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Chapter 1 Introduction

1.1 Background

Intangible cultures have been passed by our ancestors many years ago.
The Convention for the Safeguarding of the Intangible Cultural Heritage was
adopted by the United Nations Educational, Scientific and Cultural
Organization (UNESCO) in 2003 (UNESCO, 2003). To protect the local ICH,
Hong Kong Intangible Cultural Heritage Database was launched in 2018,
providing information on the 480 inventory items to the public to appreciate
local ICH items from different angles. (Intangible Cultural Heritage Office,
n.d.).

The Chinese Dim Sum Making Technique is a local ICH item. From
children to teenagers, from adults to the elderly, going to teahouses to “Yum
Cha” has become a culture of everyone’s daily life since the early 1840s,
(Leung, 2018). However, the original Dim Sum making technique is declining
due to different reasons, like central factories’ frozen Dim Sum, modern
people's pursuit of a healthy diet, shortage of manpower, and so on (Tom,
2019). Therefore, the technique needs to be conserved.

Educating the next generation is a method to conserve ICH. Using
boardgames is a trend in teaching and learning in this era. It helps children to
connect with real-life experiences and allows them to enrich their learning
opportunities. (Zhan, 2020; Fong and Sheng, 2008). By focusing on the
Chinese Dim Sum Making Technique, this research aims to design a
boardgame that helps youngsters to learn an ICH item.

1.2 Objectives
* Design an educational boardgame based on a design model

* Design an educational boardgame for primary students (9-12 years old) to
raise their awareness of ICH (The Chinese Dim Sum Making Technique)



1.3 Research Questions
* How to design an educational boardgame for kids to learn an ICH item’s
knowledge (Chinese Dim Sum making technique)?

» Can educational boardgame raise students’ interest and understanding in
learning an ICH item (Chinese Dim Sum making technique)?

1.4 Significance

As the culture is declining, this research aims to explore whether
educational game can enhance students’ awareness to ICH items. The final
design is the concept for enhancing children’ awareness to the Chinese Dim
Sum making technique or even other ICH items.

1.5 Term Definition
1.5.1 Intangible Cultural Heritage

ICH means the communities’, groups’, individuals’ social practices,
representations, forms, knowledge, skills, and also the related tools, objects,
handicrafts and cultural places. (UNESCO, 2003).

1.5.2 Chinese Dim Sum Making Technique

This is an ICH item which is in the traditional craftsmanship category. It
relates to the Chinese dim sum which are made by Hong Kong Chinese
restaurants. (Intangible Cultural Heritage Office, n.d.).

1.5.3 Educational Boardgame

Educational boardgame means the boardgame is integrated into teaching
and learning. Through playing, children's playful nature can be stimulated, and
their enthusiasm for learning can be ignited (Zhan, 2020).



Chapter 2 Literature Review

2.1 Educational Games Design Framework

An effective educational game needs a design framework to support it.
Ibrahim and Jaafar (2009) propose an Educational Games Design Model
(refer to figure 1) as an indicator to design an effective educational game.
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Figure 1: The Educational Games Design Model

2.1.1 Game Design

Game Design: Multimodality

Multimodality is important as the game combines multiple media which
gives multiple sensory stimulations to players, such as visual and touchable
objects which learners can interact with. The visual design should be exquisite
so that the players can raise their imagination and keep playing. (Ibrahim and
Jaafar, 2009; Zhan, 2020). Therefore, my boardgame includes diverse and
beautiful media.



Game Design: Mechanisms

The boardgame’ mechanisms be fun with challenges, clear goals, and
uncertain outcomes, they provide students with motivation and stimulation.
Zhan (2020) mentions a fun mechanism is a key to the game’s success.
When students win the game, they gain achievements and raise their self-
esteem. Accordingly, my boardgame has a structured mechanism to let
players have fun.

2.1.2 Pedagogy

The game must be based on a selected educational topic. Originally,
boardgames do not have educational goals, so designers must consider the
learning outcome (Zhan, 2020). Bloom Taxonomy learning outcomes (refer to
figure 2) can be applied in the design so that students can learn the
knowledge from remember to create level (Ibrahim and Jaafar, 2009). As a
result, the Chinese Dim Sum making technique is my educational learning
objective, and it is classified into levels of complexity.

