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Executive Summary

Purpose and Description

In 2001, the U.S. Department of Education and the Ministry of Education in China
entered into a bilateral partnership to develop a technology-driven approach to foreign language
learning that integrated gaming, immersion, voice recognition, problem-based learning tasks, and
other features that made it a significant research and development pilot project for study.

The purpose of this report is to describe the evaluation of a key outcome of this bilateral
partnership, The Forgotten World. This application, which was developed by Coastline
Community College and the Learning Games Network through a grant from the William and
Flora Hewlett Foundation, uses the integrated approach set forth in the U.S.-China bilateral
agreement. This program was implemented as a supplementary activity in middle school
classrooms in western China to teach the English language and American culture to eighth-grade
students.

The evaluation was conducted in five treatment schools and five comparison schools
during the 2009-10 school year and included approximately 3,500 students. The ten schools
were identified by provincial authorities and then randomly selected for either the treatment or
comparison groups. All eighth-grade classrooms were asked to participate; in two schools all
classes participated, but in the other three schools only about half of the classes participated.
Thus, there may be some selection bias in the sample. However, eighth-grade students in the
treatment and comparison schools on average started the school year with similar initial levels of
English-language performance.

Teachers in the treatment schools attended a three-day training workshop in August 2009
to become familiar with The Forgotten World and with the approach to teaching and learning on
which the application was based. At the end of the training, each school developed a plan for
implementing the program in the school. Schools were asked to begin using the program in
supplementary classes in late September 2009 and to allow students access to The Forgotten
World in school computer labs for at least one class period each week.

Reading and listening tests were administered at the beginning and end of the year to
eighth-grade students in schools participating in the study. In addition, questionnaires were
completed by teachers and students in the schools participating in the study. Teachers were also
asked to complete logs describing each class session in which the program was used.

Several implementation issues encountered during the study significantly reduced the
amount of time students could spend on The Forgotten World. The expected level of
implementation was not realized until halfway through the study, after information technology
infrastructure improvements were made at treatment schools. Even then, only about 70 percent
of students reported that they used The Forgotten World at least once a week. This partial
implementation during one semester represents a fairly limited treatment 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

Students in treatment schools with relatively low levels of initial proficiency, who scored
in the bottom half of all students on the fall tests, evidenced larger gains in reading and listening
than similar students in comparison schools. There were no differences 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 test). Overall, students in treatment and
comparison schools performed similarly on the proficiency tests administered at the beginning
and end of the school year.

Students in the treatment group also reported higher levels of motivation to learn English
than students in the comparison schools. At the end of the year, 51 percent of students in the
treatment schools reported that their motivation to learn English had improved, compared with
40 percent of students in the comparison schools. Teachers in treatment schools also reported
that students’ motivation improved. This is an important finding because motivation to learn a
foreign language has been identified by Chinese language experts as a problem in Chinese
schools and as a barrier to learning.

Almost all of the teachers in the treatment schools (95 percent) who participated in the
project reported that their use of The Forgotten World changed the way they think about
teaching. The approach to language teaching and learning that forms the basis for The Forgotten
World is learner-centered and interactive and presents students with problem-based tasks and
immediate feedback. The teachers appreciated the fact that the program provided students with
fun opportunities for practicing listening and speaking skills, with exposure to native English
speakers. However, some teachers expressed concern that their primary responsibility was to
prepare students for the English-language portion of the high school entrance exam that students
take in ninth grade and that they did not feel that use of The Forgotten World would improve
student performance on the exam.

The statistically significant positive results of using The Forgotten World for the lower
performing students along with the positive effects on student motivation is encouraging for an
intervention that was only partially implemented. Further research could be conducted to help
understand why the program produced these benefits, how to overcome implementation
problems in schools lacking sophisticated computer technology, and why The Forgotten World
did not produce positive benefits for the initially higher performers.
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Chapter 1. Purpose and Background

1.1 Purpose

The Policy and Program Studies Service (PPSS), within the Office of Planning,
Evaluation and Policy Development (OPEPD), conducted a study of the E-language Learning
System® named Open Language Learning Initiative for English (OLLI English).? The program
developed under this initiative, The Forgotten World, * was designed to help students in middle
schools in China learn English. This study was conducted in Chinese middle schools for two
semesters from September 2009 to May 2010.

The original online language learning project began as a joint partnership between the
U.S. Department of Education (Department) and the Ministry of Education of the People’s
Republic of China to create a highly innovative research and development (R&D) product to test
the effectiveness of using online technology to deliver foreign language instruction within a real-
world environment, consistent with integrating emerging theories of effective language learning
practices. The original design called for the Department to develop 36 online lessons to teach the
English language (reading, writing, speaking, and listening) and American culture to students in
the People’s Republic of China.

The Department did not complete building the online language learning system. Instead,
the Department made existing materials that had been developed using Department funds,
including scripts and source code, available to the public via the World Wide Web.
Subsequently, the William and Flora Hewlett Foundation committed to building upon the
Department’s work. In February 2007, the Hewlett Foundation awarded a grant to Coastline
Community College to build a complete application to teach the English language and American
culture to students in China. The application, The Forgotten World, is part of OLLI English, a
program sponsored by the Hewlett Foundation to develop open education resources for English
language learning.

This report presents information about the implementation of The Forgotten World
program in middle schools in western China during the 2009-10 school year. The original
purpose of the study was to evaluate the efficacy of the language learning approach on
motivation and student language proficiency (outcomes), believing that proof of concept of the
approach would be applicable to students learning a second language in the United States.
Because of difficulties in implementation, the efficacy of the program could not be thoroughly
evaluated. Nevertheless, the report discusses challenges to implementation and user experiences
with the language approach.

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

% The Open Language Learning Initiative (OLLI) is the name given to the William and Flora Hewlett
Foundation initiative to provide open source high quality language courseware at 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 Network with funding
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 President George W. Bush’s trip to Shanghai in October 2001 for the Asia-Pacific
Economic Cooperation (APEC) Leader’s Meeting, the White House announced a series of
e-learning initiatives. One of these initiatives involved the development of an online language
learning system applying advanced Web-based language instruction technologies.

One year later, the U.S. secretary of education and the Chinese minister of education
signed a bilateral memorandum of understanding for a joint research and development project,
known as the U.S.-China E-Language Project. The Chinese minister noted that the project was
the largest government-to-government education initiative since the normalization of relations
between the two countries in 1979.

The crux of the agreement was that each country, China and the United States, would
develop online language learning programs for middle school students in the other country. The
project aimed to create an innovative online language learning R&D program in English and
Chinese that was

e targeted at middle school American and Chinese students;

e constructed as a joint collegial effort by top experts from China and the United States
in the areas of language instruction, technology, evaluation, and dissemination;

e delivered to students in China and the United States via the Internet; and
e presented to students in an interactive gaming environment with speech recognition.

The design parameters used to guide development of the programs included a number of
innovative features that made it a significant R&D pilot for evaluation. The Chinese and
English programs were to

e incorporate the research-based benefits of teaching a foreign language within a real-
world context to enhance the learning and transferability of communicative language
skills;

e use a model-practice-apply framework consistent with the theory of learning a foreign
language by hearing it, practicing it, and using it;

e provide for extensive practice essential to developing language fluency;

e Dbe learner-centered in that it builds systematically on prior vocabulary, word
difficulty, and communicative complexity;

e encourage language learning through creating a gaming environment within a real-
world context that rewards students for making language progress;

e present cultural cues as part of language instruction along with expanded
opportunities to learn about particular features of the culture and way of life;

e adopt a learning management system that integrates problem-based learning tasks
throughout lessons to provide the learner with continuous feedback on progress and
for instruction to reinforce weaknesses; and

¢ include voice recognition to authenticate and provide feedback on the learner’s
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 to teaching language, the online language-learning systems were to promote the
learning of each country’s culture, incorporating real-world illustrations that depict current
lifestyles, including living habits, transportation, buildings, dress, and music.

China completed development of an online program for U.S. middle school students,
named Chengo, in 2004. Access to that program can be found at www.elanguage.cn. 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 language-learning 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 Department’s Web site:

e the source code for the technology platform, minus proprietary software components
for voice recognition and learning management;

e thirty-six English-language scripts written by English as a second language (ESL)
experts and aligned with English language learning content standards;

e areview of the system by the contractor; and
e 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 vision for the system. In February
2007, the William and Flora Hewlett Foundation awarded a grant to Coastline Community
College to build a completed system to teach the English language and American culture to
students in China. In May 2007, the Department and the Hewlett Foundation convened a meeting
of experts to discuss the development of the program as well as plans for an evaluation.

This report is focused on the study of the English language and culture program
developed for Chinese middle schools, with funding from the Hewlett Foundation, and does not
include information on the Chinese language program developed 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 of this study is that it is not an evaluation of a preexisting
program. Rather, it is a study of the implementation of a new program that was sponsored and
developed by a number of partners. Exhibit 1 presents information on the major partners
involved in the overall project in the United States and China. The Department entered into the
agreement with the Chinese Ministry of Education to develop and study a new language learning
approach. As stated earlier, the Department released the specifications for the program and
agreed to fund an evaluation of the program meeting the major design requirements. Thus, when
the Hewlett Foundation awarded a grant to Coastline Community College (and, later, Learning
Games Network) to develop the program, the Department contracted with RTI International (and
its partner in China, East China Normal University [ECNU]), to evaluate implementation of the

approach (via online technology) in China. The Chinese Ministry of Education tasked the
National Center for Education Technology to facilitate the U.S. team’s work in China by

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’s 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 Coastline Community College and Learning
Games Network, was responsible for implementation and teacher training and support. Locally,
they partnered with faculty at Northwest Normal University for teacher support and the City
Center for Education Technology (CCET) for technology support. Thus references in this report
to the software and implementation team refer to Coastline Community College, Learning
Games Network, Northwest Normal University, and CCET, all funded by the Hewlett
Foundation. References to the evaluation team refer to RTI International and ECNU. Because
the Department funded only the evaluation effort, that is the primary focus of this report.

2.2 Initial Planning

An Evaluation Planning Group (EPG) meeting was held in May 2007 in Beijing as part
of a larger Technical Working Group (TWG) meeting to discuss the development of the program
and the design of the evaluation. Experts in English language learning, educational evaluation,
and educational gaming from China and the United States attended the meeting. At the meeting,
officials from the Chinese Ministry of Education stated that they would like to implement the
program in the middle schools in the western provinces of China because qualified English
teachers are less available in those areas than in eastern and central China. At the time of the
meeting, a Modern Distance Education Project was planned that would equip 35,000 middle
schools in western China with new computers and Internet access, and the software development
team was encouraged to design an application that would make full use of this advanced
technology.

Chinese scholars in the group expressed concern that middle schools might be reluctant
to devote instructional time to experimental teaching methods like The Forgotten World program
because of the importance of student performance on high-stakes entrance exams. Students in
ninth grade must pass entrance exams to be accepted into high school, and English is one of the
subjects included on the exam. Experts were also skeptical about the amount of time parents
would allow students to use any type of gaming program at home, even if it was instructional
gaming. Thus, the group consensus was that the system be designed for supplemental instruction,
to be used in addition to the regular English classes. Because of the emphasis on high school
entrance exams in ninth grade, the group suggested that the program be developed for seventh-
or eighth-grade students and suggested that participating schools be selected from a single
district to limit variation based on differing curriculum, textbooks, and length of English
language instruction.

The EPG recommended that a random assignment experiment be conducted with 25—
35 treatment schools and an equal number of comparison schools to answer the research
question: Do students exposed to the English program demonstrate increases in proficiency when
compared with students without access to the program, given the same curriculum and under
conditions that allow reasonable access to The Forgotten World? The group suggested that a mix
of performance measures be used, including existing assessments, performance on district
assessments, and specially designed assessments, if possible. Measurement of student motivation
and attitudes was also recommended. Minutes of the EPG meeting are provided in Appendix A.

2.3 Overview of The Forgotten World

The Forgotten World was developed by Coastline Community College (a major provider
of higher education distance learning courses) and the Learning Games Network with funding
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Chapter 2. Description of the Project and Early Development

provided by the William and Flora Hewlett Foundation. Following the guidelines initially set
forth by the Department (described in Section 1.2) and the recommendations of the TWG, the
program was designed for the target population of seventh- and eighth-grade students with prior
exposure to English but limited vocabulary. The initial grant funded the development of the first
12 episodes of a potential 36-episode series. The program was designed to be delivered to
schools via the Internet for use in school computer labs. Students could also access the program
from home computers using their assigned login credentials. A detailed description of the
program can be found in Appendix B, a Quick Reference Guide to The Forgotten World.

One unique feature of the program is that it has been designed as an open education
resource that can be freely used, adapted, and repurposed by others, if desired. The underlying
software is structured so that it can be easily modified for English language learners whose
native language is not Chinese. For example, the components of the program (the story and
activities) remain the same, but the dictionary can be changed from English-Mandarin to
English-Spanish, enabling Spanish-speaking students learning English to use the program. The
combination of open source code, video gaming, and easily modifiable dictionaries has the
potential for creating derivative products for a wide range of audiences.

The Forgotten World is presented in a Web browser. Learners are required to complete a
simple registration process before becoming immersed in a comic-book adventure where the
learner is one of the characters. A basic vocabulary assessment is woven into the first episode.
The assessment is presented as a basic puzzle game in which the application gathers information
about the learner’s proficiency of a vocabulary set drawn from approximately 500 words
representing the baseline awareness expectation of the low-novice learner for whom the program
has been designed.* The story then continues to unfold through an interactive graphic-novel
format across 12 individual episodes, including the following:

e Comic book story panels—Between 15 and 20 screens per episode communicate
the story through full-color art, interactive dialogue bubbles, and audio clips; the story
panels provide the learner with his or her first exposure to the vocabulary words and
pronunciations.

e Activities—Clickable activities and games enable the learner to interact with specific
screens to support reading and listening skills development.

e Games—Nested within each episode are two Flash-based games designed to support
reading, listening, and speaking skills development. The games use vocabulary and
simple phrases introduced in that or previous episodes as the “learning objects” to
support learning goals; after a series of three to four episodes, games provide an
opportunity to create formative evaluations from larger sets of content.

e Resources—A personal digital assistant (PDA) with scoring and progress reporting
function, episode log, dictionary, and games is displayed on screen; the PDA is
designed to enable the learner to break out of the linear graphic-novel presentation
and access previously viewed episodes and previously played games.

* 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 category, the low-novice reading level
is described as “able occasionally to identify isolated words and/or major phrases when strongly supported by
context” (https://www.languagetesting.com/assessments_academic.cfm#).
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e Progress Reports—Scores are provided to the learner through the onscreen PDA
interface. Teachers and parents have access to separate evaluation reports that convert
the learner’s score to information about his or her achievement of specific learning
goals.

The learner has the freedom to navigate the screens within each episode, moving forward
and backward at his or her own pace. Within the context of the narrative, games are launched to
create opportunities for the learner to rehearse and apply vocabulary he or she has been exposed
to or mastered in previous episodes plus newly introduced words and phrases.

Because the level of each vocabulary word is coded within the application and presented
at a specific time in an episode, the application adapts to the learner’s progress and performance.
Following the learner’s completion of the preliminary evaluation, the application captures a set
of variables that define the user’s starting level. From there, words and phrases that are
appropriate to that level of performance as part of each episode populate the games in that
episode. Depending on the learner’s achievement and scoring, the system can either raise the bar
and introduce more difficult words and phrases or remediate by repopulating the games with the
learning objects to reinforce the basics. The application is designed both to move the learner
within a specific level across episodes so he or she can complete the application and to advance
the learner’s performance through increased difficulty as he or she demonstrates proficiency and
mastery of learning goals.

