimately, to reach a final target destination. The player does
this by constructing a series of directions from a set of words and receiving written and
audio feedback from the character who is receiving the directions.

Episodes: 4, 6, 8

Directions: Give Grace the directions she needs to find the bottles of potion. Click on one of

the tabs at the top of the screen to select the type of sentence you want to useef hselect

words from the drop-down menus to complete the sentence. Click on the green button to

hear your sentence and give the instruction to Grace. Avoid the creepers or you will lose

OEA AT 001 A0 UT 06 OA Aie bdttidshipdtiénsyou cAEDBIOGradd fibd AT 1 1 A
the clue or you can collect more bottles to earn morpoints. Find the final clue to win the

game.

Grace ' v | MA D @ T T Ve A
a 2 A
Pc W 1T F . 2 A D 20
N Grac) ¥ D A R
- ! W Rl [ A »n J] @
r Y ' Grace [ -
Y 0 v NeA [ Ty v
A

P—— C—

FRR A KRR

Help us find
the bottles of
[odT1-T14
Crushing
Potion/

Give us
directions
using the

table above.

B-20 A Study of a Gaming Approach to English Language Learning for Middle School Students



Appendix B i The Forgotten World Quick Reference Guide

Roswell, New Mexico Map Game (Episode 6)

~hhom intro
T thall on fage

Help us find the
botties of Creeper
Crushing Potian

Give us directions
using the table
above.

ZlZ1Z1Z17Z)
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Phoneme Game:In the phoneme game; OEAG O | Ai 1 OU AAT EO EAOA AAA
a result, Zuka has forgotten how to pronounce certain English words. The player must

OAOOIT OA : O Bakhks @nd ltsAbility @dommunicate by unscrambling its memory

and teaching it how to pronounce a seés of words.

Episodes: 9, 12

Directions: Arrange the sounds correctly to teach Zukhow each word is pronounced.
Click on the Audio button on the left to hear the sounds. Drag the sounds to place them in
the correct order for each word. Complete the sound arrangement correctly for all five
words to win the game.

Zuka W @ b A D v " Audio”
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Shopping Spree Game:The game is designed to test listening comprehension in a

simulated, reatx I O1 A AT OEOI 11 AT 68 4EA DPI AUAOSEO AEAI T Al
a store by listering to audioclues, which are presented as snippets of conversations from

different areas of the store.

Episodes: 3, 8

Directions: Use the arrow keys on the keyboard to locate the items on your shopping list.
Listen to the clues to help figure out where ezh item is located. When you find an item on
your list, click on it and then check off the item on your list to add it to your shopping cart.
To win the game, find all five items on your list before the time runs out.

B n A ) n Y

SHOPPING LIST:

alarm clock

basketball

notebook
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Shopping Spree (Episode 8)

TIME REMAINING:

oQo:00

That item is not
on your shopping
list.

Try Again--Keep
Looking!

B-24 A Study of a Gaming Approach to English Language Learning for Middle School Students



Appendix B i The Forgotten World Quick Reference Guide

Story Recap Game:Designed to test reading and writing comprehension by asking players
to briefly summarize key events they have encountered throughout the story. The player
listens to the dialog for each event and then places the series of events in the sequence in
which they occurred in the story.

Episodes: 3, 6, 9, 12

Directions: Click on the pictures to hear what each person said during the story. Then, put
the words inthe correct order to match what the person said and clidkdhe button to

check your work. When bfive people have the correct words, drag the pictures to place
them in the order that these thingsppened in the story.

~ A}

Dp HT . A i
! .~ aH HT e A Do
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Tri Words Game is used as the preassessment. The game allows playets test their
understanding of a wide variety of vocabulary by matching spoken audio to written words
and phrases, as well as to symbols and images.

Episodes: 1, 7, 11

Directions for Pre -Assessment: Your goal is to clear the board of all triangles by matahg
sets of three or more triangles that are next to each other. To create a match, click on a
triangle to see its Mandarin word. Then, find the word in English as it moves across the
screen and drag it to the correct triangle to create a match. Match setisthree or more
adjacent triangles to clear them from the board. Clear the entire board to win the game.
r e @ Yiit X W 3°
. pW @3 i WAt T A
C O y T b y

(B b Y AT

bES]
35>

>
.8:
)
E 35>

n

33

35

Directions: Your goal is to clear the board of all triangles by matching sets of three or more
triangles that are next to each other. To create a match, click on a triangle to hear its word.
Then, find a matching wordor picture as it moves across the screen and drag it to the
triangle. Match sets of three or more adjacent triangles to clear them from the board. Clear
the entire board to win the game.
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September

AVAVAVAVAVAY

| don't understand Who are you? Thank you.
show intro R
shell on stage

2 EXIT

Zuka Symbol Puzzle Game:The player must communicate with Zuka using
symbolic icons thatrepresent words and concepts to construct a series of English

L A N A~ o~ A oA

phrases. It encourages comprehension 1 C1 EOE AU OAIT 1 OOOO®AOET ¢co6 Al

Episodes: 2, 4, 10
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Directions: Click onthe €buttons at the left of the screen to hear each sentence. Then,
drag the tilesfrom the top of the screen into the empty spaces to create each sentence in
symbols and words. When albf the spaces are filled, click the Submit button to check
your work. If any sentences are not correctinove those tiles to the correct positions

and click Submt again. To win the game, use all of the tiles to complete all five
sentences correctly.

Dp y W a2 A i h 1
2 A T D

Submif 2 A - - [
B P A il nez H T A
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(/7 41 ' ##%33 &), %3 /. 4(% 4%

tfwteachers.com

4AAAEAOO xEIl ZETA OEA A 111TxETC ET & O AGET 1
11 Class Progress Reports
1 Individual Student Progress Reports
1 The Teachers Guide

1 Simplified Scripts of The Forgotten World Episodes

1 Sound Clips fromEpisodes

To go toThe Forgotten World AAAEAOOSE ( OAq

Step 1.  Open a web browser and type irttp://www.tfwteachers.com

Step 2. Log in with your user name and password.

% User account | ISLE - Internet Explorer provided by Dell ._HL
- e - -

- el =
@@ 7| & hitg/ruew tfiwteachers com
- _— e T —— ——
I| Google 8~ T} Search 1 D- 9 4| B-w Bookmarks'| |& Find + *F Check - 2 g

ISignin ~  @Convert v PR Select

W |.{- User account | ISLE [ | %) v B v e v > Page v {J Tools v o

EZFORGOTTEN

Navigation User account Create new account g Request new password

Create content

GLO list

Username:

teacher22

Password:

Log in 3

@ Internet | Protected Mode: On H100% ~

Step3:#1 EAE 11 O-U #I1 DOOART OO GOA X OAIODE
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Step4:41 OAA T1T1U TTA OOOAAT O8O0 POI COAOOR Al EAE
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