Bloom's Taxonomy

Produce new or original work
Design, assemble, construct, conjecture, devedop, formulate, author, investigate

Justify a stand or decision
evaluate appraise, argue, defend, judge, select, support, value, critique, weigh

AF % Draw connections among ideas
' hY differentiate, organtze, refate, compare, contrast, distinguish, examine,

¥
4 analyze \ eveinen quesion e
& Y

Use information in new situations
execute, implement, solve, use, demonstrate, interpret, operate,
schedule, sketch

Explain ideas or concepts

classify, describe, discuss, explain, identify, locate, recognize,
report, seledt, translate

Recall facts and basic concepts
define, duplicate. list, memaorize, repeat, state

Figure 2: Bloom Taxonomy learning outcomes



Pedagogy: Self-learning

The game should encourage students’ self-learning. It provides students
with self-learning opportunities during their off-lesson time. The game can be
evaluated on how it affects students’ motivation compared to traditional
lessons (Ibrahim and Jaafar, 2009). Lin and Sui (2017) mentioned that players
can have self-discovery and opportunities to master their own learning.
Therefore, my boardgame allows students to have self-learning on the ICH

item.

Pedagogy: Problem-Solving

Third, the game should allow students to solve problems. According to
Chen (2010), children can apply cognitive knowledge to solve problems, so
that they can gain more profound experience. Zhan (2020) also states
students can discuss in groups, and share their experiences to tackle
problems. Thus, my boardgame includes some challenges for students to
solve the problems.

2.1.3 Learning Content Modelling

The game can apply a scaffolding strategy (refer to figure 3). The level of
support is adjusted according to the learner's current level. The learners finally
can learn gradually independently (Greenfield, 1984). Hence, | need to give
learners appropriate support to play the game with scaffolding.

—

,@A

Contingency

Response
Auipjoyerg

Transfer

Responsibility
to
shiedent

Student

Figure 3: Scaffolding Strategy
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2.2 Educational boardgame references -“Hong Kong Cha Chaan Teng
Board Game E&REE”

Reference is taken from a boardgame which is about Hong Kong Cha
Chaan Teng culture. It was designed by Belle Lee in 2021, and allows two to
six players who are aged six years old or above to play in twenty minutes.
(People On Board, 2021). This game creates insight for my future design. Its
strengths and weaknesses are analyzed based on The Educational Games
Design Model from Chapter 2.1 (Ibrahim & Jaafar, 2009).

The game includes diverse media for players to play with (People On
Board, 2021). For example, it has colorful text and illustrations on character
cards (refer to figure 4), food cards, skill cards, and menus (refer to figure 5).
It also includes Cha Chaan Teng’s cups (refer to figure 6) and bills (refer to
figure 7). The style of fonts applied Cha Chaan Teng’s style. These elements
make the game realistic, players can be satisfied with different media.
Therefore, my design includes diverse media for players to interact with, and
my visual design style takes Teahouse as a reference.

Figure 4: Character cards, food Figure 5: Character cards
cards, skill cards

Figure 6: Cup Figure 7: Bill
10



Its mechanism is generally organized and fun. The goal is clear, players
aim to collect ingredients (refer to figure 8) to make 3 kinds of food on the bill
(refer to figure 9), and the fastest player wins the game. Uncertain outcomes
occur when players draw the cards, different combinations of cards create
stimulation of players. However, the game lacks challenges. The luck of
players greatly affects the result, players do not need too many strategies and
skills to win the game. They may not even have opportunities to apply
problem-solving skills. Hence, my design includes uncertain outcomes, but
students also need to apply skills based on real-life experience in Teahouse
to win the game.

Figure 8: Ingredients card Figure 9: Ingredients on bill

The topic of the game is based on Cha Chaan Teng’s food. It is also an
iconic symbol of Hong Kong food like Dim Sum in Teahouse. Its learning
outcome only focusses on the ingredients of the food. However, players can
only remember the ingredients, which meets the lowest level in Bloom
Taxonomy learning outcome. Therefore, my design involves diverse Dim Sum
questions, to reach higher and more levels of Bloom Taxonomy learning
outcome.

The game provides learners to have self-learning. The game has an
instruction menu for players to learn how to play outside the classroom. They
can have self-discovery and opportunities to learn themselves. Scaffolding
strategy can be applied in this game, as there is some uncommon food that
children may not understand, like “2 4" is the mix of chocolate and coke.
Therefore, my design involves clear instructions and my guidance because
some Dim Sum knowledge is uncommon for kids. Then, students can play by
themselves.

11



2.3 The Key Elements of The Chinese Dim Sum Making Technique
Based on the ICH definition in Chapter 1.5.1, the content knowledge of
the Chinese Dim Sum making technique can be focused on its objects, skills,

tools and representations (Intangible Cultural Heritage Office, n.d.).