2.4 Pilot Study

Instrument identification.The EPG identified several potential tests that might be used
in the evaluation. The list below contains the major tests reviewed for possible use:

e The Test of English for International Communication (TOEIC) Bridge is a product of
ETS and was developed to measure emerging English language competencies among
beginning and intermediate learners. The paper-and-pencil tests take approximately 60
minutes each. The tests were primarily designed for business use and contain many
practical items.

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

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

e Stanford English Language Proficiency (SELP) Test, published by Harcourt Assessment,
Inc., is another exam used by states to measure English language proficiency among ESL
students.

e Cambridge Young Learners Exam (YLE) is a criterion-referenced exam designed for use

with elementary school aged children. A member of the EPG stated that this exam is used
and respected in China.
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e ACTFL Oral Proficiency Interview (OPI). This is a new proficiency exam developed by
the American Council on the Teaching of Foreign Languages (ACTFL) for
administration via phone or Internet. The Internet connectivity 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 appropriateness, cost, option to adapt the
instrument, and vocabulary overlap with the English textbook used in the pilot school and The
Forgotten World.

Based on the preliminary review, the TOEIC Bridge was rejected as being inappropriate
for this age group. The 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 scores. The ACTFL test was considered, but because of concern about the
fact the test was still in development, it was not selected for this study. The assessments that
were chosen for testing in Gansu included the IPT reading, writing, and combined
listening/speaking tests, and the MAC 11 reading, writing, and listening tests (see Appendix C for
more detail).

December advance visit. In November 2008, the Ministry of Education identified a
province, the western province of Gansu, and two pilot schools in that province willing to
participate in the project. A meeting in the provincial capital was scheduled for December 9-11,
2008. Representatives from the U.S. Department of Education, Coastline Community College,
Learning Games Network, RTI International, and East China Normal University met with
officials from NCET, the provincial Education Bureau, PCET, and principals and teachers of the
two schools that volunteered to participate.

The purpose of the visit was to explain the overall project, provide demonstrations to
teachers, and gather feedback from the schools. Arrangements were also made to administer
English language tests to a handful of students to provide preliminary information on the level of
students’ English and the appropriateness of tests identified as potentially suitable for the study.

Upon returning to Beijing en route to the United States, the study team met at the
Ministry of Education to discuss arrangements for the pilot study. The study team expressed
some concern about the level of technology observed in the labs in the two schools. The director
of NCET noted that funding provided by NCET to provinces and schools was not restricted to
the purchase of certain types of hardware configurations. Localities could choose how to spend
the money they were allocated and thus lab configurations varied across schools. And given the
recent earthquake in Sichuan, 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 in Gansu. The level of English
instruction in the middle school was consistent with the program, and provincial officials,
headmasters, and teachers were enthusiastic and willing to participate. The software
development and implementation team decided that it could provide limited upgrades, such as
increased memory for machines and headsets, that would enable the labs to be used for the study.

Following the visit, extensive analysis was conducted comparing the vocabulary used in
the tests with the vocabulary in the textbooks used by seventh- and eighth-grade students, Go
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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
textbooks used, or if perhaps some element of the question was culturally inappropriate. The
results of this analysis suggested that the MAC 11 listening test should be piloted in April, along
with the IPT reading and writing tests. More information on these analyses can be found in
Appendix D.

April-June pilot. The main pilot activities occurred from April through June 2009; a
complete list of activities for the pilot and main study is provided in Exhibit 2. In the initial
statement of work for this study, a yearlong pilot was scheduled for 2008—09. However, given
delays in the development of the program, the pilot consisted of a three-month implementation of
the program in two pilot schools. During the April-June pilot, The Forgotten World was
implemented in seventh- and eighth-grade classrooms in both schools.

The purpose of the pilot data collection in April was to determine:
e whether the software was ready for a full-scale implementation in the fall,

e whether the English language reading, listening, and writing tests identified in
December were appropriate for use with this population, and

e the suitability of beginning-of-year questionnaires for students and teachers.

Assessment instruments and questionnaires were tested in two pilot schools in the
province in spring 2009; more than 1,800 students were tested. The 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 assessments were adapted based on
preliminary work in China in December. For 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 listening test 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 were professionally recorded to
ensure comparability across sites.

One of the major purposes of the pilot was to make sure that the tests were suitable for
use among this population and that the modifications made to the tests did not alter the
equivalency of the pre- and post-test forms. The tests were administered at two pilot schools to
seventh- and eighth-grade students. Because the delays in developing the program meant that a
full year pilot was impossible, end-of-year seventh-grade students were tested to represent scores
that might be expected from beginning eighth-grade students. It was not possible to measure
growth in proficiency for individual students.
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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 30-July 3, 2009

June 25, 2009

August 2-5, 2009

August-September
2009

September 24, 2009

September 28—
October 13, 2009

(No testing first week
of October;
national holiday)

October 12-13, 2009
December 2009

January 2010
January 2010
January—February,

2010
March 2010
June 20-26, 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
2009-10 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 2009-10
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 (People’s Republic 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 presented in Appendix D. For both the reading and
listening tests, the two forms (pretest and posttest) were roughly equivalent. There were no
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statistically significant differences in the raw scores for the two reading test forms. A significant
difference was found for the mean raw scores on the two forms of the listening test; however,
conversations with the publisher and published manuals show that the equivalence between
forms is achieved through adjustments in transforming the raw scores into standard scale scores.
Also, comparing results for seventh- and eighth-grade students, eighth-grade students
consistently performed better than seventh-grade students on both the reading and listening tests,
and the differences were statistically significant. The writing test showed the weakest results. A
large number of students left the writing test blank; in focus groups, students reported that they
were unfamiliar with the test format (using picture prompts) or had little or no experience writing
English or both. Because of this, and the fact that proficiency in writing was not a goal for the
e-language approach, a decision was made to drop the writing test from the final battery.

Test results were also validated by comparing them with scores on district tests provided
by the schools. As expected, students scoring well on district exams performed well on the
proficiency assessments. The scores on school exams were more correlated with reading and
writing assessments, and less correlated with the listening assessment. This finding was
consistent with the rationale for the study; teachers and students in rural areas have little
opportunity to interact with native English speakers; consequently, their listening (and speaking)
skills are frequently weaker than their reading skills.

In June, end-of-year questionnaires for students and teachers were administered and a
series of focus groups and interviews were conducted with administrators, teachers and students
to gather feedback on their experiences with The Forgotten World. Results of these interviews
and focus groups indicated the following:

e Both pilot schools valued the experience and asked to continue using The Forgotten
World and to be included in the full-scale evaluation.

e Participants complained about the slowness of the software. As a result, the software
was modified and compressed by the software developers.

e Teachers stated that they needed more training. As a result, a three-day training
workshop was developed for the full-scale evaluation. Periodic meetings and
trainings throughout the year for participating teachers were also scheduled for
teachers participating in the 200910 study.

e Teachers indicated that they would like more clarity on goals and expectations. Plans
for the August training were modified to provide more information for teachers and
principals, including clear expectations for the use of the program.

e Students expressed concern about the dictionary, and some were concerned that the
speech used was too fast for some to comprehend. The software development team
took this matter under consideration, because experts had suggested limiting the
amount of native language available and using conversational speed consistent with
that of native speakers.

e When asked about the writing tests, students said that they were unfamiliar with
writing English and also unfamiliar with picture prompts. As a result, a decision was
made to drop the writing test from the full-scale study.

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



Chapter 3. Study Design and Methodology

The original intent of this project was to conduct a random assignment experiment to
evaluate the impact of this new approach to language learning on student proficiency in English.
Numerous factors intervened to make this design unfeasible, primarily the difficulty in
identifying schools that had computer labs that met the minimum requirements for the study. The
research questions and study design were modified as a result and are described below.

3.1 Research Questions

In June 2009, the provincial authorities determined that there were not enough schools
that met the technological requirements for participation in the project. They were able to
identify 10 schools, with a combined enroliment of approximately 6,000 eighth-grade students,
that met project requirements:

e schools with computer labs capable of running The Forgotten World:;

e schools committed to allowing eighth-grade students access to the computer lab at
least one hour per week;

e schools using Go For It, the English textbook used in the pilot schools;
e schools with teachers able to attend training in early August 2009; and
e schools willing to allow testing in September 2009 and June 2010.

While the number of schools was lower than requested, a decision was made that the
study would continue and would use the 10 schools that met the requirements (A move to a
different province would delay the study by one year or more.) An RTI statistician randomly
assigned five schools to the treatment group and five schools to the comparison group. It was
acknowledged that this design did not allow the statistical precision required of a hypothesis
testing study but would be a solid foundation for a hypothesis-generating study. Using a smaller
set of schools would allow more support for implementation, and retaining some schools for
comparison would help provide a frame of reference for the revised research questions:

e What challenges do schools face in implementing The Forgotten World?

e Do findings suggest that students who use The Forgotten World frequently improve
their English proficiency more than students who use The Forgotten World less
frequently or not at all?

e Does The Forgotten World increase student motivation to learn English?
e What are students’ and teachers’ attitudes toward the use of The Forgotten World?

3.2 Study Design

Exhibit 3 provides information on the 10 schools that were identified by provincial
officials as meeting the criteria for participation. The evaluation team discussed options for the
assignment of schools and teachers with the Department. Concern about the viral nature of some
gaming applications and the potential for “contamination” across classes indicated that random
assignment should occur at the school level, rather than the classroom level. Thus, the schools
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were randomly divided into two groups by RTI; the schools selected to use The Forgotten World
are highlighted. All eighth-grade classes in the highlighted schools were asked to participate, and
eighth-grade English teachers were invited to attend training in early August 2009. However, not
all teachers and classrooms in treatment schools participated in the study, due to the capacity of
labs, scheduling issues, and the voluntary nature of the study. In two schools all eighth-grade
classrooms participated, and in the remaining three about half of the eighth-grade classrooms
participated; thus about 64 percent of classrooms in treatment schools participated (see Section
4.2 for more information about participating classes). Participating classrooms in the treatment
schools were identified through implementation plans prepared by the schools at the end of the
August training and then updated in the fall when implementation began. Classrooms were
selected for inclusion by the schools based on teachers’ willingness to participate and scheduling
of computer labs. Teacher logs were collected monthly from participating classes to confirm
active participation, and site visits were made to observe classes. No classrooms in treatment
schools dropped out of the study. All eighth-grade classrooms in comparison schools were
included in the fall data collection; a random sample of all 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 schools were located in two areas within the province. As shown in Exhibit 3,
most of the middle schools selected for inclusion in the study enroll large numbers of students.
The smallest school enrolled 645 students; the remaining 9 schools enrolled between 1,200 and
2,700 middle school students. All schools appeared to have the requisite computer equipment,
although later it was found that in many schools the Internet connectivity was unstable and the
average class size for middle school English classes exceeded the capacity of the computer labs.

Instruments tested or developed during the pilot were modified slightly for use in the
2009-10 study and included the following:

e the IPT 2004 Reading Test—Forms 1C and 1D for use at the beginning and the end
of the school year (Amori, Dalton, and Tighe 2008);
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e the MAC Il Listening Test—Forms A2 and B2 (Maculaitis 2001) for use at the
beginning and the end of the school year (minor modifications were made to Form
A2, based on pilot results);

e student and teacher questionnaires for the beginning and the end of the school year;
and

e weekly teacher logs.

No speaking test was used because the logistics required to implement one-on-one testing
in English would have required additional resources. Also, the final version of The Forgotten
World did not incorporate speech recognition, although 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 questionnaires. The total time required in each class was just under two hours: 10 minutes to
introduce the study and distribute the forms, 60 minutes for the reading test, 30 minutes for the
listening test, 15 minutes for the questionnaire, and 5 minutes to collect the forms.

In addition to collecting the quantitative data, study staff made three site visits to
participating schools. The first site visit, in October 2009, following the fall data collection, was
made by a researcher from RTI to identify any issues with early implementation. Two interim
site visits were made by staff from ECNU to observe implementation in the schools in winter and
spring 2010.

Teachers were also asked to complete logs describing each class session. Research has
shown that teachers are accurate reporters of classroom activities (Rowan 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 the 10 participating middle schools described in
Section 3.2. Data were collected in late September 2009 and in late June 2010. Chinese test
administrators (many from the local university) were trained to distribute consent forms, check
the class rosters, administer the test, and collect tests and questionnaires from students and
teachers (see Appendix F for the fall training manual and questionnaires and Appendix G for the
end-of-year training manual and questionnaires). RTI staff were present and supervised the
September data collection activities.

In both the September 2009 and June 2010 data collections, students were read a
statement about the voluntary nature of the study and then were asked to complete the reading
test and listening test and to fill out a paper-and-pencil student questionnaire. The listening test
was administered using a tape recorder or, in a few cases, the school’s public address system.
(Administration using a tape recorder is authorized by the test publisher.) All participating
teachers were asked to fill out a paper-and-pencil teacher questionnaire.

All eighth-grade classrooms in treatment schools were included in the fall 2009 testing
because it was unclear as to which teachers and classes would participate; all eighth-grade
classes in comparison schools were also tested in the fall. The total sample size for the fall 2009
data collection was 6,073 students within 95 classrooms, including 3,102 students from five
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treatment schools and 2,971 students from five comparison schools. The response rate for the fall
was 98.6 percent in the treatment schools and 99.1 percent in the comparison schools. A student
was considered a respondent if he or she completed at least one of the assessments.

In the June 2010 post-test, only eighth-grade classrooms that used The Forgotten World
were tested in the treatment schools, along with an approximately equal sample of classrooms
from the comparison schools. In the fall, there were 3,938 students in 62 classrooms that were re-
tested at the end of the year: 1,967 students from treatment schools and 1,971 students from
comparison schools. In all, 3,640 of these students completed at least one assessment at the end
of the year, for an overall response rate of 92.4 percent; within the treatment schools, 93.4
percent of students in participating classes completed the spring assessment compared to 91.4
percent of students in the comparison schools).

The smaller number of students tested in June 2010 does not represent attrition; rather, a
decision was made to test all students in treatment schools in fall 2009 because not all schools
had provided final implementation plans, and the data collection contractor did not know exactly
which classrooms would participate. The testing materials were shipped approximately one
month before data collection, and at that time the participation status of some schools was
unclear.

Teachers of eighth-grade English were also asked to complete questionnaires. All of the
48 teachers identified in the fall (24 each in the treatment and comparison schools) completed the
questionnaires for a 100 percent response rate. In the spring, the 22 participating teachers in the
treatment schools and 26 teachers in the comparison schools (including new teachers) completed
questionnaires, for a 100 percent response rate.

3.4 Data Processing

The final dataset used for most of the analysis includes only those records that appear on
both the September 2009 and June 2010 files, a total of 3,640 records. The final dataset includes
test IDs, student test scores, records of the amount of time spent using The Forgotten World (as
recorded by the software developer on U.S. servers), student questionnaire response data, and
teacher questionnaire response data. RTI provided the data entry templates to ECNU to
implement the initial data entry. RTI staff performed quality comparison checks to ensure the
data quality.

The student test ID is a nine-digit number, which is composed of a three-digit school ID,
a three-digit classroom ID, and a three-digit student ID. The teacher questionnaire ID is a
six-digit number including a three-digit school ID and a three-digit teacher ID. The teacher
record also includes the class IDs for the classes taught by that teacher. The IPT1 reading test has
24 questions, and the MAC 11 listening test has 53 questions. Data 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 using SAS. Because of the relatively small number of
schools included in the study, no attempt was made to estimate complex models. Because the
purpose of the study was primarily descriptive, t-tests were used to compare results across
groups. Also, because of the clustering of students within schools, design-corrected standard
errors were computed and used for significance testing, using the SAS Surveymeans procedure.

In this report, no results are statistically significant unless specifically stated.

