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Strategies for encouraging students to read

o language teachers - book reports

o public library - summer reading program

m humber of books borrowed

school library

m acquire many books and other reading materials
classroom library corner

regular reading time in school

sharings by principal, teachers, parents, students
eBooks - enhance the accessiblility of books to students
m very useful, especially during COVID

O
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Deep Reading

o Deep reading, also called slow reading, Is the intentional act of
reading slower and more thoughtfully with the purpose of
Increasing— or “deepening”™— comprehension and enjoyment.

o The likelihood is you've stumbled into a deep reading experience
at least once In your life before, at least to some extent, whether
it's your favorite fiction story or a powerful non-fiction thought
piece.

Source: https://www.goalcast.com/what-is-deep-reading/



Deep Approach to Reading

Stanford University SUNetID Login

S f d Tomorrow's Professor Postings
tan Or Online faculty development 100 times per year.

WELCOME  POSTINGS  STATISTICS  FEEDBACK  RICKREIS THEBOOK  HELPFULLINKS CTL

Strategies to Promote a Deep Approach to Reading

Tomorrow's Teaching and Learning

Message Number: 328

A deep approach to reading is arl approach where the reader uses higher-order cognitive skills such as the ability to analyse, synthesize, solve problems) and thinks meta-cognitively in order to
negotiate meanings with the author and to construct new meaning from the text. The deep reader focuses on the author's message, on the ideas she is trying to convey, the line of argument,
and the structure of the argument. The reader makes connections to already known concepts and principles and uses this understanding for problem solving in new contexts.




From HKEdCity’s Reading Challenge to Reading Battle

o Content is King!
o Good book list from HKEdCity
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Why can Reading Battle promote deep reading?

o 4 levels of questions - higher order thinking questions
m Students discuss challenging questions and books with
classmates, siblings, parents
o worm catcher - students read like a critic
o gamified reading - motivated many students to read
o Give students a reason to read
m eg. some students read because reading can help them with
digital story writing
o “Compete with Socrates!”
m read a book and learn to create guestions for others to tackle



Digital Native generation requires interactive learning environments

Digital Native or gamer
generation requires hnew
learning methods and more
interactive learning
environments (Lee &
Hammer, 2011).

Source: https://www.bpl.org/teens/2016/06/05/stop-the-press-early-school-
start-times/

Gamification is required to
enhance students’ engagement
and motivation in the 215 century
learning (da Rocha Seixas, Gomes,

— = sl .
Source: http://www.centurytimesonline.com/2012/12/07/sleep-hygiene-and- & de Melo Fllhol 201 6)

its-repercussions-for-century-college-students/



Gamified reading & writing - Sam’s most important project!

o Strengthening students’ reading comprehension ability (both
Chinese and English) through developing children’s literature e-
quiz bank on cloud (May 2013 - Feb. 2016); Quality Education
Fund (HK$2,846,000).

o Gamifying primary students’ reading process through an online
battle platform: Factors for success and obstacles to be overcome
(Jun 2018 - May 2020); Standing Committee of Language
Education and Research (SCOLAR), Education Bureau
(HK$2,164,347)



How much can students self-learn?

Can students learn how to read from primary 1
level to primary 4 level on their own (with little
Intervention from teachers nor parents) within 5
months? (Answer In kahoot!)

e Okl
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=>maybe



Student Gordon’s Sharing (Primary) - 1

Reading Battle, a gamified reading platform: Change a reluctant reader into a book lover - caught up 4
years of curriculum in 5 months!
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Gordon as a Primary Student

Source: https://youtu.be/SyL WgOCA-pY ?2t=328 Gordon as a Secondary Student
Source: https://www.youtube.com/watch?v=p9e ACNISums



https://www.youtube.com/watch?v=p9eACNlSums
https://youtu.be/SyLWg0CA-pY?t=328

Proper gamification is like magic!

ttps://www.hiclipart.com

Magician David
Copperfield flying through
2 rotating hoops

ttps://gfycat.com/gifs/search/david+copperfield



Reading Battle’s Homepage -
equiz.cite.hku.hk
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Battle Ranking | Profile Report Contact

Trial accounts

. Username: test1
= —— == Password: password

Please note that the majority of the titles covered in Reading Battle are physical books that need to be borrowed from the libraries. Over 100 e-books can
be accessed from the e-books section (redirect to the website outside Reading Battle).

l Battle l

Chinese Books English Books

m Username:. test100
LM ) o Password: password




Selecting a book
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Free access of some eBooks

"Hayden Man Saves the World" "))

9 Y.C. Leung

a RB (reading battle)book.
the book talks about a retired superhero called Hayden
Man saved the world from the bad virus of V-2022 and
Dr.Virus,the greatest bad guy of all times.
(42 pages)

Privacy level: FAMILY

-
< @ 2406 reads W 14 fans >




Why can each book be battled/attempted 3 times?