2.3.1 Objects

Dim Sum is the main object of this ICH item. In Hong Kong, teahouses
list their own Dim Sum in different categories by themselves, the categories
are standard, medium, special, best (Leung, 2018). Therefore, the boardgame
includes Dim Sum, like Spring Rolls, Custard Buns, Siu Mai, and so on. These
Dim Sum are Hong Kong people's collective memory and represent the
culture of local Dim Sum (Tom, 2019). Therefore, my boardgame is mainly

focuses on Dim Sum.

2.3.2 Skills

The traditional Dim Sum is self-made in the teahouse. The main cooking
skills of Dim Sum are steamed, baked, fried, and deep-fried (Tom, 2019;
Hong 2012; Jiang, 2009). The chef usually has to prepare before 5 a.m., such
as kneading flour, cooking fillings, cutting ingredients, seasoning, and so on
(Intangible Cultural Heritage Office, n.d.). However, the skills are lost now
because the culture lacks new blood to carry on. Dim Sum is produced in
central factories and shipped to Hong Kong in frozen condition. The number
of teahouses that serve self-made Dim Sum is decreasing day by day.
(Leung, 2018). Therefore, my boardgame includes the skills of Dim Sum, and

also introduces the reasons why the skills are losing now.

2.3.3 Tools

Dim Sum is made with different tools, they are ingredients, cooking
equipment, and containers. For ingredients, Dim Sum is made with different
ingredients, like meats, vegetables, seasoning, and so on. Significantly,
Traditional Dim Sum is also made with unhealthy lard and animal organs.
Modern people pursuit of a healthy diet, so local teahouse starts to stop using
these ingredients (Tom, 2019; Jiang 2012). For cooking equipment, the chef

uses different equipment to produce Dim Sum, such as Chinese Fried
12



Pancakes (&%) made with a pan (Li, 2014). For containers, Dim Sum is

served in different containers, like steamer and bowl (5&£). So, the boardgame

introduces the instruments of Dim Sum production.

2.3.4 Representations
Dim Sum has different backgrounds and meanings, they reflect Chinese

people’s lives and believes. For example, Chinese northerners have been
eating Spring Rolls during the Spring Festival since the Qing Dynasty, as a
wish for having a healthy body and a good harvest new year (Tom, 2019).
Another example is Guangzhou teahouses believed selling cheap and rice-
bowl-sized buns with rich fillings can attract customers in the 1920s, so selling
Giant Chicken Buns has a connotation of “a big bargain” (Tom, 2019).
Therefore, the boardgame introduces the beliefs of the Chinese which relate

to Dim Sum.
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Chapter 3 Methodology

3.1 Research Method

My research is using qualitative questions and observation. Measuring an
educational game's effectiveness should focus on students’ learning
outcomes and the game’s design features (Sitzmann, 2011; Mayer et al.,
2014). These two aspects match with the Educational Games Design
Framework in Chapter 2.1 (Ibrahim and Jaafar, 2009). Therefore, the

questions are taken the framework as a reference (refer to table 1).

Game Design

Multimodality | 1. Do you like the illustrations and colors of the game?
2. Do you think the illustrations and colors of the game
help to you play?

3. Do you have any suggestions to improve the

illustrations and colors of the game? how?

Game’s 1. Is the game fun? Which aspect?
mechanisms | 2. Do you think it is hard to win the game?

3. Is the goal of the game clear?

4. Do you have any suggestions to improve the

gameplay? how?

Pedagogy
Learning 1. What knowledge have you equipped through playing
outcomes this boardgame? Name three things you learned.

2. Would you prefer to learn dim sum knowledge in
traditional classroom or through playing boardgames?
Why?

3. Can this boardgame increase your interest in learning
Dim Sum? Why?

4. After playing, do you want to eat Dim Sum in

Teahouse? Why?

14



Self-learning

1. Without the help of the teacher, can you play by

yourself?

Problem

solving

1. Did you encounter any difficulties while playing? If so,

how will it be resolved?

Learning Content Modelling

Scaffolding

1. Without the help of the teacher, can you play this

boardgame by yourself?

Table 1: The interview questions

3.2 Research Target

There were 3 groups of senior primary school students. The following

table shows the participants’ information.