A Study of a Gaming Approach to English Language Learning for Middle School Students 17






Chapter 4. Implementation

4.1 Teacher Training

The workshop for training teachers was held August 3-6, 2009, on the campus of a local
university in Gansu province. Headmasters, teachers, and school computer lab directors were
invited to attend. Forty-four participants completed the training; four of the schools sent all
eighth-grade English teachers, while one school sent one teacher (a supplemental training was
held at this school in October). Participants from distant schools and the project team were
housed in the campus conference center. Large sessions were held in the conference center, and
hands-on practice sessions were held in a computer lab on campus. Sessions presented by
persons from the United States were translated into Chinese.

The agenda for the training session is presented in Exhibit 4. Officials from the U.S.
Department of Education and the Ministry of Education of the People’s Republic of China
described the history and purpose of the U.S.-China E-Language Learning System and
emphasized the importance of the schools’ participation in the project. Experts in teaching and
learning were also asked to speak to the group about the program’s significance, emphasizing
that the approach to learning embedded in The Forgotten World differed from the traditional
approach typically used in middle schools.

Based on the results of the pilot study, the length of the training was extended, and
teachers were given more hands-on practice with the application. Sessions also included
demonstrations of how the program had been used in classes during the pilot, a review of the
teacher’s guide, and planning time for teachers to develop lesson plans based on The 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, teachers and headmasters were asked to meet with others
from their school to develop an action plan for implementing the program at their school. When
the teachers presented their school action plans, it became clear that there were challenges and
that some schools might be unable to meet the program implementation requirements. One
school’s representative stated that only one eighth-grade class would participate; another
school’s representative said that only one teacher would implement The Forgotten World. These
schools were reminded that the minimum requirement for participation was half of the eighth-
grade classes. In two schools, the size of the average class was much larger than the size of the
computer labs, and not all students would be able to use The Forgotten World during each class
period. These issues were discussed, and a decision was made to follow up with these schools
and the Ministry of Education to ensure that students had adequate exposure to The Forgotten
World.

At the end of the training, participants were asked to complete a questionnaire about the
training workshop. Forty-four questionnaires were completed. Participants were asked to rate
major components of the training on a five-point scale, where 1 was “not good at all” and 5 was
“very good.” Mean scores for each component are presented in Exhibit 5. In general, the training
received ratings of “good” or better with one exception. Participants’ rating of their own level of
independent use was rated between “average” and “good.”
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Exhibit 4.

Agenda for Teacher Training

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

Monday, August 3

1:30-5:00 p.m.

Tuesday, August 4

8:30-9:30 a.m.

9:30 a.m.—10:00 a.m.
10:15 a.m.—12:00 p.m.
12:00-2:30 p.m.
2:30-3:45 p.m.
4:00-6:00 p.m.

6:00-6:30 p.m.

Wednesday, August 5

Th

8:30-8:45 a.m.
8:45 a.m.—9:45 a.m.

9:45 a.m.—10:45 a.m.
11:00 a.m.—12:00 p.m.

12:00-2:30 p.m.
2:30-3:15 p.m.

3:15-4:00 p.m.

4:15-5:30 p.m.

5:30-6:30 p.m.

6:30-8:00 p.m.
ursday, August 6
8:00-8:15 a.m.
8:15-9:00 a.m.

9:00-9:30 a.m.

9:45-11:00 a.m.

11:00-11:30 a.m.
11:30 a.m.—12:00 p.m.
12:00-12:30 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’s 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 “students” in the demonstration

Discussion

Teachers react to their experience as “students” and 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’s 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. Participants’ Ratings of Teacher Training Workshop

5 - 4.86
4.00 4.07
4 3.45
3 -
2 .
1 -
O n T T
Content of the Purpose of the Understanding of Levelofindependent  Confidencein
training program TFW TFW use teaching with TFW

Training elements

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 forms, teachers were also given the opportunity to share
thoughts and concerns about using The Forgotten World in their classes. Three major concerns
were expressed. First, teachers stated that they were worried about the condition of the
computers and the Internet connection at their schools. They also asked for continued
professional guidance and help, including meetings with experts 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 experts. A
few stated that they would like to learn more about American middle schools. While some of
these activities were beyond the scope of the project, it is clear that this project could be
extended to promote exchanges between Chinese and U.S. educators.

Because the software and implementation team was interested in potentially sponsoring
Web chats for the teachers, the questionnaire also includes an item asking participants how often
they used the Internet. Nearly half of the teachers reported using the Internet every day, and
another quarter reported using it two to three times per week, as shown in Exhibit 6. Based on
these responses, an online forum was developed and Tencent QQ° was used by teachers and
experts to exchange information.

> Tencent QQ is the most popular instant messaging and chat software in China.
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Exhibit 6. Training Participants’ Self-reported Use of the Internet

Never
Aboutonce a month 2%

5%
Aboutonce every

other week
9%

Aboutonce a week 1
11% Everyday
| 43%

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 students in treatment and
comparison schools were similar in English proficiency at the start of the study. Information on
the number of classes and students in participating schools is presented in Exhibit 7. The first
column shows the total number of eighth-grade classes in the school. The next four columns
show that all students in all classes were tested in the fall and present their mean fall scores in
reading and listening. The mean reading score of all students in treatment schools was 201.17
compared to 200.08 in the comparison schools, while the mean listening scores were 176.08 and
175.91, respectively. The scores for the reading scores range from 159 to 256, and the listening
scores range from 79 to 267 [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
classrooms that participated in the study were representative of all the students in their schools.
Not all the classrooms in the treatment school used The Forgotten World. In two treatment
schools, all eighth-grade English classes participated; in the remaining three schools, about half
the eighth-grade classes participated. Teachers within the treatment schools were not randomly
assigned to participate; rather, teachers volunteered to participate in the study. The final sample
includes only those classrooms in treatment schools that used The Forgotten World and a random
sample of classrooms selected from the comparison schools.

The columns labeled “Final sample” present the numbers of classes and students
participating in the study and their mean scores on the fall test. It appears that the performance of
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students in classrooms participating in the study—those that used The Forgotten World—is
similar to the student performance in all eighth-grade classrooms: the mean reading score across
all students in treatment schools was 201.17, while the mean in the participating classrooms in
the treatment schools was 201.31. The mean listening scores were also approximately equal. The
differences between the total eighth grade mean scores in reading and listening and the sampled
eighth-grade classrooms were not statistically significant. Only in Treatment School 5 does there
appear to be the possibility that higher-performing classes were selected to participate in the
study and use The Forgotten World, but these differences were not statistically significant. In the
comparison schools, the total mean reading and listening scores of students in the sampled
classrooms closely 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 reads: Treatment and comparison schools were well matched, and students in the final sample of participating classes performed about the same on fall
assessments as all the students in their schools. The possible scores for the reading scale range from 159 to 256, and the possible scores for the listening scale range
from 79 to 267.

*p<.05

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

The characteristics of students and teachers in the treatment and comparison schools can
be examined using data collected in the fall questionnaire. Exhibit 8 presents information on key
student demographics and on the students’ experience using English. The middle schools studied
had more male students (55 percent) than female students (45 percent) , and most were born in
1995 or 1996, which makes them slightly older than typical eighth-grade students in the United
States.

Most students (nearly 70 percent) in the treatment group reported that they began
learning English in third grade. Typically, students are introduced to English in elementary
school; the frequency and intensity of instruction increase when students begin middle school in
seventh grade, and the majority of students, more than 80 percent, expected to attend college.
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Approximately half of the students reported having computers at home, having Internet access,
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 school. About 90 percent of students reported that they had received
tutoring in English at some time, and 70 percent reported that they read books, magazines,
newspapers, or websites in English. Approximately 40 percent sometimes use English to speak
with family or friends, and a similar percentage play computer games with English or watch
English-language television programs at least once a 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, 3 percent, reported having traveled to an English-speaking
country.

English teachers in this study were predominantly female and have an average of
13 years’ experience teaching English, as shown in Exhibit 9. The majority (about 79 percent)
have four-year degrees in English. The average age is mid-thirties. Significantly more teachers 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 logs and e-mails to support staff that the
Internet connections in the schools were insufficient to support large groups of students using
The Forgotten World simultaneously. While the software development team had visited all the
computer labs in August 2009, when school was not in session, this problem surfaced in late
September 2009, when the system was used simultaneously by large numbers of students.
Students would log in to the application but would often lose their connection and be forced to
log in a second time. Personnel in the province worked to diagnose the issue, but the problem
could not be fixed without the purchase of new servers for the schools. The budget for
implementation provided by the William and Flora Hewlett Foundation did not include the
purchase of equipment. In December 2009, the Dell Corporation agreed to donate servers to the
schools. During fall 2009, some teachers had continued to use The Forgotten World, but system
performance was frustrating to teachers and students, as documented by site visits and teaching
logs.

Chinese schools typically have a long holiday to celebrate the New Year. In this
province, schools closed January 18, 2010, and reopened March 1, 2010. Thus, the new servers
were not used until March 2010. Because of the initial difficulties and the long break, the project
team decided 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 March 2010. Reports from
the training were positive, and a site visit by ECNU confirmed that teachers were enthusiastic
about using the application now that the Internet connections were stable and response times had
improved.

Information on the frequency of use of The Forgotten World in participating classes was
collected from multiple sources, as presented in Exhibit 10. Two sources of information are
presented in this table: student reports of how frequently they used The Forgotten World both in
and out of class and teacher reports of how frequently they used The Forgotten World in class
and how they organized 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 participating in the study were asked to provide students with the opportunity to
use The Forgotten World at least once each week in class. Over 70 percent of students reported
that they used The Forgotten World once a week or more in schools, and about 20 percent
reported that they used it once a week or more outside of class. About 81 percent of teachers
reported that they used The Forgotten World once a week or more in class, and about 29 percent
of teachers reported they asked students to use the program outside of class. It is not surprising
that student reports of use are somewhat lower than teachers’ reports, because the size of the labs
required students to share computers at times, and because students may not have participated in
each session.

In June 2010, teachers from each school reported on their progress in using The
Forgotten World. One school had completed all 12 episodes, all schools had completed at least 7
episodes, and most had completed 8-10 episodes.°

Clearly, the implementation of The Forgotten World was incomplete. Because of
technological limitations, use during the first semester was limited. However, use during the
second semester approached project goals, with nearly three-quarters of all students reporting
that they used the program at least once a week.

4.4 Teachers’ Classroom Use of The Forgotten World

The teacher logs provide information on how The Forgotten World was used in classes
from March through June 2010. Typically, teachers reported using The Forgotten World once a
week with classes, for approximately 40—45 minutes. Time spent on completing one episode
varied across schools and teachers: the reported range was from one to six class periods to
complete one episode of The Forgotten World.

Before class, teachers reported spending time to get familiar with the stories and games
and design questions and activities to help students learn the story, the language points, the
sentence structures, and practice conversations. Teachers would also check network connections

® Teachers in treatment school 5 had finished teaching all 12 episodes. Treatment school 1 reached
Episode 10; classes at treatment school 4 had reached Episodes 8-10; treatment school 3 was at Episodes 10-11;
and treatment school 2 was at Episode 7 in Class 7; Episode 9 in Classes 1, 2, 3, and 8; and Episode 12 in Classes 4,
5, and 6.
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and website log-in conditions before class. Students were reminded before the start of class that
their user names should not be shared with other people.

In class, teachers typically began by demonstrating the story on the teacher’s computer
projected to a large screen, while explaining the stories to the students, pointing out specific
knowledge points and sentence structures, and teaching students how to play the games. After
the teacher’s demonstration, students would learn the stories, mimic and practice conversations
on their own, and play the games on their individual computers. At the end of class, teachers
sometimes would assign homework to the students.

The teacher logs indicate that students became enthusiastic about the program after the
network condition improved. Students were interested in the stories and games, and in carrying
out conversations. Teachers reported that some students found games more interesting than
stories. The majority of students were involved in the class, but they progressed at different rates,
making classroom management difficult. Teachers sometimes asked students who went faster to
form small discussion groups so students learning at a slower 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 used The Forgotten World improve their English reading
and listening skills more than students in classrooms in comparison schools that did not have
access to the program? Overall, students participating in the treatment schools did not increase
their proficiency more than students in the comparison schools. However, it appears that students
with relatively low levels of proficiency (those who scored below the median on the fall
proficiency tests) made greater gains in the treatment schools than in the comparison schools.
Exhibit 11 presents information on the student scores at the beginning and end of the year on the
reading and listening assessments. This table includes all students who were in the final sample,
regardless of their reported use of The Forgotten World. The mean gain in reading for lower-
performing students was 8.5 in treatment schools compared with 5.7 in comparison schools. In
listening, the lower-performing students gained 9 points in treatment schools and 5.5 points in
the comparison schools. These differences were statistically significant. This finding was
confirmed by use of a hierarchical linear model, 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 using The Forgotten World more often exhibit increased
English language proficiency? Exhibit 12 examines student performance on beginning and end-
of-year assessments by how frequently they reported using The Forgotten World. The table
suggests that the students who used The Forgotten World more frequently may have made
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slightly more gains in reading and listening proficiency than students who never used the
program or used it only once or twice. While the results are in the expected direction, 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 -0.07
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 on students’ 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 as an important
factor (see, e.g., Norris-Holt 2002), and there is a long tradition of research that links student
motivation and academic achievement (Dalton 2010). Thus, one of the goals of this study was to
examine whether this approach to language learning might have an effect on student interest in
and motivation to learn English.

Almost all middle school students, approximately 95 percent, who participated in this
study believed that studying English is somewhat or very important, as shown in Exhibit 13.
However, fewer students expressed interest in learning English, and it appears that interest
waned for both groups as 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 the year, students were asked about their motivation to learn English, and
how much fun it was to learn English. Fifty-one percent of students in the treatment schools said
that motivation to learn English had improved, compared to 40 percent of students in comparison
schools, as shown in Exhibit 14. 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 using The Forgotten World. Given the relatively limited 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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Motivation to learn Learning English is fun
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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 toward The Forgotten World? About 40 percent of
students reported that they never used The Forgotten World outside of school, and about the
same number reported that they used the program outside of school once a week or more, as
shown in Exhibit 15. Students also provided mixed reports on the helpfulness of the program:
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46 percent said that it was somewhat or very helpful, 42 percent said it was not helpful, and
12 percent said they didn’t know or hadn’t used it much.

Students reported that they faced a number of challenges in using The Forgotten World.
The major challenges, reported by over half the students, involved not having enough time to
engage in the episodes (64 percent) and problems with the computers at school (57 percent).
Concerns about the possible negative effect of The Forgotten World on test scores were voiced
by a small number of students, about 10 percent.

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
Don’t know or didn’t use 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 be categorized into four groups, related to (1) the program content
and structure, (2) lack of access to the software, (3) hardware and connectivity issues, and
(4) personal issues. Challenges mentioned by more than 10 students each included the following:

Program content and structure issues

Difficulty understanding sentences

Too many unknown vocabulary words
Insufficient Chinese translation

Speech too fast to understand

Dictionary slow to use, not always helpful
Lack of access issues

Teachers did not always hold class
Insufficient computers for all students in class
Not enough time to use application

No computer at home
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Hardware and connectivity issues

Internet speed was slow.

Computers sometimes were automatically logged out.
Computers sometimes froze.

Computers sometimes failed to log in.

5.2 Teacher Attitudes and Experiences

What were teacher attitudes toward The Forgotten World? At the start of the project,
the TWG and team discussed how The Forgotten World should be delivered to students. One
group felt that it was best as a standalone application that could be accessed directly by students;
the other group felt that teachers’ use of the program was essential. Both groups were concerned
about teachers’ receptivity to the new approach but thought that implementing this approach in
classrooms would afford teachers the opportunity to think about their teaching in novel ways.