Welcome, Test78

Reading Battle ¢
ga_gggq;aggg _ : Ob=)

First Battle

You can try up to 3 battles (Only the highest
score counts!). You will lose 10% of the
total points in the 2nd battle and 20% in the
3rd battle. So please read the book care-
fully before going for a battle. Within each
battle, you can attempt each question up to
2 times. You get half of the points if you get
it right the second time.

You will be invited
to rate this book if
you score above 70.




PIRLS Question Framework

Welcome, teacher

O K==

Reading Battle !
BRERAHEE @
Report

Ranking | Profile Contact

Four Processes of Comprehension

Hayden Man SaVGS The WOI"ld I. Focus on and retrieve explicitly stated information (e.g. recall sequence of events, character
traits, making comparisons)

Cha”Q”Q'”g Challcn.gmg II. Make straight forward inferences (e.g. inferring cause-and-effect relationships, outcomes)
Question Question
III. Interpret and integrate ideas and information across the text to provide (e.g. interpretations
about characters’ feelings and behaviours)

(]
<10 IV. Examine and evaluate content, language, and textual elements, for example:

Interpret figurative language and abstract messages

Making judgement about the text comparing with external criteria

[Information Retrieval]
Who threw the glitter at Dr. Virus ?

Making judgement about worth, desirability, acceptability

Identification with characters and incidents, e.g. how you would have reacted if you were
the main character, or how would your mother feel if you decide to leave home and build a
life of your own somewhere else?

e Comparing the contextual changes taking place and the changes in the character over her

- a. News Reporter lifetime

o b. Dr. Smart
Adapted from Mullis, I. V., Martin, M. O., Kennedy, A. M., Trong, K. L., & Sainsbury, M. (2009).
PIRLS 2011 Assessment Framework. International Association for the Evaluation of Educational

O C. P0|Ice Achievement. Herengracht 487, Amsterdam, 1017 BT, The Netherlands.

- d. Hayden Man

w Tips of worm catcher




Hint - Scaffolding Support

Reading Battle

BIBAHE _

\ Welcome, teacher

dla | 5 | B 0O B
(R — = ] \
‘Contact

| Ranking | Profile

Hayden Man Saves The World
Challenging Challenging

Question Question
[Information Retrieval]
Who threw the glitter at Dr. Virus ?

a. News Reporter

b. Dr. Smart P.21-25

c. Police

d. Hayden Man

m Tins of worm catcher



Explanation - Real-Time Feedback

Reading Battle / )\ = ; = Welcome, teacher
RIS AHLE ; .

l Hayden Man Saves The World '

Challenging Challenging
Question Question

[Information Retrieval]
Who threw the glitter at Dr. Virus ?

a. News Reporter
b. Dr. Smart
c. Police «

d. Hayden Man

Explanation: q
Hayden Man threw some glitter at Dr. Virus -

m Tips of worm catcher




Worm Catcher

EECEEEEEELE

[Information Retrieval]
Who threw the glitter at Dr. Virus ?

a. News Reporter

b. Dr. Smart

24 Worm Catcher National Geographic Kids - Dinosaurs v

e
..... jond
(& Explanaton:} . den Man threw some gitter at Dr. Virus

Please fill out the form below to report problems in the question (can be about the question, answer choices, or images). D vom cucoe BEEEEEE

What characteristics did a Pachycephaslosaurus have?

Oa. It walked on two legs and had a domed head with large horns. %y
Ob. It walked on two legs and had a thick, domed head. EWR ' National Geograp
Oc. It walked on four legs and had a thick, huge head.

Od. It walked on two legs and had a spiky head with horns. S ET R St BRI S, B, B

What is this problem about? What characteristics did a Pachycephaslosauru:
Oa. It walked on two legs and had a domed he

O Otherg . Ob. It walked on two Iegs and had a thick, domr

CJBook title mismatch Ovc. It walked on four legs and had a thick, hug

_JProblem in the question Od. It walked on two legs and had a spiky hea

CJProblem in some of the choices

CJProblem in display

CJImage not displayed {FEEER < AR A—I?