Group

Participants Age range

1

2 senior primary school students

2

3 senior primary school students 9-12 years old

3

4 senior primary school students

Table 2: The information of research targets

3.3 Research Schedule

Time Tasks
Oct - 2022 * Further research
* Proposal adjustments
Nov - 2022 * Design based on framework
to Feb - 2023 * Pilot Scheme

» Adjustments
* Finished production

Early Mar - 2023

* Collect & analyze student’s research data

Mid Mar - 2023

* Design reflection & improvement

Table 3: Research Schedule

15




Chapter 4 Findings

4.1 My Boardgame Outcome

My boardgame calls “Z51Z25:(»4%”. The overall boardgame design
structure is based on the Educational Games Design Framework (lbrahim and
Jaafar, 2009) in Chapter 2.1. The game improves the weakness of “Hong
Kong Cha Chaan Teng Board Game &#& E%” in Chapter 2.2 (See Appendix
Ato G)

Age Time Player Numbers

9 years old or above 15-30 minutes 2-4

Table 4: The information of my boardgame

4.1.1 Multimodality

My design combines multiple media which gives multiple sensory
stimulations to players. Board (refer to figure 10), question cards which are in
the steamer and teapot shape (refer to figure 11), bill record cards (refer to
figure 12), and mini steamer chess pieces (refer to figure 13) are included to
make the game more realistic. Dim Sum illustrations (refer to figure 14) and
fonts (refer to figure 15) are printed on these objects. Therefore, the media

are visualized and touchable for learners to interact with.
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Figure 10: Board Design Figure 11: Dim Sum and Tea Question cards
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Figure 12: Bill record card Figure 13: Mini steamer chess pieces

R e

Figure 14: lllustrations Figure 15: Fonts

My boardgame’s mechanism is fun with challenges. The goal is clear
and simple. Each player picks a mini steamer chess piece (refer to figure 13)
a bill record card. They roll the dice to walk in the board and do actions. For
example, if the player arrives at Standard, they have to answer one question
from the Standard Dim Sum card. If the player answers correctly, he/she can
get that card and vice versa. The winner will be the first one who collects the
number of stamps on his dim sum record card, plus get at least 1 tea question
card. The game has lots of uncertain outcomes because the number on the
dice, types of Dim Sum, and questions on the cards are random. This design
is improved from the reference in Chapter 2.2, my design requires players to
use skills based on real-life experience in Teahouse to win the game. They

also need the luck to win.

17



4.1.2 Pedagogy
The learning content is based on Chapter 2.3. The types of Dim Sum in

the boardgame take references from Lin Heung Tea House’s’ Dim Sum
menu (refer to figure 16). The contents take references from the books of
(RZFEAELENL) (Hong, 2012), (BAEZEL) (Tom, 2019), (B2

it (1), (2)) (Jiang, 2009). The examples of learning content are listed below,

and the full version is in Appendix H.

AR E
4 J:IE X a5 T
S L] B B 2
4 B oy
TrRaT A W R
Wwem ] e b KAk

EEkE EA#
Lt * &

K AH B HEE
KA Wy 4
HEE

15 mu!ﬁ St 2 vax* FTYL] .u:ms.s u”sa

W m R
B 116 B 2319 gy 319 % 7SI LS ’**"513
Gi!si JLJL o L EN '*'H?r:{ ix&l&

(—InkseB2 )

Figure 16: Lin Heung Tea House’s menu

Objects examples: | Question examples: Bloom

Dim Sum Taxonomy level

Standard /\&f

ICH knowledge: Representation

1. Try to guess the origin of Malay Analyze

sponge cake’s name.

ICH knowledge: Objects
2. What is the texture of Malay Remember

Malay sponge

cake
sponge cake?

ICH knowledge: Objects
3. Does Mala Cake made with Understand

pandan leaves?

Table 5: The question types of my boardgame

' Lin Heung Tea House was a traditional Chinese tea house in Central. It was
established in 1926, and it was one of the few teahouses that been preserved in recent
years in Hong Kong (Leung, 2018). However, it was shut down due to the pandemic in
2022.

18



Another learning content is about the reason Dim Sum making technique
is declining. For example, the original Dim Sum making technique is declining
due to central factories’ frozen Dim Sum (refer to figure 17), modern people's
pursuit of a healthy diet so fewer Dim Sum is made with unhealthy lard and

animal organs (refer to figure 18).

B3 MhEs) & OE TR RDREIRSE b

FEEMRORESER - MAENERER > B
PR AP R Tin4E SR = RmAEnER
ERD  HREETE AURHEHERD - HB—13
A2 LEFREEER - BY-FhREER -

Figure 17: incident card Figure 18: incident card

My design encourages students to learn by themselves. First, an
instruction menu with clear guidelines is provided for new learners to learn
how to play. Second, model answers are written at the back of the question
cards for learners to check answers (refer to figure 19). More than that, some
cards provide extra information and explanation next to the model answers
(refer to figure 20 and 21), so that learners can learn more about the Dim

Sum.

My design provides spaces for students to solve problems themselves.
First, my design allows players to discuss while playing, they can share
experience to solve the problem together. Second, the illustrations help the
players to answer question correctly in certain level. The illustration provides
visual hints for players to observe. Third, the questions have multiple-choice,

players can guess the possible answer.