Teachers’ opinions on the helpfulness of The Forgotten World were mixed, as were
student opinions. As presented in Exhibit 16, some 59 percent reported that it was somewhat
helpful, and 41 percent reported that it was not very helpful. No teachers chose the more extreme
options of “very helpful” or “not at all helpful.”

A majority of teachers said they were unlikely to use The Forgotten World, or any other
technology approach, in the future: only 14 percent said they were likely to use The Forgotten
World again, and only 18 percent reported that they were likely to use some other software.
(Reasons teachers gave for these responses are presented in Exhibit 17.)

Teachers reported noticing a change in students’ motivation to learn English, with only
5 percent reporting that they noticed no change. This is consistent with the finding that students
in treatment schools reported higher levels of motivation than students in comparison schools. In
light of some of the comments from students about the difficulty of the program, it is interesting
that more than 70 percent of teachers said that they would recommend that The Forgotten World
be used for eighth-grade students, rather than seventh- or ninth-grade students.

Teachers were asked follow-up questions to two of the items reported in Exhibit 16: to
explain why they were likely or not likely to use The Forgotten World in the future, and to
provide suggestions about how The Forgotten World might be improved. Exhibit 17 presents
some of the reasons that teachers are likely or unlikely to use the program in the future. Among
those who said they were not too likely to use it again, the most common reason cited was that it
represented too much additional content and vocabulary to cover, given the time available. A few
also mentioned that preparing students for entrance exams was a priority. Among those teachers
who said they were 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 improving The Forgotten World are presented in Exhibit 18. It is

clear from the comments that the quality of the schools’ computer laboratories and the
connectivity to the Internet were major issues for the teachers. The size of the laboratories,

relative to the number of students in class, was also problematic. Perhaps because the program
was only implemented for a single semester, teachers reported that students did not have enough

time to use the program. There also appear to be a number of areas in which the software

application might be improved, including allowing teachers and students to adjust the speed of
the speech contained in the program, provide clear and simple instructions for the games, and

provide more support for the vocabulary presented in the program. A few teachers also

commented on the quality of 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.

Exhibit reads: Teachers’ reasons for using or not using The Forgotten World in the future.
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 students’ learning 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-grade students’ pronunciation; the conversation speed in
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
improving students’ test scores and the teachers’ rate of using the software.

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 3—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'd next page
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Exhibit 18. Teacher Suggestions About Improving The Forgotten World—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 was that The
Forgotten World would provide with teachers an opportunity to collaborate and to rethink their
approach to teaching. As shown in Exhibit 19, some 77 percent of teachers who participated in
this project reported collaborating with other teachers at least once a week. Even more striking is
the fact that 95 percent of participating teachers reported that it changed the way they think about
teaching. Note that the fact that teachers reported that it changed the way they think about
teaching may be the result of participating in a new project, and may not necessarily be due to
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 were asked a follow-up question to explain how using this approach changed
the way they think about teaching. Exhibit 20 presents their answers. Many teachers referred to
the affective impacts of the approach, using words and phrases like “spontaneous,” “happy
learning experience,” “class became dynamic,” “encourages students,” “apply games and
entertainment in teaching,” “nurture interest,” and “feel native English.” A secondary thread
through the teacher comments emerges in the references to students’ active role in learning:
“reciprocity between teachers and students,” *
should return the classroom to the student.”

29 <6

they learn from experience and application,” “we
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Exhibit 20. Teachers’ Comments 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; it's applicable 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 students’ interest 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 spend on The Forgotten World. The expected frequency and
intensity of implementation was not realized until halfway through the study, after information
technology infrastructure improvements were made at treatment schools. Even then, only about
70 percent of students reported that they used The Forgotten World at least once a week. This
partial implementation during one semester represents a fairly limited treatment in comparison
with other education studies of this type.

While overall, students in treatment and comparison schools performed similarly on the
proficiency tests administered at the beginning and end of the school year, students in treatment
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 listening than did similar
students in comparison schools. This finding was statistically significant for both reading and
listening.

Students in the treatment group reported higher levels of motivation to learn English than
students in the comparison schools. At the end of the year, 51 percent of students in the treatment
schools reported that their motivation to learn English had improved, compared with 40 percent
of students in the comparison schools. Teachers in treatment schools also reported that students’
motivation improved. This is an important finding because motivation to learn a foreign
language has been identified by Chinese language experts as a problem in Chinese schools and a
barrier to learning.

Almost all of the teachers in the treatment schools (95 percent) who participated in the
project reported that their use of The Forgotten World changed the way they think about
teaching. The approach to language teaching and learning that forms the basis for The Forgotten
World is learner-centered and interactive, and it presents students with problem-based tasks and
immediate feedback. The teachers appreciated the fact that the program provided students with
fun opportunities for practicing listening and speaking skills, as well as exposure to native
English speakers. However some teachers expressed concern that their primary responsibility
was to prepare students for the English portion of the high-school entrance exam that students
take in ninth grade, and they did not feel that use of The Forgotten World would improve student
performance on the exam.

6.2 Implications for the Future

Because of the difficulty with implementation, it is difficult to judge the true efficacy of
The Forgotten World. However, the project team was able to gather information on the issues
that should be addressed before distributing the program more broadly in China, or elsewhere.
The issues to be addressed fall into three major categories: hardware, teacher training and
support, and program issues.

Hardware issues. Many times in studies such as this, the implementation of a program
fails because teachers or administrators are not committed to the project. This was not the case in
this study; teachers and administrators showed remarkable perseverance in using The Forgotten
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World, even in the face of major challenges. Two of these—the quality of the computer labs and
Internet connections, and the size of computer labs relative to average class size—must be
addressed to make the implementation of this or any other technology-based approach to
language learning feasible. Neither of these issues has a cheap or easy fix. Thus, for the
immediate future, only a subset of schools in China can be expected to implement the program
without a major investment in upgrades to their computer labs. To complicate this matter, in
many eastern Chinese cities, which have stronger computing infrastructures, English instruction
begins at an earlier age, and the content of The Forgotten World would be too easy for middle
school students in those cities. Identifying schools that have the right constellation of conditions
for implementation is an important but challenging task.

Teacher training and support. Implementing a new approach to teaching and learning
requires training, support, and time. While 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 improved. The software development and implementation team prepared a
comprehensive teachers’ guide that provided teachers with sample lesson plans as well as other
practical information, such as the vocabulary used in each episode. However, teachers still felt
uncomfortable with some aspects of using The Forgotten World in their classrooms.

First, teachers noted in logs, site visits, and questionnaires that classroom management in
the computer lab was difficult. Because of the large class sizes observed in these middle schools,
up to 80 students in a single class, managing independent activity by students may be more
challenging than it would be with a smaller number of students. Students had many questions for
teachers, and the teachers sometimes felt they could not answer all questions. Also, teachers
reported that the program was too difficult for some students and that supervising those students
added to the difficulty in controlling the class. Training specifically designed to help teachers
work successfully in such environments might be beneficial.

Another related area for additional teacher workshops may be the area of differentiated
instruction—that is, tailoring instructional content to a diverse group of learners within a single
classroom. In the United States, a considerable body of literature discusses strategies for teachers
to target instruction to learners at different levels within the same classroom. There may be
lessons that can be transferred from the research literature on this topic and applied to this issue.
In the classes described by many teachers in this study, whole-group instruction was sometimes
favored over more individualized work with small groups; again, this may be due in part to the
large class size. Finally, in keeping with the teachers’ own judgments of the initial training, more
time should be spent on providing teachers with hands-on experience using the software.

Program issues. Given the issues with Internet connectivity, it is difficult to evaluate the
strengths and weaknesses of the program. However, several issues have been identified
repeatedly by students and teachers as impediments to students’ progress through the episodes.

The first issue involves the talking speed of the characters speaking English in the stories
and games. Teachers and students in the pilot study and full-scale study reported that it was
sometimes difficult to understand stories and games because characters spoke too quickly to be
understood. When asked about this after the pilot, the software development team reported that
U.S. advisors had suggested that the characters speak at a speed that is typical for native English
speakers. While this may be the ultimate goal, it seems that it would be prudent to incorporate a
developmental approach to meeting this goal and allow students to initially select slower speeds
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and then increase the speed as they progress. At 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 words introduced to students in The Forgotten
World, students and teachers expressed concern about the functionality of the dictionary that is
available to students within the application. Some students expressed concern that it was
inefficient and time-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 sentence. While
teachers thought that the eighth grade was the correct target grade for the program, many stated
that eighth-grade students required support in understanding the new vocabulary and suggested
that more efficient access to translations of new vocabulary or phrases be provided.

The extent to which translations should be easily accessible is a source of some debate.
Experts consulted by the software development team suggested that translations should be kept
to a minimum so that students would not be able to rely on Chinese to work their way through
the stories and games. Given the reaction of students and teachers, it might be advisable to adopt
a developmental approach again and to provide complete translations of the initial few episodes
so that students understand the basic story line. However, 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 unclear. One of the advantages of computer applications such as this is
the ability to provide feedback on student progress to both students and their teachers. Because
of the difficulty in U.S. servers’ capturing information on usage, it is possible that feedback to
students and teachers did not adequately portray students’ progress through the program. This
problem is relatively easy to fix. Capturing this information on local servers is probably a better
option if and when large-scale adoption of The Forgotten World is considered and evaluation
data are no longer necessary.

The statistically significant positive results of using The Forgotten World for the lower-
performing students along with the positive effects on student motivation is encouraging for an
intervention that was only partially implemented. Further research could be conducted to help
understand why the program produced these benefits, how to overcome implementation
problems in schools lacking sophisticated computer technology, and why The Forgotten World
did not produce positive benefits for the initially higher performers.
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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 Illinois

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 Radio and 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 Group (EPG) 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 Foundation and Coastline Community
College. This project continues the efforts that were initiated as part of the CHENGO project,” a
joint partnership between the U.S. Department of Education and the Ministry of Education of the
People’s Republic of China to create a highly innovative R&D product to test the effectiveness
of using online technology to deliver foreign language instruction within a real-world
environment, consistent with theory of language learning. In keeping with the agreements
between the two nations, the U.S. Department of Education intends to evaluate the effectiveness
of the software for Chinese middle school students.

This document summarizes the key topics discussed by the EPG and 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 same curriculum 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 semester. It was also recommended that a field trial of the evaluation be conducted in the
fall of 2008, with implementation of the full-scale study in 2009. The 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 the full-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 is implemented in China.

2. Dimensions to be measured

OLLI is currently intended to focus on the improvement of students’ speaking and listening
skills; thus, the measurement of speaking and listening skills should be the primary focus of the
evaluation.

Reading and writing skills will also be assessed. These 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 other areas. Reading and writing are
emphasized in traditional classrooms, and skills in these areas are measured on local and national
examinations. Thus, it is important to evaluate whether OLLI could have an unintentional
detrimental impact by moving student effort away 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 that tests 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 also increase students’ awareness of U.S. culture. However, the EPG agreed that those
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 recommended. The EPG discussed
assignment at the school level and at the classroom level. Because students are expected to
sometimes work with OLLI outside of regular school hours, the possibility of contamination
across classrooms appears to be high. Thus, randomization at the school level seems to be a more
prudent option. One member of the evaluation group also suggested that it consider a smaller
group of matched-pair schools, and work more aggressively in these schools to ensure that OLLI
is fully implemented.
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Textbooks and curriculum are probably major factors in students’ English proficiency. This
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 to be included in the study. The standards should include the following:

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

e What are the minimum requirements for computers at participating schools?

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

4. Assessments

The EPG discussed a number of existing assessments with members of the Language Learning
and Pedagogy Working Group. Assessments that were discussed as possibilities included
Cambridge University Young Learners English Test (Cambridge University), Maculaitis
Assessment of Competencies I, Test of English Language Proficiency (Touchstone Applied
Science Associates), and IDEA English Proficiency Test (IPT) 1 and 2 (Ballard-Tighe). Other
assessments also mentioned as having unique features that might be useful included Phone Pass
(Ordinate Technologies), the assessments developed for PANDA English (Beijing Normal
University), Stanford English Language Proficiency Test (Harcourt Assessments), and the
Woodcock Johnson Sentence Repetition subtest. (At a subsequent meeting, another test was
discussed: the TOEIC Bridge). Problems were noted with each of the tests, including (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 developed for North 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 implemented. These exams would provide good
measures of reading and perhaps writing proficiency. They would need to be supplemented with
assessments directed at listening and speaking.

Developing specialized assessments for this project was also discussed. Some suggested that we
could use the Cambridge Young Learners test as a model and adapt the subtests for the seventh-
and eighth-grade students that will be targeted in the evaluation; the test is currently
recommended for students from ages 7 through 12. Others mentioned developing sentence
repetition tasks and perhaps a task asking students to narrate a series of pictures. The pros and
cons of natural language samples were also discussed.

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

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

e avocabulary assessment that uses the words that are common to both the national
curriculum and the OLLI software (Both the comparison and treatment groups would
have exposure to these words.); and

e an existing assessment developed at the district level.

The group also discussed the importance of the teacher’s level of fluency in English and
potential ways it could be measured. One 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 that the evaluation take advantage of the new equipment being given to
schools through the Modern Distance Education Project. As described by Zheng Dawei, this
project will equip 35,000 middle schools in the western region with new computers. These
computers will be set up in a computer lab with Internet access.

Twenty-five to 35 schools should be selected to be treatment schools, and the same number of
schools should be selected to serve as the comparison group.

Students in the first two years of middle school will participate in the evaluation. A decision to
include primarily seventh-grade students or eighth-grade students will await more detailed
information on the content of OLLI and selection of districts and an examination of the English
curriculum in the district.

Chinese scholars consistently expressed concern that teachers will be reluctant to devote
instructional time to OLLI because of the importance of student performance on exams. They
also were skeptical about the amount of time parents will allow students 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 OLLI. The EPG looks forward to learning more details about
the teacher materials and courseware being developed for OLLI.

The EPG suggested consideration of implementing the evaluation in boarding schools, where
conditions could be more carefully controlled. In the western regions of China, many of the
middle schools are boarding schools so that students 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 both comparison and treatment schools) than would be possible at
day schools.

The study will be designed to have a pretest and posttest. While 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 understood that the 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 with orientation, training, and maintenance. The 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 evaluation. The
Chinese partner will consult on the design of the 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 evaluation project. We would like data on numbers of schools,
numbers of classes in schools, and number of students within classes. It would also be useful to
know when students currently begin English language instruction in these districts. Also, if data
are available, it would be valuable to obtain data from recent districtwide English examinations.
These data would allow us to estimate the size of the typical gain in proficiency over the course
of a year and would allow us to examine the variability within and between 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 World comic panels and their functions. This information can also be

found in the Teacher’s Guide.

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: [ ******“1

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) in The Forgotten World. There 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

. may be why he
is missing.

| didn't pack this,
but it seems familiar

| 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.

wish we could figure X
A 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.
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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 Game icon 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

A Study of a Gaming Approach to English Language Learning for Middle School Students B-11







Appendix B — The Forgotten World Quick Reference Guide

TECHNICAL FAQ

FREQUENTLY ASKED QUESTIONS

1.

After pressing Next, I get a gray Zuka image and nothing happens. What do I 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 Page X)
b) Close the browser and open a new one
c) Navigate back to the application
d) Login
After playing a game, I get a gray Zuka image and nothing happens. What should I do?

Please follow FAQ #1

I want to play a game. How do I do that?
a) Click on the PDA Icon at the lower right of the screen
b) Click on the Games Icon
c) Select the desired game

How do I get The Forgotten World to be full-size on my screen?

a) Press F1 (function key)

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

b) Click on the 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

The complete Teacher’s Guide, scripts for each episode and student worksheets are found
on the enclosed CD-ROM.