O Eft
Please explain the problem that you are reporting. A=k
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Your email address: UiBERER
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Submit Cancel
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User Learning Profile

Badges

Completed

Score s

Over 90 Over 80 Over 70

*27 x41 | ﬁxm

Accuracy by Question Type @
Information Retrieval _
Making Inferences ([N

) TJ o
Life score 51

Tt 1 -

(Avg. 64) 2
Term score [e000) 4 1

375 Total 242

M

Integrate Ideas and
Making Interpretation

Evaluation 74%

71%

Details:
Book Trial Scores Best School World
00KS tst 2nd 3rd Score  Average Average
KIS A . 88 88 86
Nice Jelly (- jg 79 79 74
BB ER B0 ] 46 PR 46 46 71
EAgERAE O 79 79 78

FFHRBUNEER (. ji 8) 50 83 83 79



Leaderboards

Reading Battle
RRERAHE®E _

Ranking Profile Report Contact

Term Score:
Top 10 Term score within inter-school form (English and Chinese Books respectively)

Annual awards:
Top 10 Improvement score ranking within inter-school form (English and Chinese Books respectively)

ik, Inter-school Form Life Score Ranking

(First 200 users with average score >80 will be listed)

Name Class School _ {;‘0‘ of  Avgscore
ooks
@ CHAN KING SUN  P3D Yaumati Catholic Pgr;l:é))/ School (Hoi Wang 52086 546 95 -
TSE HOI TUNG Lam Tin Methodist Primary School 48877 503 97
LIYI P3A Lam Tin Methodist Primary School 46562 505 92
LI HOI CHING Lam Tin Methodist Primary School 45626 493 93
TANG TSZ KWAN P3C King Lam Catholic Primary School 43393 466 93
YAN HOI CHING Sacred Heart Canossian School 43042 446 97
CHUNG PUICHI P5E  PLK Fung Ching Memorial Primary School 42615 450 95

3 types of leaderboards



Why ‘Reading Battle’” works like magic - 1

Self-
Determination
Theory

Source: https://en.wikipedia.org/wiki/Self-determination_theory

e It fulfills human’s 3 essential psychological needs: autonomy, competence,
and relatedness (Deci & Ryan, 2012).

o Autonomy refers to a feeling of being in control of or self-determination in
activities.

o Competence implies a need to improve abllities or to develop a feeling of
mastery. Pink (2009) described “mastery” as a desire for “getting better at
something (e.g., performance, competence, skills, time)”.

o Relatedness is defined as a social need to connect with others and a
sense of belongingness.

Li, X., & Chu, S. K. W. (2020). Exploring the effects of gamification pedagogy on children’s reading: a mixed-method study on academic
performance, reading-related mentality and behaviors, and sustainability. British Journal of Educational Technology (Accepted).



Why ‘Reading Battle’” works like magic - 2

Relatedness

Self-
Determination
Theory

e Li, X. & Chu, S.K.W. (2021). Exploring the effects of gamification pedagogy
on children’s reading: a mixed-method study on academic performance,
reading-related mentality and behaviors, and sustainability. British Journal of
Educational Technology. 52(1), 160-178.

o Rank: 19/264 — within top 7%; Impact Factor: 4.9; 5-Year Impact Factor:
5.0 (JCR — Edu & Edu Res, 2020)
o Chu, S.K.W.’s level of contribution — 40%

Contains 3 studies

Study 2 addressed the gquestion of how students/parents/teachers perceive
students’ motivation and gaining in the use of the gamified platform.
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Why ‘Reading Battle’ works like magic - 3

‘

Self-
Determination
Theory

Interest Frequency Readingchoice Time & place Method Speed Vocabulary Comprehension Writing Academic Social gaining

performance

m active users (n=37)  m parents (n=20) w teachers (n=7)

Figure 4. Coding results of interviewees’ perceived effects of RB in Study 2

(Chu & Li, 2021)

Relatedness




Why ‘Reading Battle’ works like magic - 4

Student Gordon reported, his reading choices became richer
o as RB illustrated the battles based on 11 genres of books. J) P\

o This satisfies which element in SDT? Self-

Determination
Theory

Through reading books and completing book-battles, students strengthened their reading abilities in
terms of reading comprehension, vocabulary, general knowledge & writing too.
o This satisfies which element in SDT?

Students’ social interaction was enhanced during the use of RB according to the responses.

48.64% of the students and 35.00% of the parents mentioned social activities/elements during
children’s use of RB.