19
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figure 20: Question Card’s front Figure 21: Question Card’s back with
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4.1.3 Learning Content Modelling

Although students are expected to learn by themselves, scaffolding

strategy can be applied when they are playing. Doubtlessly, when players

play it for the first time, they may have questions and doubts. Therefore, when

teachers’ guidance is needed during data collection.

4.2 Pilot Schemes
4.2.1 Participants

Before collecting data from the primary students, two pilot schemes were

set up for testing and revising my first draft of the game. The participants’

details are listed below.

Date Time | Participants Background
* Studying Visual Arts and education program
171 A1 (22 years old)
40
Feb, » Seldom eat Dim Sum in Teahouse
minutes
2023 The * The designer of this boardgame
researcher
* 62 years old
B1
» Seldom eat Dim Sum in Teahouse
* 55 years old
25t B2
45 » Seldom eat Dim Sum in Teahouse
Feb,
minutes » 29 years old
2023 B3
» Seldom eat Dim Sum in Teahouse
The * The designer of this boardgame
researcher

Table 6: The information of pilot schemes targets

21




4.2.2 Evaluation
The evaluation is a summary of my overall observation and comments

from participants.

Advantages

Good-looking Design
They believed the design looks exquisite. They liked the printing quality

of the paper, and they could see my effort in drawing the illustration.

Self-Learning

All of the participants could understand the rules and mechanism by
reading the instruction menu. They said it was easy to play because the
game mechanism was similar to Monopoly. So, | did not need to spend too

much time to teach them.

Active discussion

All of the participants were willing to discuss while answering the
questions, and the discussion was active. For example, B3 did not know the
answer, B1 and B2 would help B3 instead of keeping silent. Moreover, the
discussion in the second pilot scheme (25th Feb, 2023) was more active
than the first one (17th Feb, 2023). It is because there were more

participants, and they already knew each other.

Disadvantages

Probability Problem

The probability problems caused players could not win the game, luck
of players affected the results in large extent. Players always drew the
cards that they did not need. For example, A1 only needed to get 2
standard Dim Sum. However, she got 5 standard Dim Sum. Another
example is A2 needed 1 more Medium Dim Sum to win, but she could not
draw this card in the end. They became mad when they picked up the cards

that they did not need. The game cannot be finished in 15-30 minutes.

When the playing time was long, they lost motivation to continue.

22



Level of difficulties

Most of them said some questions were difficult for children. Even
though they were adults, they thought they were not familiar with some
questions. For example, those questions which are about the origin of Dim
Sum name. Therefore, they suggested teacher should provide more
guidelines.

Similar looking design of chess pieces
The game was not smooth because the steamer chess pieces looked
alike. It was because the size and color of the steamer chess pieces looked

similar. Therefore, players accidentally took the wrong pieces.

4.2.3 Improvements

The suggestions are based on the disadvantages above. Firstly, |
improved the probability problem. My original idea was to let player follows the
bill record card which was printed with stamps already (refer to figure 22).
After consulting with my supervisor, | reversed the mechanism and removed
the printed stamps. Players can chop the stamps by themselves after they
answer the Dim Sum questions correctly (refer to figure 23). The one who can
chop 6 stamps on any Dim Sum category and answer 1 tea question can win
the game. This new mechanism prevents players draw the cards that they do

not need, let the players win on time.
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Figure 22: old printed bill Figure 23: blank bill and stamp
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Secondly, to improve the question difficulties problem, | decided to give
more guidance to students during data collection. | decided to be a passive

teacher to guide them with scaffolding and self-learning strategy.

Finally, to improve the similar chess pieces, | decided to change the
pieces to make the pieces looked more different (refer to figure 24). Players

will not make mistakes easily.

Figure 24: The updated chess pieces
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4.3 In-school data collection

4.3.1 Background information

It was an honor to invite Hong Kong Red Swastika Society Tuen Mun Primary

School to join the research. However, the school was unable to arrange 8 students

(refer to Chapter 3.2). Also, | did not expect the students to have Special Educational

Needs (SEN). So, | found a helper to help with my research. The details of the

research are listed below.