EPISODE 1: FLIGHT TO AMERICA

Story Summary: We meet Uncle Jonesy, a 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 arranged to meet Lia at the airport and board the plane to Los Angeles.
While boarding the plane, the student is exposed to both formal and informal greetings.
During the flight, Lia invites her friend to play video games.

BEME : —BIE G, RATHE Jonesy UBCFa 5258 = I8 L3 T4l JonesyAURUZ — AL El#
Ko Jonesy
FA R L, LialPiREISEE. LiafRM—M2ESR BT A, ihC g/ i
B ath 2 56 H . X 44 %

A RHAENY LR Lia, K REBEIL. £ENITES, XLEEZIIE

AR I 2R A o AE AT IR, Liad@&is i i 3 A Do Al st i 2k

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. They call his assistants, Dave and Ray, to help them. While
unpacking, Lia discovers a mysterious round ball-Zuka. When touched, it tries to
communicate with them via symbols. Ultimately the players discover that Zuka wants
them to go to San Francisco, but how will they get there? In Episode 3, Grace arrives and
says she will drive everyone to San Francisco in her Recreational Vehicle (RV), but first
they need to stop for supplies.

-
Liafit )& (ORI A RIEE AL E Bl , (HARTT R AL AR Jonesy HURL
o MATTRE & iz, 1HJonesySURATE S

flATTHT H A WY SR Al 1 B F-Dave MRay R 7 BiftAiT. FTHFATZEIF,  FE & 3L — > 4 6k
1 [R Bk—Zuka

/N ER, EalEEEFS 5 AL &Mk Zukady B AT E
IH& 1, HAATE 2R 2L ?

fE345ET, Gracelt R 1, BB HMEEHIKHNE RV), H KK S
, AHE A B AN TR TR
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EPISODE 4: SAN FRANCISCO

Summary: Lia, Ray, Dave, and Grace finally arrive in San Francisco. Zuka tells them to find
“The Harmony Shop” and Dr. Hu. Dr. Hu gives them more history about Zuka, teaches them relaxation
exercise, and then sends them on the task to collect potion bottles that will keep them
safe from their enemies—the Creepers.

Mifk: Lia,

Ray, DaveMiGrace—1TH G #iEZIH4 L. Zuka®i F$a A1k 2] “ ARG )5~ A
Pt SIS LA AR T Zuka B R, IR EADATT R

5, INJEE AT E T WA AR AR 55, B 7K R DR R A AT S0 52 Al ATT I BN
B ANBENARF.

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.

15 A -

Lia—4T HZukas 4, 75 i vgdE Bk B AR S R 2 M PHl . 414 2 Jones
yEIS HEE AT, — 2 E,

AT EE XSG 6. BEERNANGRR THE . AT L — R D H 43 M
TENGE. MAT20 7 SR

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 release Uncle Jonesy. Before they escape, he explains about the earth’s “life force”
energy and that the Creepers seek this energy.

RERE: =5/ o0 BA T8 28 75 A M 2 25 /K T B, Dave A Atk i) £ FF A7 i B
THRZEADWMAH —SEE. BEdaelEaZ)m, Zukadl K500 8 —4 1
T, AT AE R B B T AR 1 Jonesy UL, FEARATTRE RO, Aih ff R A K b
BRI A Ar A1 O RETR . OF UL A N Rt FE T HOX R REDR
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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.

REME: /N ADR AT AR AR XA SR P . SFEMHTRARIEE .
RAEFRAR/H . AT RN E R ER, & NKREEER—DBUKHL.

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 local river. The city is full of
Creepers!

FEME: Lia— ATV N EH B/RR o AATT7EXE T IEB B 208 17 . Jonesy4:
AT IR 2 b IR K B S 2 AL o IR AN BT B A A N R

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 is teeming with Creepers. As they investigate, they find
what the Creepers are doing there.

FEARE -

Lia— TR KRR A — IR FIARE L] o IEAMATFE S B/R B AT i
FIFRRE > XA 2

EEE ARG - BAAE > MK T & NEEEM M2 -
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EPISODE 10: CHICAGO, ILLINOIS

Story Summary: The group continues to chase the Creepers. Their next destination is at
the Sears Tower in Chicago, Illinois (“The Windy City”). Zuka is trapped in the tower. They
save Zuka, but he is very sick. They must harness the Earth’s life force to heal Zuka. This life
force is at four power centers.

T - LiaflAi]—47 4k 2238 # & N KR
ABATT A — A AR 1 A i A5 FR N XU 0 22 T8 Tl 9 A 2K
Wi KE . Zuka P AE R H

AT R T Zuka, (EARIGAFAR J7 3 o ARATT 2 Z0R Y U BR 2R iy ok Z
ukaififi . MERAE M IR AU SR AL

EPISODE 11: WASHINGTON D.C.

Story Summary: They find out that Washington D.C. has important clues and 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.

REME: Ah AT 7E A RS Wiy X K L AR R, JF7E S AR B & 280 CE
BIRE . ZukafEE TN DEFLZ RIKZIE, BEEFZ T .
WEE KRR 4R S, Lia 12 E 24 KRR P12 i ol .

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 Liberty to
synthesize the powers and defeat the incoming Creepers, saving the world!

ML XADNHEANDA T ZHEM =R L.
ZukafFEIE XL B Z 5, ZRFEMER. il

BH B LA BREEG X R, TR T IEERANG ' N, JF R
F
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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, along with their occurrences within the episodes. These
descriptions can also be found in Appendix A in the Teacher’s Guide.

Floating Phrases Game: The challenge for players is to construct valid sentences from
a series of phrases that are floating across the screen. The players will need to understand
the meaning of the words as well as the sequences 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.

R it b N T B AL . R = AR IR IR AR A Uy AT RS A
Rg AR —DHEH T, A A AR R, 18 A SR A il
(Submit) 4o & f) 12 FIEM . A feE R E I A N 58 A~ A

[ R F) -, AL BE R A5 A5 T EE 3R .
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Map Game: The player’s challenge is to guide other characters in the story through a map
or maze to collect 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 use. Then, select
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
the bottles you've collected. After you collect five bottles of potion, you can help Grace find
the clue or you can collect more bottles to earn more points. Find the final clue to win the
game.

ZrGrace T WITIR BIBE LG MR M o ol B 4 £ 05 b 1 — AN B b oR a4
B KRR, RE
PN S5 B AR HHOE A R R DR S8 % A T Rl sk AR AR I A) TR

, A Grace R R4 R
Riﬁﬂ?ﬂkﬁ%‘, BNk RN SR FR R M. Ui lE L E
2R JE ARt vl L FS B Grace R P LR,

i ] LLSCER BE 2 1 B 24 R SRIBUIN 70 o 4K B e 24 1) 2 2l 7T DA 1) 3t ok

o

San Francisco, California Map Game (Episode 4)

—_ 3 —_—

KKK KKK 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 — 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, Zuka’s memory banks have become scrambled. As
a result, Zuka has forgotten how to pronounce certain English words. The player must
restore Zuka’'s memory banks and its ability to communicate by unscrambling its memory
and teaching it how to pronounce a series of words.

Episodes: 9, 12

Directions: Arrange the sounds correctly to teach Zuka how 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.

KBS ERHET R zuka G — MR A E . SELMKEE (Audio)
AT, AR KA [F 3 e B I

RN E, KBENHE RS Im RS . 4 68 1E#f 58 Bl 1A S (18 &
He 21 BP AT g 45
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Shopping Spree Game: The game is designed to test listening comprehension in a
simulated, real-world environment. The player’s challenge is to locate a variety of items in
a store by listening to audio clues, 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 each 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.

FI B AL b T 1 B8 R E AL AR I WS B BT A Y, VAT IR IR, BA
S8 08 5 5 W s BT AR ) I

AL E . TEA I E SR E R, ERIMEMIEY B R MR, Al
P e B A I AT ) B TR B

TNV 2 o A I 18] P9 3K 4 Bl A 0 T o A E o Tk

Shopping Spree (Episode 3)

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!
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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 in the correct order to match what the person said and click the Done button to
check your work. When all five people have the correct words, drag the pictures to place
them in the order that these things happened in the story.

s PR SR W i Z R RS N IR G o AR5 R B 3R] 4% L B B TP R
SIH G, M2 FSFE RN AN KRG G . e & 58
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Tri Words Game is used as the pre-assessment. The game allows players to 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 matching
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 sets of three or more
adjacent triangles to clear them from the board. Clear the entire board to win the game.

AT E AR R = AN B = A CL BRI — R IE B B A LT
FM=M. ahmE S H—-N=MAK, ?Jt%%Ju—?EEPE‘J‘JX%iﬂ%O
SR 5 NAE BE %5 LR sh 1Y 9645 B i F 4R 5 O R

BC ) 5535 HR], Rl e B B = A 5, L%*HF“E’J?X%E%ILEEBO , 58
B = AN B = AN BL AR A )

“AMILE R v eI LG, SRR LA =M G R ] m
(C¥ RN

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 word or 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.

AT H bR @I = A=A L B = AT A — R IE R bR LT
FW =M. HhAEHE—

DN=MIE R R, ARERRE LSRR E e A, EX 8 AR E
B B e = e B

SER AN AN P EAAR I = AT ILES, BRI eI 5 EiE kR, 150
B LR E = AR mAG A L 3E.
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September

TAVAVAVAVAVAY
\VAVAVAVAVAVAS

NINONININ N

| don't understand Who are you?

2 EXIT

Zuka Symbol Puzzle Game: The player must communicate with Zuka using
symbolic icons that represent words and concepts to construct a series of English
phrases. It encourages comprehension of English by “constructing” communication G

Episodes: 2, 4, 10
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Directions: Click on the ) buttons at the left of the screen to hear each sentence. Then,
drag the tiles from the top of the screen into the empty spaces to create each sentence in
symbols and words. When all of the spaces are filled, click the Submit button to check
your work. If any sentences are not correct, move those tiles to the correct positions
and click Submit again. To win the game, use all of the tiles to complete all five
sentences correctly.

s oy B e A M ) R A R W B — AN A) 1. ARJECRE DR R BT I R A E AL, HIAE S N LR
KigH). B PrA = AP R, SR A f A

(Submit) #&a) 7R GIEM. A 7R, EHOR I L2 2 IE !
AL B PR RAR AL . NS SE BT A W75 %, IE# S IR T2 JE . VR B AR X 37 U R
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HOW TO ACCESS FILES ON THE TEACHER’'S HUB
tfwteachers.com

Teachers will find the following information on the Teachers’ Hub:
11 Class Progress Reports
1 Individual Student Progress Reports
11 The Teachers Guide
11 Simplified Scripts of The Forgotten World Episodes

(1 Sound Clips from Episodes

To go to The Forgotten World Teachers’ Hub:

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

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

% User account | ISLE - Internet Explorer provided by Dell
- - e G W ———
G@ v |v;- hitp://wwew.tfivieachers.com

E == = = —— === — __ — —
|| Go gle 8~ T} Search 1 - O dp-| B+ %9 Bookmarks~ | |& Find + *F Check - 2 &, ~ () Signin ~

I
Google

.

& Convert v [ Select

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

EZFORGOTTEN

Navigation User account Create new account g Request new password

Create content

GLO list

Username:

teacher22

Password:

Log in

@ Intemnet | Protected Mode: On ®100% ~

Step 3: Click on “My Class”, and view your students’ progress.
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EFORGOTTEN

WORLD

Teacher22

Student Progress:
Each box represents
1 of 12 episodes.

Mr. Lee's 7th Grade English Class

My class i 3
§ BIE#R
My account -
el BRs Il Complete =l In Progress Incomplete
Log out
AChishom442 | | ] I I I | I I I I ]
Downloads
Blewis133 [ —— il L 1 Il Il Il ]
CPuchis853 | — Il Il I I Il Il 1 |
Siinght7a2 | == I 1 I [ I I I 1L ]
CiVallaceT33 S R T S I [ I I I Il ]
BDER
RFEE Bk b 2 REER mifatiE s ERE
AChisholm442 | Episode 2 | Symbol Puzzke | Home - Undersiands Words/Phrases (Prepcsifonal) 0:30 4| 75%
Blewis189 Epsode 1 | Tri-Words Pretest Undersiands Words/Phrases 124 0 40%
CPuchisgs3 Epeode 1 | Flosting Phrases | FamilyfFriends / Reading Words (Past Tense) / Phrases 2:40 0 75%
SWight7e2 Episode 2 | Comic Famly, Friends, Home - Listening/Reading Words/Phrases 0:18 3 a
CWallace733 Epsode 2 | Symbol Puzzle | Home - Undersiands Words/Phrases (Preposifional) 113 0 0%

Step 4

Step 4: To see only one student’s progress, click on that student name in your class list.

EFORGOTTEN

WORLD

Teacher22 Mr. Lee's 7th Grade English Class: Alex Chisholm
<< Go Back
My class T
My account E}JE:‘{&E
e PEER [l Complete El InProgress  [] Incomplete
DoMnicacs Alex Chisholm | ——— I I I I I | I ] ] ]

#7F : Continue episodes and augment with worksheets

RILER)

Date FFHKS Bl HER REER PR AR ERE
7/16 | AChisholm442 Episode 2 | Symbol Puzzle Home - Understands Words/Phrases (Prepositional) 0:30 14 5%
7/15 | AChishoim442 Episode 2 | Comic Family/Friends/Home - Listening/Reading Words/Phrases 1:24 0 nla

7/14 | AChisholm442 Episode 1 Floating Phrases | Family/Friends / Reading Words (Past Tense) / Phrases 2:40 0 75%
7113 | AChishoim442 Episode 1 Tri-Words Pretest Understands Words/Phrases 0:15 3 30%
7/12 | AChishoim442 Episode 1 | Comic Greetings - Listening/Reading Words and Phrases 1:13 0 nla
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Step 5: To download copies of the Teachers Guide, scripts, sound
files or other teacher content, click on Downloads in the menu.

EFORGOTTEN

Step 6: When finished, please click “Log OutG” wnnln

Teacher22
My class
My account
Log out
Downloads

Distributed by:

Coastline Community College

11460 Warner Avenue

Fountain Valley, CA 92708
Telephone: (714) 241-6109

Fax: (714) 241-6286

E-mail: CoastlLearning@coastline.edu

Copyright 2009 by the Coast Community College District

Permission to use The Forgotten World Teachers Guide is granted under a Creative Commons
Attribution Share Alike 3.0 United States License.

If there are any questions regarding use and/or additional teacher resources, contact Coastline
Community College (714) 241-6109.

Funded in part by a grant from the William and Flora Hewlett Foundation.
Coastline Community College District

Trustees

Mary L. Hornbuckle Walter G. Howald Jim Moreno
Jerry Patterson

Lorraine Prinsky

Interim Chancellor Ding-Jo Currie, Ph.D.
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Coastline Community College

Evangeline N. Meneses, Ed.D., Acting President

Dan C. Jones, Executive Dean, Center for Instructional Systems Development Ted Boehler,
Ed.D., Dean, Learning Technology & Innovation

Laurie R. Melby, Director of Video & Media Production

Lynn M. Dahnke, Director, Marketing & Partnerships

Robert D. Nash, Director, Instructional Design & Faculty Support Judy Garvey, Director,
eMedia & Publishing

Dave Thompson, Director, eLearning Research & Development

OLLI Team
Coastline Community College Chris Mefford
Michelle Nieman
Jingfang Satow
Meg Yanalunas
Learning Games Network Alex Chisholm
Sherri Wright
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Appendix C — English Proficiency Tests Under Consideration, October 2008

ACTFL Oral Proficiency

The MAC I
(Maculaitis Assessment of
Competencies Il Test of

Categories of Interview IPT 2004 English Language
Information OPI; OPIc; OPIc Jr. (IDEA Proficiency Test) Proficiency)
Maker and Web  ACTFL Ballard Tighe Questar Associates, Inc.

site

Level of English
assessed

Skill areas
assessed’

http://www.actfl.org/i4a/pages

/index.cfm?pageid=3642

e OPI: 10 proficiency
ratings from Novice Low
to Superior

e  OPIc: 9 ratings from
Novice Low to
Advanced.

e  OPIc Jr.: 6 ratings from
Novice Low to
Intermediate High.
(According to the ACTFL
Testing Office, OPlc Jr.
is designed because of
the demand from the
Asian market. It is
currently used in Korea
and the self-administered
background survey that
precedes the test is in
Korean. A US version is
still in development and
its expected release is in
November 2008)

Speaking and oral proficiency

http://www.ballard-
ighe.com/products/la/

For Oral Tests:

e Pre-IPT (ages 3, 4, and 5)
e |PT I (grades K-6)

e |IPT Il (grades 7-12)

For Reading and Writing
Tests:

Pre-IPT (ages 3, 4, and 5)
IPT 1 (grades 2-3)

IPT 2 (grades 4-6)

IPT 3 (grades 7-12)

For OLLI, IPT | seems
appropriate for the oral test.
For the reading and writing
tests, IPT 1 or IPT 2 seem
appropriate.