Parent Mary stated that she often talked about RB with her son, ... guided him on figuring out
answers to some challenging questions. Her son became more active in talking about what he read..
Another parent reported that her 2 daughters often read books and finished battles on RB together.
Teacher Nancy observed that some children liked to share print books and discussed the content of
books and their experience of RB with classmates.



Student Gordon’s Sharing (Secondary) - 1
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https://www.youtube.com/watch?v=p9eACNlSums

Student Gordon’s Sharing (Secondary) - 2

Why Is autonomy so important in motivating students to read?

o MHELERIEXRE  IEFEBHREMHEEIE?

o ERE—EZXEAN  HEMERE - BESUDIEZEMRBEIRE - EMEREHZER [BHIELAN - Eith
R IF IR 1¥ 18] o &% [BRIRLE AN - BRI E—TEZH/ED] -

o BHEAHEMEKH FERAREEESEEHDR BEXGEBEEEREEMAZE ¢ WEDHE EEMES
EMENMINIEEE - MPEIEIEMBBHEIARE - FRIFE G/ N 28] - ZEEEEBRFES -

o HE&MZKEABreading battlelEfE & @ BIEERIAZEEBESEERERMB CSEEE - BENRBH
ZoDBEFECEREE -

Student Gordon started having interest to read, then formed a good habit (competency)

o RERHWENZ  FHREEEEHAEE  FRiiitaLymSNEE - Sasn—EESEEE -



Student Gordon’s Sharing (Secondary) - 3

Relatedness in Reading battle?

e Reading battle FEA—{E DI EEZIR[EIEEBI 28 HEBEE - PSRN UR/NAREKREEFER
EEAMEEDE - SREIAMBE2BEIRE - IS ESEABIAE - TEEMESEHRE P —([EFxiE
= Irreading battle B [RE] -

o BEEAN  RARMEEREE  BER AUEE - GREEGT U Mreading battlelE44(H
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Student Gordon’s Sharing (Secondary) -

Reading Battle can help students develop creativity

o MR SRBIMIHEREITEEF I LEEIRGEMELH -

o ARG BT P IR BRI - MBI DHSSHEIERE - BSE
BEIE - B—WFHs - FREIE - BEE2%EEERIdea  BRALIRGRMERAER -

o BIMATISEER - (HESENBAEIREAZR  BERESERIMN - BRIREmMGIAl
HMHKR - EXEINGE - E2EGREEHFHIRIZIE "Entrepreneurial spirit" BIZEiEE - ME
P—iREKIEE - BEREIE -

e MUFHBCAN  REBHEREXRZSMEMITEIprogrammeBZE) - MEMITIEE(E
programmef. B2 ESE N EIERIEE e A -



Student Gordon’s Sharing (Secondary) - 5

Reading is not just for enhancing academic performance
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Effects Of Gamified Learning - 1

Will students “go back to normal” after stopping the use of the gamified reading
platform “Reading Battle™?

e Some educators criticize that digital gamified learning is detrimental to
students’ intrinsic development in learning because students will only learn
when they have a gamified platform to play with. They will stop learning as
soon as the platform is taken away from them.

e Li, X. & Chu, S.K.W. (2021). Exploring the effects of gamification pedagogy on
children’s reading: a mixed-method study on academic performance, reading-
related mentality and behaviors, and sustainability. British Journal of
Educational Technology. 52(1), 160-178.

Study 3 — the sustainability of the positive effects of RB on students



Effects Of Gamified Learning - 2

Table 1. Thirty-two active users’ usage data of RB in Study 3

[tems Mean SD Minimum Maximum
Use semesters 4.5 (2.5 years) 1.63 2 7
Stopping time 12.56 8.38 6 29
(months)

Finished battles 190.81 108.28 101 488

Total score 17404.06 10209.62 7958 47434
Average score  90.78 3.77 81 97




Effects Of Gamified Learning - 3

Study 3 — the sustainabillity of the positive effects of RB on students

Table 3. Active users’ ratings on the effects of RB 1n Study 3

Variable Sub-variable Period 1 Period2 Period3 Comparison of Comparison of
Mean Mean Mean Period 1 & 2 Period 2 & 3
Z Sig. Z Sig.
Intrinsic Involvement 3.58 5.09 4.92 -4.62 000"  -1.10 .27
motivation  Achievement 3.26 4.92 4.98 -4.79 000"  -.63 527
for reading  Curiosity 3.44 4.67 4.38 -4.37 000" -2.10 .037"
Challenge 2.84 4.98 4.57 -4.90 000" -1.91 .055
Importance 3.50 5.06 5.03 -4.71 000" -.188 .851
Reading in- N/A 3.29 5.14 4.78 -4.78 000" -1.87 .06l
terest
Reading Reading fre- 3.98 5.47 4.72 -4.81 000" -3.24 .001™
habit quency
Book choice 2.66 4.88 4.25 -4.98 000" 246 0147
Reading ability N/A 3.26 4.75 4.78 -4.80 000" -.45 .653

Note. *statistically significant at p < 0.05, **p<0.01.