Venue Date Duration
Hong Kong Red Swastika
15:30 - 17:00
Society Tuen Mun Primary 28" February, 2023
(1.5 hour)
School Classroom

Group Tutor Participants Gender | SEN Background No. of
matches
S1 (Primary 4 Attention Deficit
students) Female Hyperactivity
Disorder
The
S2 (Primary 4 Developmental 3
A researcher Female
students) Dyslexia
(Mr. Yuen)
S3 (Primary 4 Attention Deficit
students) Male Hyperactivity
Disorder
S4 (Primary 4
Female
students)
Attention Deficit
A helper | S5 (Primary 4 2
B Female Hyperactivity
(Ms. Yip | students)
Disorder
S6 (Primary 4
Male
students)

Table 7: The details of the In-school data collection
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4.3.2 Observation
Before Playing (See Appendix J)

Before the game began, | did an introduction about Dim Sum and its
Technique. | had not finished asking my questions yet, they were already
putting up their hands and answering me very excitedly (refer to figure 25 and

26). They seemed happy and excited (see Appendix J).

First, | asked, have you ever been to a teahouse to eat Dim Sum? They
all put up their hands quickly and said yes. Then, | asked, “What is your
favorite Dim Sum?” Again, they all put up their hands quickly and responded.
S5 said, “Spring Row!” S3 said, “Custard Buns!” S2 said, “Barbecued Pork
Buns! Every kind of Dim Sum!” After that, | asked, “Do you know how Dim
Sum is made?” S6 said, “They made by themselves.” S5 said, “They buy

ingredients, then they steam and cook.”

B —
Figure 25: Students’ positive Figure 26: Students’ positive reaction
reaction

Through observing their active and joyful reactions, | could summarize
into three main points. First, they had experience eating Dim Sum in
Teahouse. They could show examples of Dim Sum and understand how Dim
Sum is made. Second, they were interested in eating Dim Sum. They showed
their excitement and joy while answering my questions. Third, an introduction
is needed before the game begins, | could understand their previous

knowledge and interest in Dim Sum.
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Playing Process
Game Design - Multimodality

The students could interact with different media (see Appendix I). For
example, moving the mini steamer chess pieces (refer to figure 27), reading
the texts and illustrations (refer to figure 28), chopping the stamps (refer to

figure 29 and 31), and rolling dice (refer to figure 30).

Figure 27: moving the mini steamer Figure 28: reading the texts and

chess pieces illustrations

Figure 29: chopping the stamps Figure 30: rolling dice

Figure 31: Students’ bill record card
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Game Design - Game Mechanism

The game seemed fun to them. Through observing their smiles and body
movements, the students seemed excited and had a strong desire to win the
game. They felt satisfied when they answered the questions correctly. For
example, they said, “Yeah, | am correct!”. The game was smoother than Pilot
Scheme, students could finish a match in 15-30 minutes, and they did not
pick up a useless card anymore. However, they always turned over the card

and peeked at the answers before they answered.

Pedagogy - Learning Outcomes

Most of the students could answer the questions correctly. It seemed
that the topic of Dim Sum was not unfamiliar to them. They could remember,
understand, and analyze the Dim Sum questions. However, they did not
notice too much in the description under the answer, they just wanted to win

the game.

Pedagogy — Problem-Solving

They helped each other to answer questions instead of trying to win
alone. For example, S1 did not know the answer, S2 and S3 tried to discuss
it with her. Students could discuss in groups, share experiences, and learn

how to solve problems together.

Scaffolding and Students’ self-learning

In general, most of the students could learn how to play by
themselves. When the first match ended, the students were able to play by
themselves. | interfered when students asked questions.
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4.3.3 Interview Results
After the game, an interview was established for students (see Appendix |
and K).

Question 1. Do you like the illustrations and colors of the game?
Overall, most of the students like the design. More than half of the
students (66.7%) thought the illustrations and colors are beautiful, while 2

students (33.3%) believed the illustrations and colors are too ugly.

Question 2. Do you think the illustrations and colors of the game help to
you play?
In Group A, 2 students disagree. They believed the visual designs are too

ugly, while only one student believed the graphics helped her to answer.

Question 3. Do you have any suggestions to improve the illustrations
and colors of the game? how?

S1 mentioned the style can be cuter. S5 mentioned the teapot cards can
add a lid on it (refer to figure 32). If the teapot misses a lid, it is hard to
imagine it is a teapot. She also mentioned it was weird that the Dim Sum is
drawn on the top of the steamer (refer to figure 33). S6 mentioned the teapot

can add the color of the tea.

EREGEA BEETUE |
TS - EEEARRTOENA? |

Figure 32: Tea question card Figure 33: Dim Sum question

card
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Question 4. Is the game fun? Which aspect?
Most of them (83.3%) believed the game was fun. S2 and S6 mentioned

the Dim Sum seemed yummy.

Question 5. Do you think it is hard to win the game?
1 student (16.7%) believed the game was hard to win. S1 mentioned she

had never win.

Question 6. Is the goal of the game clear?

Most of them (83.3%) believed the goal is clear. S6 did not respond.