1. Oral: both speaking and
Listening (individual); pre-
recorded examiner is not
recommended because
the test requires
interactions.’

2. Reading (group)

3. Writing (group)

http://www.questarai.com/catal
og_products/mac2_main.htm
For testing:

e Red (grades K-1)

Blue (grades 2-3)

Orange (grades 4-5)

Ivory (grades 6-8)

Tan (grades 9-12)

For OLLI, Blue or Orange
levels seem appropriate.

English Competency Levels
and standard score are
reported. E.g. For the speaking
test:

e Basic beginner (score
below 143 for orange;
below 153 for blue)

e Beginner (143-162 for
orange; 153-173 for blue)

e Low intermediate (163-
185 for orange; 174-194
for blue)

e High intermediate (186-
215 for orange; 195-220
for red)

e Advanced (above 215 for
orange; above 220 for
blue)

1. Speaking (individual);
examiner to rate
responses immediately

2. Listening (group);
audiotapes can be
purchased for the Blue,
Orange, lvory, and Tan
levels

3. Reading (group)

4. Writing (group)
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Continued from previous page.

Categories of
Information

ACTFL Oral Proficiency
Interview
OPI; OPIc; OPIc Jr.

IPT 2004
(IDEA Proficiency Test)

The MAC I

(Maculaitis Assessment of
Competencies Il Test of
English Language
Proficiency)

Potential to
measure growth

Time required
for
administration

Special
requirements for
administration

Appropriateness
for age group

e  Only proficiency ratings
are offered but the
ACTFL Testing Office
claims that OPIc is used
regularly to measure pre
and post semester
testings

30-40 minutes (20-30
minutes for the test and 10
minutes for background
survey and self-assessment)

OPIc and OPIc Jr.: Web
accessibility and high speed
connection, headsets with
microphones

OPI and OPIc: General
audience

OPIc Jr.: K-8 students

Alternate test forms to
ensure reliability of scores
between testing (Forms E
and F for oral tests and
Forms C and D for
reading/writing tests)

The IPT oral tests
provides score levels (raw
scores can be derived)
The IPT reading tests
generate percentiles,
Normal Curve Equivalent
scores, and Standard
scores (raw scores can be
calculated)

The IPT writing tests use
a four-point rubric for
scoring

Oral (individual): untimed,
but 15-20 minutes, scored
as students are being
tested.

Reading (group): untimed,
but usually 60 minutes
Writing (group): untimed,
but usually 35 minutes

The oral test requires a live
examiner.

Pre-K to 12

Alternate test forms are
available at the testing
level for pre- and post-
testing

Raw score and converted
standard score can be
tallied for each student
and for each skill area

Speaking (individual): 6
min

Listening (group): 20-30
min

Reading (group): 35-50
min

Writing (group): 15 min for
blue; 40-45 min for higher
levels

Speaking test requires a live
examiner.

Pre-K to 12

Continued on next page...
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Continued from previous page.

ACTFL Oral Proficiency

Categories of Interview

IPT 2004

The MAC I

(Maculaitis Assessment of
Competencies Il Test of
English Language

Information OPI; OPIc; OPIc Jr. (IDEA Proficiency Test) Proficiency)
Cultural e The Asian version of the Based on the sample tests, Based on the sample test,
appropriateness OPIc Jr. lets the testers two issues were identified: three issues were identified:

identify themselves in
four school levels:
Preschool/Kindergarten,
Grades 1-3, Grades 4-6,
and Middle School. The
U.S. version of the OPIc
Jr. is being released at
the end of this year, but
the school levels are
Elementary, Middle, and
High schools.

e Based on the (demo)
Asian version of the

OPIc Jr., the background

survey is geared toward
the Korean audience
(e.g. mention of after-
school academy;

activities), but the ACTFL
Testing Office claims that

they can make
adjustments and also
make the Chinese
instructions available.

e Some test questions are
asked in a row. The
ACTFL Testing Office
explains that the test
does not intend for the
test-taker to be able to

answer all the questions.

Their proficiency is
measured by the details
that they can provide at
any of the questions
read, even when they
say, “l can’t answer the
rest of the questions
because | did not
remember what they
were.” Such a statement
may demonstrate their
oral proficiency.

e  Store varieties: Pet store

e  Children’s activities: boy
goes to the post office,
eating popcorn and lying
on the floor in front of TV

e Food items: bread and
milk

e Pictures: few Asians and
some everyday objects
may look different in China
(e.g. a school desk)

e Person names: some
Spanish names

Continued on next page...
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Continued from previous page.

ACTFL Oral Proficiency

The MAC I
(Maculaitis Assessment of
Competencies Il Test of

Categories of Interview IPT 2004 English Language
Information OPI; OPIc; OPIc Jr. (IDEA Proficiency Test) Proficiency)
Cost Testing, scoring, and Testing: Testing:
customer support: e In-service training kit for e Classroom set for a class
e  $25 per test for OPIc Jr.; IPT: $135 of 25: $180 for red/blue;

Option to adapt

volume discount is
available
e  $50 per test for OPI

OPIC Jr.

e |PT | oral test set (50
booklets): $185

e |PT | oral test alternate
forms (50): $51

e |PT | oral test diagnostic
answer sheets (50): $51

e |IPT | oral test scannable
answer sheets (50): $51

e |PT 1 reading/writing test
set (50): $228

e IPT 1 reading/writing
alternate test booklets
(50): $81 for reading and
$60 for writing

Scoring:

e Hand score

e Use own scanning
equipment

e Contract with a scanning
service

According to psychometrician

$239 for higher levels

e  Administration manual:
$45

e Test booklets: $105 per 25
for red/blue; $138 per 25
for higher levels

e  Pictures booklet (red/blue
only): $18

e Answer sheets (orange,
ivory, tan): $21 per 25

e  Writing forms (orange,
ivory, tan): $29 per 25

e Listening test audiotapes:
$27

e  Student record forms: $32
per 25

Scoring:
e  Scoring services and
rating of open-ended

writing items
o Minimum charge:
$250

o Per student: $3.62 for
red/blue; $2.57 for
orange, ivory, or tan

e Hand scoring

o EZ Converter: $65 per
form

o  Scoring keys: $19

o Handbook with norms
tables: $49

TBD

Continued on next page...

instrument e  The background survey George Seretis of Ballard
determines the test Tighe (Maker of the IPT),
guestions. For the OLLI minor adaptation is possible as
audience, a uniform long as the test item remains
background survey in context. However, if the
needs to be used. change is likely to change the
e A button is available for item, it is better to simply skip
the test takers to repeat it and give the student the
the question once, but credit.
they cannot go back to a
previous question.
Vocabulary OLLI is developed based on To be assessed To be assessed
overlap with ACTFEL Standards and
OLLI ELLS E-Learning Standard
(to raise speech acquisition
from Novice Low and Novice
High)
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Continued from previous page.

Categories of

ACTFL Oral Proficiency
Interview

IPT 2004

The MAC II

(Maculaitis Assessment of
Competencies Il Test of
English Language

Information OPI; OPIc; OPIc Jr. (IDEA Proficiency Test) Proficiency)
Vocabulary ? Need curriculum materials To be assessed with To be assessed with
overlap with curriculum materials curriculum materials
curriculum

Estimated effect
size over one
year

Information unavailable

According to psychometrician
George Seretis, they did a
study five years ago but no
information is available on
standard deviation. For the
oral test, the IPT 1 (level
recommended for OLLI based
on preliminary assessment)
has one score level gain

(about 14 points in raw score).

For the reading and writing
tests, there is a mean of 11-

point gain and three-point gain,

respectively.

TBD

" ACTFL does offer a test to assess writing proficiency, but it is intended for the general audience.
2 It's possible to derive speaking and listening scores separately, but the norms have not been updated
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I. Background and Goals for the Pilot

In the fall of 2008, the Chinese Ministry of Education informed the U.S. that schools in Gansu
Province would be available to participate in the evaluation of The Forgotten World (TFW), a
computer-based game designed to help middle-school students learn English. A brief trip was
made to Gansu Province in December, 2008, to visit schools and assess whether these schools
would provide a good base for the evaluation. Among our questions were the following:

e Are schools and teachers willing to implement the program as a supplement to regular
instruction, providing access to TFW in the computer lab at least one hour per week?

e Do the students in seventh or eighth grade exhibit the expected level of English that is
targeted by TFW?

e Do the schools have the requisite computing configurations to implement the program?

We found that principals and teachers were eager to implement the program, and teachers in the
two pilot schools that were visited promised that students would be given access to TFW. They
also asked for a teacher’s guide and some ideas about how they might use TFW in class.
Students in all grades (7 — 9) were eager to participate in the pilot sessions and, based on the
preliminary tests and examination to test booklets, had sufficient background in English to
benefit from TFW. Unfortunately, the computer labs did not have the suggested hardware and
software. Staff from the Provincial Center for Educational Technology (PCET) were able to
develop a “work-around” for our visit that supported most program features; however, upgraded
equipment will be needed for schools to fully use the program. Needed upgrades to the
configurations will be made for the pilot test (two schools) but are uncertain for the full-scale (10
schools).

We are proceeding with the pilot test and planning for the full-scale evaluation. The purpose of
this document is to outline our goals for the pilot test. The aim of the pilot is to ensure that all
instruments and procedures are tested in advance of the full-scale evaluation. We have five
primary goals for the pilot:

1. Confirm that all instruments are culturally appropriate for Chinese middle-school
students and the proposed test battery can measure change over an academic year.

2. Develop and collect data to measure program implementation.
3. Assess whether teacher training is sufficient.
4. Test all data collection protocols and procedures.

5. Gather feedback from teachers and students concerning their experiences using The
Forgotten World.

We have developed specific evaluation questions to be answered under each of these goals.
Exhibit D-1 presents the evaluation questions, the method of data collection, the organization or
person responsible, the timing of the data collection (April or June), and the organization that
will enter the data and conduct the analysis. This document includes a section discussing each
goal and related evaluation questions and plans.
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Exhibit D-1. Evaluation Questions for Gansu Pilot

Responsible April Data June Data
Evaluation Questions Method/Source Person Collection Collection Analysis
Gather information on assessments for design of full-scale evaluation
Is proposed test battery
able to measure change
over one year? Proposed
battery to include IPT
reading, writing; Mac Il Assessments
listening (adapted); use administered at two Additional
pre- and post-test schools, all 7"- and 8"- testing if
versions grade students RTI Zhu needed RTI
Pilot speaking test using
Skype Sample of students RTI Green Green RTI
What are students
beginning and end-of-
year scores on provincial
tests? School or province ECNU Zhu ECNU
Student and teacher
guestionnaires to gather
information on prior
experience with English,
current exposure and
Questionnaires demographic information | RTI/ECNU Zhu Zhu ECNU
Measure implementation of program
Can we track student
use? System data LGN LGN RTI
How do teachers use
TFW? Teacher logs RTI Green Green RTI
Pace of learning - how Teacher logs and system
much is covered? data RTIl and LGN Green Green RTI
Do teachers use Teacher | System data and post-
Reports? pilot quex RTI and LGN Green RTI
Structured interviews
What type of technical with PCET and school
support was needed? tech personnel RTI/ECNU Zhu ECNU
What problems did the
school face in
implementing TFW? What | Structured interviews
were the rewards? with principals RTI/ECNU Zhu ECNU
Confirm hardware and
software configurations Checklist completed by
used at schools school tech personnel RTI/LGN Zhu ECNU
Responsible April Data June Data
Evaluation Questions Method/Source Person Collection Collection Analysis
Evaluate teacher training
Materials sufficient for End-of-training
startup? questionnaire RTI Green RTI
How much teacher End-of-training
training is needed? questionnaire RTI Green RTI
Feedback after pilot
complete—what training Post pilot questionnaires
would have helped? and focus groups RTI Sha RTI

(continued)
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Exhibit D-1. Evaluation Questions for Gansu Pilot (continued)

Responsible April Data June Data
Evaluation Questions Method/Source Person Collection Collection Analysis
Test procedures for data collection
How are test Protocols to be
administrators identified? | developed by ECNU with
Can teachers be used? RTI approval ECNU Zhu RTI
What is the best method
for training test Protocols to be
administrators? How long | developed by ECNU with
is needed? RTI approval ECNU Zhu RTI
Do test administrators Observations of test
follow protocols? sessions RTI/ECNU Zhu ECNU
Protocols to be
What is the best way to developed by ECNU with
handle informed consent? | RTI approval RTI/ECNU Zhu Zhu RTI
Gather feedback on using The Forgotten World
How do students use the
Forgotten World? What
do they like and dislike?
How does it help them Questionnaires and cog
learn English? interviews RTI Sha RTI
What do teachers like and
dislike about The Post-pilot questionnaires
Forgotten World? and cog interviews RTI Sha RTI

1. Pilot test assessment instruments

Pretest results

In December, we conducted a small pretest of two instruments that were identified as promising,
the Mac 11 (grades 2 — 3) and the IPT Level 2.2 The Mac Il was administered to 20 seventh-grade
students. We administered the IPT to 20 eighth-grade students. A summary of results are
presented in exhibit D-2.

Exhibit D-2. Test scores for IPT and MAC from Gansu December Pretest

IPT MAC
Total items Range Median Total items Range Median
Reading 53 30-45 38.5 35 4-18 11
Writing 6" 2-6 5 35 4-30 12.5
Listening 24 4-16 9
Speaking

1. Only one part of IPT Writing test was administered because of time constraints.

The MAC appears to capture the range of English competency for seventh-grade students and the
IPT captures the range of competency for the eighth-grade students tested at the two schools. The

& Other tests were reviewed but removed from consideration. The ACTFL proficiency tests and the TOEIC
are geared for adult populations; the TOEIC Bridge was age-inappropriate; and the Cambridge Young Learners
Exam does not provide scale scores (only proficiency levels). The distributor of the Stanford English Language
Proficiency test was unwilling to work with the project
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only subtest that appears to have a ceiling or floor effect is the IPT writing test; however, we
only administered one subtest. Since we did not administer the most difficult section, we do not
believe that this would be an issue in the full administration.

We also matched the vocabulary used in TFW, the English textbooks used in the schools, and
assessment items. For the assessments, we identified items that three or fewer students answered
correctly. Only one item in the IPT fell into this category, and the key word in the item was
“pain,” a word that is not covered until the ninth-grade textbook. The MAC contained 11 items
that fell into this category: Seven of those key words could not be found in the textbooks, one
was in the seventh-grade text, two in the eighth-grade text, and one in the ninth-grade text. The
MAC would need substantial modification to be used in the evaluation.