Effects Of Gamified Learning - 4

Study 3 — the sustainability of the positive effects of RB on students

Why can the positive effects of RB on students sustain?

e Seven active participants (17.95%) mentioned that they first played RB for
ranking and rewards, but later on they enjoyed reading books simply for
pleasure.

e Before using RB, they regarded reading as homework; however, now they found
RB helpful as it provided knowledge and pleasure.

e They also recognized the importance of reading, even though they did not use
RB anymore.



Efficacy of Reading Battle - 1

Does RB actually help students improve in their reading abilities?

Study 1 — the sustainabillity of the positive effects of RB on students
Results

Study 1 - Assessment of academic performance

Study 1 was implemented in a real learning context where students’ use of RB was not
controlled by the research team but occurred naturally based on their own will. After one se-
mester’s natural intervention of RB, participants in Study 1 were divided into two groups
based on their finished battles in RB (Mean = 11.46; Median = 5). Taking the median of fin-
ished battles as a division, Group A consisted of 29 students who were light users, having fin-
ished 5 or fewer battles (Mean = 2.79; SD= .98), while the other Group B comprised 28 stu-
dents who were active users, having completed more than 5 battles (Mean = 20.42; SD

=23.98 ). For the 28 active users in Group B, the average of finished Chinese book-battles

was 12.71, while that of English book-battles was 7.71|



Efficacy of Reading Battle - 2

Study 1 — the sustainability of the positive effects of RB on students

e The results show that the change in English reading scores had a significant
difference between the two groups, meaning that Group B students made more
Improvement in English reading in the experimental semester than Group A
students.

e Although the findings suggested that the change of Chinese reading scores in
Group B was higher than that in Group A, the difference was not statistically
significant.



Reading Battle: Apply a multidisciplinary approach to help solve a critical issue in

learning - Reading

B RLER R
Computer & Design
Science



21st Century Skills: 4th research project

Gamified reading & writing - From reading to writing - 1
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Start Battle ‘ Read e-book

"Hayden Man Saves the World" "))

9 Y.C. Leung

a RB (reading battle)book.
the book talks about a retired superhero called Hayden
Man saved the world from the bad virus of V-2022 and
DrVirus,the greatest bad guy of all times .
(42 pages)

Privacy level: FAMILY

Camlaieaa.cce this book
@ 2406 read 14 fans



21st Century Skills: 4th research projects
Gamified reading & writing - From reading to writing - 2
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21st Century Skills: 4th research projects

Gamified reading & writing - From reading to writing - 3
Do ABR | 4
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How does this song relates to deep reading?

How does this song
relates to deep
reading?

How can a gamified
learning platform
like Reading Battle
motivate students to
self-learn?

fRZ=3A / Eason Chan

Shall We Talk

fE&d « MY
YERR : FRIERS
AmER . EIEE

AR /AN

Radiant moonlight, why do you shine on the earthly paradise again?
ZRELEME AEEZE

I'd rather hide in the park since | don't want to drink soup.

TEHEX BHES—

Allowing my gaze to remain on the corner of a comic

AU ERH—IRMNIEE

Why does looking at my mother seem like a punishment?

ZERMEERE RKARMBEFE

Children only hope for fun, adults only know of the future.

AT EAKNIERE IR 75

Why don't we comprehend the need to work harder to sympathize with one
another?

AFISNERE EENMELE

There is a cricket outside the door; the echoes are like an illusion.

Shall we talk Shall we talk
mEEmMFHFELEE

Let's start over and walk hand-in-hand to school.



An illustration of how gamified learning works through a song

e Try Reading Battle now! (1.0)
e Sign up for Reading Battle (2.0)
% Release in Oct 2021
 For Kindergarteners (1-3), Primary 1-6, Secondary
1-3
e Reading Battle (3.0)
% A collaboration between human and artificial
Intelligence - coming next year!

Dr Sam Chu, Univ of Hong Kong (samchu@hku.hk)