Question 7. Do you have any suggestions to improve the gameplay?
how?

S1 mentioned the answers can be blocked by paper. When players want
to check answers, they can tear the paper off. S2 mentioned the game is
already good, but she also wanted to play boardgames which are about the

other countries’ culture, like The United States and Singapore.

The others had no suggestions or answered irrelevantly.

8. What knowledge have you equipped through playing this boardgame?
Name three things you learned.

Most of them could answer about Dim Dum. S1 mentioned she
understood more about teahouse’s story, Dim Sum, and Dim Sum making
technique. For example, Custard Buns have flour, water, and sugar. S2
mentioned she understood what teahouse Dim Sum are made of, and what
ingredients are healthy and unhealthy, and what kind of tea is available in the
teahouse, such as Pu'er Tea and Chrysanthemum tea. S3 understood
teahouse used animal organs to make Dim Sum, understood eating organs is

not healthy for people, and understood how the Jasmine tea are made.
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Question 9. Would you prefer to learn dim sum knowledge in traditional
classroom or through playing boardgames? Why?

Most of the students (66.7 %) thought boardgame is better. S1 believed
playing boardgame was easier to understand. S2 said it was because playing
boardgame was fun, she could see the pictures on it. She asked me whether
she can play this game next week. S3 mentioned every question is
meaningful, he could understand how the Dim Sum was made of. S6

mentioned he wanted to learn by playing.

Question 10. Can this boardgame increase your interest in learning Dim
Sum? Why?
All of them (100%) said yes.

Question 11. After playing, do you want to eat Dim Sum in Teahouse?
Why?
Most of them (83.3%) said yes. S1 and S2 said the Dim Sum looks

yummy. S3 said he wanted to eat Malay sponge cake.

Question 12. Without the help of the teacher, can you play by yourself?
Most of them (83.3%) said no because they believed they were too
naughty. S1 said they would peek answers. S5 said the students were too

excited, they need teachers to punish them.

Question 13. Did you encounter any difficulties while playing? If so, how will it
be resolved?

Only 2 students (33.3%) said yes. S1 said she will find classmates to
help and read the picture to solve problem. S2 said she was sad when she

needed to pause in the game, she would wait until her turn.
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Chapter 5 Discussions and Suggestions

In this part, the content will be answering to the two research questions in

Chapter 1.3 based on the findings in Chapter 4.

5.1 Game Design - Multimodality

The research shows that children enjoy interacting with different media.
Moreover, a beautiful visual design of boardgame can raise players’ interest
in learning, and players points of view on the visual design can be objective
and subjective. Although the design cannot fulfill everyone’s subjective idea, |

listened to players’ reasonable suggestions to improve.

Keep improving the design can understand more about the players
favor, and help players to learn and play. For example, about the incidents
cards, it is confused that the description of incidents and actions are mixed in
one paragraph (refer to figure 34). Therefore, separating the description into
two sentences with different colors can be clearer for players to understand

(refer to figure 35).

ERE TEEE Tl
fBiR7IE TEER Tl ;
ﬁ fEE : gzgfgﬁagﬁﬁ 8 » 12202268 BRER
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Figure 34: Old design of Incidents Figure 35: New design of Incidents
Card Card
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5.2 Game Design - Mechanisms

A fun mechanism can raise students’ interest in learning ICH, it helped
the students to gain achievements and motivation. The new mechanism has
improved from the Pilot Scheme’s problem. The game becomes more

interesting as the students can chop the stamps on the bill by themselves.

However, there are weaknesses to be improved. First, the amounts of
bill record cards will run out. Therefore, | recommend the material of the

cards can change from paper to white board, so the players can reuse it.

Second, about the issues of peaking the answers, S1 and S3
recommended answers can be blocked by paper. | partly agree with their
idea as the production costs will increase. Therefore, | suggest players can
monitor the playing process by themselves. Moreover, the other players can
help holding the card and reading the questions loudly, so the one who need

to answer the question cannot see the answers.

5.3 Pedagogy - Learning Outcomes

The game can raise students’ understanding and interest in an ICH item,
as most of the students can answer the questions during the game. After the
game, they could even show examples of new knowledge they learnt. All of
the students agreed this boardgame increase their interest in learning Dim
Sum. Most of the students preferred learning through playing boardgame
rather than learning in classroom, and they wanted to eat Dim Sum in
Teahouse after the game. Especially for S2, she was interested to learn other
culture in different countries, she also asked about whether she could play
this game next week. Therefore, boardgame can raise students’ interest and

understanding in learning an ICH item.