We also compared the vocabulary in the Chinese texts for seventh and eighth grades with TFW
vocabulary to try to determine which grade would be better “match” for TFW. The TFW was
designed for students with some prior exposure to English and assumes that students have a 500-
word vocabulary. We matched the list of 500 words to TFW and present the results in

Exhibit D-3.

Exhibit D-3. Prerequisite vocabulary words presented in textbooks by grade level

Grade Level Count
7th grade 269
8th grade 71
9th grade 23

Of the 500 words, 363 could be found in the middle school textbooks, with over half (269)
appearing in the seventh-grade text book. Thus, it seems unwise to assume that seventh-grade
students will have the working vocabulary expected by the game designers.

Exhibit D-4 presents information on matches between the TFW vocabulary and the middle
school textbooks. In addition to the 500 prerequisite words, TFW presents over 1,000 new words
across the 12 episodes; about half of the words (508) are also found in the Chinese middle school
textbooks, and most of these (267) are found in the seventh-grade text.

The seventh- and eighth-grade textbooks contain about 492 words each or 985 words total. This

means that about 40 percent of the vocabulary ((267+145)/1000) normally taught in these two
grades will be reinforced by TFW.
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Exhibit D-4. Matched Vocabulary Count by TFW Episode and Textbook Grade

Levels
TFW Episode 7th 8th 9th Total
1 65 25 11 101
2 28 5 10 43
3 9 15 18 42
4 20 30 14 64
5 11 3 2 16
6 19 14 10 43
7 16 13 5 34
8 18 14 13 45
9 31 6 6 43
10 10 4 0 14
11 27 8 1 36
12 13 8 6 27
Total 267 145 96 508

Suggestions for spring pilot
Based on our experience in Gansu with the pretest, we suggest the following:

1. We will ask eighth-grade students to participate in the evaluation. This group will have
much of the prerequisite vocabulary and will have learned about one-quarter (267) of
TFW new words in seventh grade. There will still be about three-quarters of the TFW
vocabulary that they will have to learn through the episodes and games. Given that
vocabulary is antecedent to more complex language competencies (sentence structure,
grammar, etc.) we think that eighth-grade students are in the best position to benefit from
TFW.

2. For reading, we will use the IPT. In the pretest the reading test seemed well-matched to
student abilities—there were no students who were at the top or bottom of the test. This
test also requires very little modification, if any. We will need to examine the alternate
forms of this test (we need one form for the pre-test and one for the post-test) to make
sure that there are no culturally inappropriate items.

3. For writing, we will use the IPT, including a second writing subtest that requires students
to write a story. We will not use the subtest that measures “writing conventions” such as
punctuation, since TFW does not aim to improve student competency in this area. The
range of total possible scores on the writing subtest will be 0 to 9 points, although we
could consider expanding the grading rubric.

4. For listening, we propose to revise the MAC listening test. For the MAC test, a tape is
supplied and a native U.S. English-speaking person provides instructions and reads all the
guestions to students. In administering the pretest, we found the instructions to be
somewhat cumbersome and the layout of the answer sheets was confusing to students.
We will simplify the directions and the answer forms. Two forms will be needed; one for
administration at the beginning of the year and one for administration at the end of the
year.
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5. RTI will explore devising a new test, assessing reading and listening skills based on items
that appear in TFW that do not appear in the school textbooks. This test will be
administered at the end of the school year. The structure of the listening test and items
will mirror the MAC listening test and will include: eight items that ask students to select
a picture that matches the word, eight items that are based on two short stories that are
read to students; and eight items that require students to select an appropriate response to
a conversational question. An audiotape will be professionally recorded that will be used
in all classrooms. There will be 26 reading items based on TFW. The total test will have
50 items.

6. The reading, writing, and listening tests should provide us with a scale of at least 86
points (53 reading, 10 writing, and 24 listening), although we may want to consider
weighting the subtests.

7. For the pretest, we propose administering a speaking test to a subsample of students—IF
the voice recognition applications can be made to work on the school machines. The
speaking test will be patterned on the MAC and will have three parts: students view
pictures and say the word in English; students are asked personal or conversational
questions about themselves; and students view a picture and are asked to tell a story
about the picture. The sessions will be tape-recorded. We had hoped to administer these
tests via computer but do not believe that the Internet connections will be sufficient.

8. We will ask to administer the assessments to ALL seventh and eighth grade students in
the two schools participating in the pilot. This will provide us with about 1,000 students
per grade or about 500 per test form. It will also allow us to estimate the growth in
language during an academic year by comparing end-of-year seventh-grade students
(equivalent to beginning eighth-grade students) with end-of year eighth-grade students.
Note that this will only be an approximation since we won’t have beginning and end-of
year scores for the same students. (We were unable to launch the pilot in the fall because
of delays in software development).

9. The proposed test battery will require approximately two hours of testing time. Reading
typically requires 60 minutes; writing 30 minutes and listening 30 minutes.

10. The IPT reading/writing test costs approximately $4 per booklet ($8,000 for the pilot).

11. Schools will be asked to provide beginning and end-of-year test scores on the district
assessments for eighth-grade students participating in the pilot. Officials in Gansu agreed
to this in December. We will need to collect identifying information from students (name
and school, perhaps birth date or school ID) to make the match.

2. Measure implementation

One of the goals of the pilot is to make sure that conditions are such that schools and teachers
can implement the program. Thus we want to confirm that TFW is fully functional, the
equipment is able to support student use, any technical support that is required is given to
schools, and teachers refer to TFW in the classroom and give students the opportunity to use the
program. At the December meeting in Gansu, the principals stated that they would make sure
that students have access to the computer lab for 40 minutes at least once a week, and the
principal of school committed to a higher level, promising to incorporate TFW in English classes
once each week. We will want to confirm these agreements and monitor the implementation. We
also want to learn how quickly or slowly students will move through TFW so that we can time
the full-scale data collection to closely follow the completion of TFW.
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Exhibit D-1 provides information on the questions we want to answer in the pilot. We will need
to collect data from several sources:

e We have asked Learning Games Network (LGN) to collect information on students’ use
of TFW (total time and highest-level episode), teacher use of TFW (total time or number
of logins and a count of times teacher reports are accessed), and “down periods” when
the system is not be used at all by the school (to uncover system issues or other events
preventing the use of the program). PCET will be asked to contact schools that have
down periods of more than one week to see if technical assistance is needed.

e Teachers will be asked to keep brief logs of their use of TFW, both in class and when
students are given access to the lab. We will develop a Chinese-language template for
the log.

e Structured interviews will be conducted at the end of the pilot with PCET and school
tech personnel to document the types of system support that were needed.

e Structured interviews will be conducted with principals at the end of the pilot to discuss
any issues in implementation and also the perceived benefits of using TFW.

e A checklist documenting the elements of the computing infrastructure will be collected
from each school.

3. Evaluate teacher training

In the pilot, we want to find out from teachers if the training they received was sufficient for
their subsequent use of TFW, and to gather their suggestions for ways it might be improved. We
will do this at two points in time. An initial questionnaire will be developed to be administered at
the end of teacher training to assess whether teachers feel they have the knowledge they need to
begin using TFW. At the end of the pilot, teachers will be asked to complete another
questionnaire assessing, in retrospect, if the training was adequate. These data will be supplied to
Coastline to help in creating the final teaching materials for the full-scale evaluation.

4. Field test data collection procedures

Professor Zhu, our data collection partner in China at East China Normal University (ECNU) has
arranged to bring graduate students from Shanghai to administer the tests and will also hire
additional administrators in Gansu province (probably from Northwest Normal University). We
will arrange a training session with Professor Zhu on the administration of the tests and will help
to prepare training manuals. RTI will observe the test administrator training and some test
administrations. RTI will also prepare a short information form that test administrators will be
asked to complete that describes salient features of the test session as well as any issues that
arose during the test session.

5. Gather feedback on experiences using The Forgotten World

At the completion of the pilot in June, we will collect some information concerning students’
experience using TFW on the student questionnaire. We will also collect information from
teachers on a teacher questionnaire, as well as convene a focus group of teachers to discuss the
experience.
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We may wish to conduct some number of cognitive interviews with students as they use the
software. This needs to be discussed with LGN and Coastline, to determine whether this
information will be useful to future development.

6. Pilot questionnaires

Teacher questionnaires

Teachers will be asked to complete a training evaluation, a teaching log, and a questionnaire, all
of which will be prepared in Chinese. The questionnaire to be in administered in June will
capture information on:

The quality of training

Experiences using TFW

Experience teaching English

Education and credentials for teaching English
Informal exposure to English, including travel
Likelihood that they will continue using TFW
Limited demographic items

Student questionnaires

Questionnaires will be administered to students in April and June. The questionnaires will be
designed to capture:
e Experience using TFW
Years of formal English instruction
Informal exposure to English (TV, videos, friends or relatives, etc)
Importance of learning English
Expectations for future
Limited demographic items

RTI will develop a list of items and ECNU will develop the Chinese-language questionnaires.
The questionnaires will be reviewed by a native Chinese-speaking survey methodologist at RTI.

Il. Plan for Full-Scale Evaluation

There are three major questions to be answered by the full-scale evaluation:

1. Do students exposed to TFW demonstrate improved English-language skills in reading,
writing, and listening, compared to students who have not been exposed to TFW?

Primary measure: Score on English-language tests at beginning and end of year that are
developed by the province.

Secondary measure: IPT reading and writing tests; MAC listening tests administered to treatment
and comparison schools at beginning and end of the year.
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2. Do students exposed to OLLI master the vocabulary and language presented by the
program that is not covered by classroom texts?

Primary measure: Reading and listening test developed for end-of-year based on words unique to
TFW that are not included in eighth-grade textbook. This test would need to be developed by
RTI and administered to treatment schools only.

3. What implementation factors make a difference in the degree to which students benefit
from TFW?

Primary measure: Primary outcome measure will be TFW-based test; may also used provincial
tests or IPT or MAC II. Implementation factors to be measured include: time spent on TFW,
teacher’s use of TFW in the classroom, level of English at introduction of TFW, etc.

RTI is currently planning the full-scale evaluation. On approval from ED, we will ask PCET to
identify 20 volunteer schools. These schools must be willing to participate in the evaluation, use
the Go For It! English textbook series, be located in reasonably accessible area, and have the
requisite hardware. We will then randomly assign 10 as comparison schools and 10 as treatment
schools. We will request that we randomly select four classrooms of eighth-grade English, taught
by two different teachers. We were told that there are approximately 60 students per class, so this
will provide over 200 students per school, or 2,000+ participants in the treatment and comparison
groups.

With 20 schools, assuming an intraclass correlation coefficient of .22, we will be able to detect
an effect size of approximately .65.° This means that the treatment group will need to have a
mean score that is two-thirds of a standard deviation higher than the comparison group to
conclude that TFW is effective. Since we have no previous data on the effectiveness of TFW, it
is difficult to know whether this assumption is warranted—it is an extremely high bar.

Twenty teachers will need to be trained in the use of TFW. If teachers are asked to administer the
tests, we will need to provide training on test administration to 40 teachers. At this point, we do
not envision providing an alternative intervention to comparison schools.

We may want to consider testing additional eighth-grade students who are not exposed to TFW
at the treatment schools. If there is no contamination, these students would provide strong
statistical controls. If there is contamination, it might provide documentation for the “viral”
effect of gaming applications and provide us with data that we can use to examine dose-related
response.

Additional power calculations will be prepared once we have the scale for the assessments.
However, final power calculations cannot be estimated until we have sample assessment data. If
it is clear that we cannot meet the power requirements, we may wish to reconsider the first
question posed above. We may also want to increase the prominence of the qualitative data

® This was estimated earlier assuming 70 students per school. We expect that increasing the sample size in
each school will allow us to detect a slightly lower effect size.
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(teacher focus groups and student cognitive interviews) in the final design for the full-scale
evaluation.

[ll. Summary and next steps

Once this plan is approved, a subcontract will be issued to ECNU to conduct the tasks assigned
in Exhibit D-1. We will also ask outside consultants to review the plan, and proposed

instruments, and provide feedback by March 22. Instruments will be submitted to ED for
approval on March 30.
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1. Purpose of the evaluation

The purpose of this project is to evaluate the implementation and efficacy of English language
learning software developed especially for middle school students in western China. Following a
trip to China by the U.S. president in 2001, the U.S. and China signed a bilateral memorandum
of understanding for a joint research and development project, known as the U.S.-China
E-Language Project. The E-Language software—named The Forgotten World (TFW)—has been
developed by Coastline Community College and Learning Games Network, with funding from
the Hewlett Foundation.

The focus of the evaluation is to compare the proficiency of the students exposed to the TFW
program with the proficiency of students who do not have access to TFW. We will also identify
implementation factors that facilitate or impede program effectiveness. A secondary purpose will
be to obtain user reaction to instructional features of the program. The major research questions
to be addressed are as follows:

e Do students exposed to TFW English demonstrate increases in proficiency when
compared to students without access to TFW English, given the same curriculum and
under conditions that allow reasonable access to the software? Proficiency in two main
areas and two cross-cutting areas will be measured:

o Listening skills
o Reading skills

e Does TFW increase student motivation to learn English?

e Does the program work for students at all levels of beginning English?

e What implementation factors make a difference in promoting student proficiency?

An experimental study, conducted by RTI in partnership with East China Normal University
(ECNU), is being conducted to answer this question. Although the circumstances do not allow
for a fully powered hypothesis-testing design, the current design will allow us to examine the
impact of TFW on a large group of students and will allow us to generate hypotheses about
whether the program is effective.

The design will compare eighth-grade students in five comparison and five treatment schools in
Gansu province, China. The selected schools are large middle schools with approximately 2,800
eighth-grade students enrolled in the treatment schools and another 2,800 enrolled in the
comparison schools. While we initially requested 20 schools (10 treatment and 10 comparison),
the provincial authorities determined that there were not enough schools that met the
technological and participation requirements for the project. A decision was made that we would
use the 10 schools that met the requirements and divide them into two groups, a treatment group
that would implement TFW and a comparison group.
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Students in the second year of middle school (eighth-grade students) will participate in the
evaluation. Proficiency gains will be measured over the course of a year (two semesters), and the
evaluation will be conducted in the 2009-2010 academic year. A schedule is provided in the
attachment.

2. Instrumentation (Task 3)

Assessment instruments and questionnaires were tested in two pilot schools in the province in the
spring of 2009. The 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 assessments were adapted based on preliminary work in China. For 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 listening test 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 were professionally
recorded at RTI to ensure comparability across sites.

The purpose of the pilot was to make sure that the tests were able to measure growth in English
proficiency among this population and that the modifications made to the tests did not alter the
equivalency of the pre- and post-test forms. The tests were administered at two pilot schools to
seventh- and eighth-grade students. Since we did not have a full year for the pilot, end-of-year
seventh-grade students represent scores that can be expected from beginning eighth-grade
students.

Results are presented in the tables below. Exhibits E-1, E-2, and E-3 present information on each
of the major tests that were used. As can be seen looking across rows, the two forms (pre-test and
post-test) were roughly equivalent across the tests; the largest difference is on the writing test.
Also, comparing results for seventh- and eighth-grade students, eighth-grade students
consistently performed better than seventh-grade students. Again, the writing test showed the
weakest result and may require some additional modification. A large number of students left the
writing test blank; in focus groups, students reported that they were unfamiliar with the test
format or had little or no experience writing English or both.