However, there are limitations. First, boardgame only reach remember,
understand, and analyze level in Bloom Taxonomy level. Therefore, | suggest
letting students play this boardgame first, then offer them a Dim Sum making

workshops to apply and create with the Dim Sum making technique, so that
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they can reach apply and create level. Second, players did not show interest
in reading the notes under the answer as they just wanted to win (refer to
figure 36). To improve, | suggest teachers can encourage players to read the

notes, so the learners can memorize and learn better.

ikt : BEAMREES (TA) i

B - 1920 R EARTRE
SIRE - REARBR LSRN E
HE PR EREIRINE S o

Figure 36: Question Card’s back

with answers and explanation

5.4 Pedagogy — Problem-Solving
My boardgame helps students to solve problems, like setting multiple-
choice questions and providing hints in illustrations. It also facilitates players

to discuss and solve the problems together.

5.5 Scaffolding and Self-learning

Teacher’s scaffolding is needed in this boardgame. As some knowledge
is uncommon for players, they may have difficulties in understanding.
Especially for SEN students, their learning abilities may be lower, and their
behavior cannot be controlled by the game design. Importantly, players need
pre-knowledge and experience to play this game. If they are totally unfamiliar
with Dim Sum, they are hard to learn and play this game. Therefore,
teacher’s scaffolding is needed, and teachers should gradually reduce
supports when students showed their ability to play.
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Chapter 6 Conclusion

To conclude, my boardgame can effectively raise students’ interest and
understanding in learning an ICH item. Designers can use Educational
Games Design Framework to design an educational game for kids to learn a
specific ICH item’s knowledge in an organized way. Designers can choose

an interesting and familiar ICH as a beginning to promote ICH.

To produce a successful game, designers need to do multiple of testing,
and collecting suggestions from players to understand their needs and
interest. Although the design cannot fulfill everyone’s subjective idea,
designers can listen to players’ reasonable suggestions to improve the game.
Importantly, my boardgame design can also be an insight or concept for

designing boardgames to promote other ICH items.

Lastly, my educational boardgame is just a fun game to introduce an ICH
item. To let children fully understand the culture, it also depends on children's
real-life experience. Let students to go out of the classroom to experience the
culture in person is needed, such as holding workshops to make Dim Sum.
Therefore, ICH still depends on the efforts of different sectors in our society,
designing different teaching activities for the new generation to learn the

culture.
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Appendix A: Board Design

Full Boardgame design (PNG):
Google Drive Link:

https://drive.google.com/drive/folders/1ICHpJyOZEqBR5sJnyLN8WF98CZKdop4m?usp=sharing

EERh

EAFIE

«—

Google link: https://drive.google.com/drive/u/5/folders/1ICHpJyOZEGBR5sJnyLNSWF98CZKdop4m
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Appendix B: Dim Sum Question Cards Design

Standard (/)\E)

Google link: https://drive.google.com/drive/u/5/folders/11HXzpPvXgt2wUI5bF6U6xUwa_HERBNc
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Medium (F2k)

Google link:nttps://drive.google.com/drive/u/5/folders/1J4gEXM7RNFQ_Vwavd082AFBtQt elY9-
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Special (X Eh)

Google link: https://drive.google.com/drive/u/5/folders/1fDODx_brla0f7qt5ErT2qHKkafk3WmZ5R

43

wm™ The Education University
| of Hong Kong Library
[ 5 S e
For private study or research only.
Not for publication or further reproduction.




Best (#5%)

Google link: https:/drive.google.com/drive/u/5/folders/1rKF79WVsWME ODBS5NwbBUKHarNTA5I
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lllustrations

Full version in Google Drive. Google link:
https://drive.google.com/drive/u/5/folders/1TAcSYfvtcdIK 0OyRBNtIV-hg MWhRcZA
45

The Education University
of Hong Kong Library
For private study or research only.
Not for publication or further reproduction.




Appendix C: Tea Question Cards Design
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Google link: https:/drive.google.com/file/d/129-ddDxm6SfYRKGmVfls8SM5tQx-fY Op/view?usp=sharing
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Appendix D: Incidents Cards Design
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Appendix E: Dim Sum Record Cards Design
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Appendix F: Instruction Design
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Appendix G: Box Design
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Appendix H:

Questions Cards’ Questions

Objects

Dim Sum

examples:

Question examples:

Bloom
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level
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VTS

ICH knowledge: Obijects
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ICH knowledge: Obijects
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Appendix I: Video of In-school data collection

Group A

Group B
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Appendix J: Introduction Transcript
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Appendix K: Interview Transcript

Group A video starts from 00:58:45
Group B video starts from 00:52:40
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Appendix L: Consent Forms

School’'s Consent Form

Participants’ Consent Forms
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