Exhibit E-1. IPT 2004 Reading Test Average Raw Score (Total Items = 53)

Form 1C Form 1D Difference between
Grade (n =940) (n =907) Form 1C and 1D
7th grade 20.07 20.58 -51
(n=1,017) SD =6.08 SD = 6.68 t=-1.27
(n =513) (n =504) not significant (p>.05)
8th grade 29.71 30.41 .70
(n=830) SD =9.91 SD =9.14 t=1.06
(n =427) (n = 403) not significant (p>.05)
Difference between 7th and -9.64 -9.83
8th grade t=-18.28 t=-18.07
p<.05 p<.05
Average Total 24.45 24.95
(N =1,847) SD =9.37 SD =9.25
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Grade Form A2 Form B2 Difference between Form
(n = 940) (n =899) A2 and Form B2
7th grade 12.80 11.76 1.04
(n = 1018) SD =2.96 SD =3.08 t=5.49
(n=513) (n =505) p<.05
8th grade 14.43 13.60 .83
(n = 821) SD =3.62 SD =3.36 t=3.4
(n=427) (n =394) p<.05
Difference -1.63 -1.84
between 7th t=-7.59 t=-8.54
and 8th grade p<.05 p<.05
Average Total 13.54 12.57
(N =1,839) SD =3.37 SD =3.33
Exhibit E-3. IPT 2004 Writing Test Average Raw Score
(Total Items = 3; Highest Possible Score = 9)
Form 1C Form 1D
Grade (n =922) (n = 894)
7th grade 1.80 2.20
(n =996; 354 received a SD=1.94 SD =2.37
score of zero) (n = 498; 189 received a score of (n =498, 165 received a score of
Zero) Z€ero)
8th grade 2.44 3.84
(n =820; 202 received a SD =2.68 SD =2.40
score of zero) (n = 424; 154 received a score of (n = 396; 48 received a score of
Z€ero) Z€ero)
Average Total 2.09 2.93
(N =1,816) SD =2.33 SD =252

Exhibit E-4 presents information on the combined score from the reading and listening tests.
Again, the tests are able to quantify a difference between seventh- and eighth-grade students.

Exhibit E-4. Reading and Listening Tests Combined Average Raw Score

(Total Items = 77)
Regular Form Alternate Form
Grade/Form (n =932) (n =873)
7th grade 32.88 32.40
(n=1,002) SD=7.81 SD =8.62
(n = 509) (n = 493)
8th grade 44.09 43.99
(n =803) SD =12.43 SD =11.32
(n = 423) (n =380)
Average Total 37.97 37.44
(N =1,805) SD =11.60 SD =11.43

Exhibit E-5 presents the combined raw score on the reading and writing test by the students’

scores on an eighth-grade English test administered by the schools. As expected, students who
score well on the eighth-grade school test tend to score well on the tests administered by the
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project, and students who perform poorly on the school tests tend to perform poorly on the tests
we administered.

Exhibit E-5. Reading and Listening Combined Raw Score by School Score of
Eighth-Graders

Pilot Reading and Listening Combined Score
Percent Correct

Score on 8th-Grade 76-100% 51-75% 26-50% 0-25% Total
School Test
Percent Correct
76-100% 32.2% 55.3% 10.5% 2.0% 152
51-75% 11.6% 69.5% 18.1% 0.8% 249
26-50% 3.8% 47.3% 45.8% 3.1% 260
0-25% 4.2% 26.0% 65.6% 4.2% 96

Total 92 405 243 17 757

Finally, the correlation between the subtests appears to be reasonable, as presented in Exhibit
E-6. The school score is not highly correlated with the listening test. This is consistent with the
rationale for the study; teachers and students in rural areas have little opportunity to interact with
native English speakers and consequently their listening (and speaking skills) are frequently
weaker than their reading skills.

Exhibit E-6. Correlations Between Tests

Reading Listening Writing School Score
Reading 1
Listening 0.56216653 1
Writing 0.64582232 0.37361175 1
School Score 0.47543256 0.30729068 0.498881887 1

Finally, RTI may develop one additional short test to be administered at the end of the year. This
test will be focused on the vocabulary that is unique to TFW and the vocabulary that is shared by
the school textbook and TFW.
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Attachment: Schedule of Major Activities

Schedule of Major Activities for Full-Scale Evaluation

Activity Responsible | Date

Identification of sample schools PCET June 30, 2009

Random assignment RTI July 10, 2009

Invitations to teacher training PCET July 15, 2009
LGN/Coastline visit selected schools LGN July 30 — August 3, 2009
Teacher training LGN/NWN | August 3 —6, 2009

Final preparation and shipping of RTI August 15, 2009
materials for pre-test

School visits to test equipment and meet LGN/NWN | September 14 — 18, 2009
with teachers

Test administrator training RTI/ECNU | September 28, 2009
Pre-test administration in schools ECNU September 29 — October 9, 2009
Quality control observations RTI/ECNU | November 23 — 27, 2009
Final preparation and shipping of RTI April 30, 2010

materials for post-test

Post-test administration ECNU June, 2010

Data entry ECNU June 30, 2010

Analysis and reporting RTI July — September 2010
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1. Background and Purpose of the Evaluation

The U.S. Department of Education [Policy and Program Studies Service (PPSS), within
the Office of Planning, Evaluation, and Policy Development (OPEPD)], is sponsoring an
evaluation of the E-language learning system named Open Language Learning Initiative for
English. (OLLI English). The computer-based game developed to help students learn English is
called The Forgotten Word (TFW).

RTI International (RTI) is carrying out the evaluation which is led by Dr. Patricia
Green. RTI is collaborating with East China Normal University (ECNU) for the work in
China. The project director at ECNU is Professor Zhu Yiming, a professor of the ECNU
Department of Education.

This evaluation has been scheduled to take place in Chinese middle schools for two
semesters from September 2009 to June 2010. The Chinese Ministry of Education identified
Gansu Province as a site that fit the requirements for the evaluation. The provincial authorities
selected the sampled schools. The evaluation aims to answer the following key evaluation
question:

Do students exposed to TFW demonstrate increases in proficiency in reading, writing,
listening, and speaking skills when compared to students without access to TFW, given the same
curriculum and under conditions that allow reasonable access to the software?

The role of the test administrators is to:
1. Confirm (and update if needed) the current student roster with the student tracking form.
2. Distribute consent forms to all students and read aloud the form.
3. Administer reading and listening tests.
4. Administer a questionnaire to all students participating in the survey about their thoughts
and experience about learning English (attached to the listening test).
5. Administer a questionnaire to all teachers participating in the teachers’ training for the
survey. The questionnaire asks about the teachers’ thoughts and experience about teaching
English.

2. Verifying the Student Roster with the Student Tracking
Form

2.1 Prior to Test Administration - Student Roster vs. Student
Tracking Form

The first important step is to obtain a current student roster for each selected classroom at
the school PRIOR to the test day (or at least 2 hours before testing is scheduled to begin). You
will need to review each student name listed on the current student roster against the tracking
form. A sample student tracking form is included in this manual as Attachment 1.

m If a student is missing from the student tracking form, you must add this student to the bottom
of the tracking form on a line that has been assigned an ID but has no name. Please put the
student’s name on the list. It is very important that we know who has been added to which
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classroom and school. Please check with these students and make sure they include their
TFW User ID on the questionnaire, or make a note that they do not have one assigned.

m If you notice a spelling change, please update the student tracking form with the correct
spelling.
m If you have more than 3 additional students on the student list in the class NOT listed on the

tracking form, you should assign new student IDs, using the same school and classroom IDs,
but adding student IDs beginning with 501.

2.2 On Test Day

All test materials have been bundled by classroom. Test materials for each student will be
inside individual envelopes. The outside of each envelope will list the student’s name and ID —
YOU MUST DISTRIBUTE THE ENVELOPES TO STUDENTS INDIVIDUALLY,
MATCHING THE NAME ON THE OUTSIDE OF THE ENVELOPE TO THE CORRECT
STUDENT. If you have added students to the student tracking form, you must give the newly
added student the corresponding student packet ID.

The students should confirm that they have received the correct envelope by verifying the
name on the outside of the envelope.

During the test, or after the test, please use the student tracking form to check off which
students take the test. Please make a check after the student ID on the tracking form.

3. Consent Forms
3.1 Parent Letter

We will give the schools a letter addressed to parents of the 8™ grade students who are
participating in the study, and ask the schools to distribute the letters to the parents. The letter
describes the purpose of the study, students’ participation, and confidentiality. Parents who do
not wish to have their child participate in the study can tear off the bottom portion of the letter
that says, “I do not wish to have my child participate in this research” and return it to the test
administrator. This student shall then be excluded from the study. Samples of the letter are
included in English as Attachments 4 and 5 (and 4a and 5a in Chinese).

3.2 Student Assent Form

Before the start of the English language assessment tests and student questionnaire, the
test administrator should give each student a copy of the student assent form and read it aloud to
the students. The form will explain the purpose of the study, the voluntary nature of their
participation, and that they are asked to complete assessment tests for reading and listening, as
well as a questionnaire about their thoughts and experience with learning English. The form also
assures the students that their individual test scores or responses to the questionnaire will not be
shared with their teachers, their parents, China’s Ministry of Education, or the U.S. Department
of Education. To ensure confidentiality, the students’ name will not be recorded on the tests but
will be represented by an ID number. If a student does not wish to participate, he or she shall be
excluded from the study. Copies of the forms are provided in English as Attachments 2 and 3
(and 2a and 3a in Chinese).
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3.3 Teacher Consent Form for Participation

Before administering the teacher’s questionnaire, the administrator should give a consent
form to each teacher. The form will explain the purpose of the study, the voluntary nature of
their participation, and that they are asked to complete a questionnaire about their thoughts and
experience surrounding teaching English. The form also assures the teachers that individual
responses to the questionnaire will not be shared with the school, other teachers, China’s
Ministry of Education, or the U.S. Department of Education. To ensure confidentiality, their
name will not be recorded on the questionnaire but will be represented by an ID number. If a
teacher does not wish to participate, he or she shall be excluded from the study. Copies of the
forms are provided in English as Attachments 6 and 7 (and 6a and 7a-Chinese). A copy of the
Teacher Questionnaire is provided as Attachment 8 and 8a.

4. Assessment Tests and Questionnaires

As mentioned previously, you will be administering the reading test, the listening test and
the student questionnaire to all students sampled for this study. It is very important that you
follow the scripts for each test — each student must hear the same information and you must
read/play the entire script for each test.

4.1 Reading Test

The reading test is also called the ‘IPT’ test and all items are in one booklet. Test
administrators distribute the envelopes (that contain both tests and questionnaires) before
beginning to read the directions for the reading test. After the envelopes are distributed, instruct
students to take out the reading test booklet.

When all students have the reading test on their desk, instruct them to open the booklet
and begin reading the script with the instructions for the first section.

The reading test has five sections and you will need to provide instructions (from the
script) before each section.

A copy of the script (in Chinese and English) is provided in Attachment 9. This script
must be practiced in advance of administering the test.

A copy of the reading test is provided as Appendix A.
4.2 Listening Test

Directions for the listening test must be played for the students using a cassette tape
recorder. Before beginning the tape, ask students to take the listening test from the envelope and
instruct them to open the booklet to the first page. Test administrators should explain to students
how the bubbles should be marked and then play the standardized recording for the test. Make
sure that all students understand what to do before the recording is played. As part of the test
instructions, the recording will cover the function of the bubbles again. The test instructions can
be replayed, but the actual English prompts should only be played once.
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A copy of the booklet containing the listening test and questionnaire is in Appendix B.
4.3 Student Questionnaire

The student questionnaire is the same booklet as the listening test. This part of the
assessment asks the student how they feel about learning English. Some students may be getting
tired of the test at this point, so you should encourage students to complete it and do their best. A
copy of the student questionnaire is provided in Attachment 9.

4.4 Teacher Questionnaire

The teacher questionnaires will be distributed to eighth-grade English teachers on arrival
to school and collected before departing from the school. A copy of the teacher questionnaire is
provided in Attachment 8.

5. Collecting the Test Booklets

When students have completed the test and questionnaires, collect all booklets from
students. The tests SHOULD NOT be put back into the envelopes. Please leave the envelopes in
the classroom or in a trash container at the school.

Thank the students and teacher for their participation before leaving the classroom.

Before leaving the school, please check off each booklet, including the teacher
questionnaire, on the Student Tracking Form.

Please bundle books from each class together and place in mailing box (do not use boxes
that were sent from U.S. as they may be damaged).

DO NOT include the student tracking form in the box with the tests. If for any reason a
box would be lost or stolen, it is important that a person looking at the tests would be unable to
link a test with a student name. Please give the tracking forms to Dr. Zhu or Liu Lu.

Thank you for your time and effort in this important China and U.S. evaluation!

6. CHECKLIST
Before going to school, check that you have:
e Copy of the Student Tracking Form for each class that you will be testing.
e Envelopes with booklets for all students on Tracking Form(s).
e Copies of Student Assent Forms.
e Script with instructions for reading test.

e Tape and tape recorder for listening test.
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In the classroom:

Introduce yourself to the class and explain purpose of the study

Give the consent forms to all students.

Distribute the envelopes with test booklets by calling student names.

Read aloud the consent form.

Instruct students to take the reading booklet from the envelope and read instructions for
the first section of the test. When students have finished first section, read instructions for
next section. There are 5 sections in the test.

Instruct students to take the listening test booklet from the envelope. Give instructions for
filling out “bubbles” and begin playing tape recorded instructions.

When students have finished listening test, tell them to turn the page and complete the
questionnaire.

When students have finished, collect all booklets. Leave envelopes at school.

After the test session:

e Complete the Student Tracking Form by checking off the IDs of all completed
booklets.

e If any unusual circumstances arose during the test, attach an explanatory note to
the Student Tracking Form.
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Attachment 1. Student Tracking Form

School in English | School in Chinese | School ID | Class# | Serial Number | Student Name | School test ID | Class test ID | Student test ID
10 1 1 910 201 301
1 2 910 201 302
1 3 910 201 303
1 4 910 201 304
1 5 910 201 305
1 6 910 201 306
1 7 910 201 307
1 8 910 201 308
1 9 910 201 309
1 10 910 201 310
1 11 910 201 311
1 12 910 201 312
1 13 910 201 313
1 14 910 201 314
1 15 910 201 315
1 16 910 201 316
1 17 910 201 317
1 18 910 201 318
1 19 910 201 319
1 20 910 201 320
1 21 910 201 321
1 22 910 201 322
1 23 910 201 323
1 24 910 201 324
1 25 910 201 325
1 26 910 201 326
1 27 910 201 327
1 28 910 201 328
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Attachment 2. Assent Form — Student - TFW
Dear Student:

Thank you for volunteering to participate in this study. This study is an Evaluation of the Open-Language Learning
Initiative for English (OLLI English). It is sponsored by the U.S. Department of Education, as part of a collaboration
project with China’s Ministry of Education. RTI International, a US-based non-profit research organization, is
conducting this study. We have also asked East China Normal University (ECNU) to help us.

The purpose of the study is to examine the effectiveness of English language learning software on students’ English
proficiency. We are interested in how students listen and read in English. To do this, we will give the students some
tests that will take about 1.5 hours to complete. In addition, we will ask you to fill out a questionnaire about your
experience and thoughts with learning English. You are one of about 6,000 middle school students participating in
this study.

Your participation is voluntary. You may change your mind and not participate at any point. If you decide not to
participate, there is no penalty. You may choose not to answer any question. There are no specific risks to you from
taking part in the study.

There are no other direct benefits to you from participating, but you will be helping us understand the effectiveness
of English language learning software on students’ English proficiency. Your name will not be recorded on the tests
or the questionnaire and you are only represented by an ID. We are required to keep all information confidential and
what you say or do on these tests will not affect your grades at school. Only authorized researchers at RTI and
ECNU will know your test scores and your responses to the questionnaire. No one else will know, not your school,
your teachers, the U.S. Department of Education, China’s Ministry of Education, or your parents.

If you have any questions about this study or your participation, please feel free to ask the test administrator.
We thank you in advance for your help!
Patricia J. Green

Project Director
RTI International
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Attachment 3. Assent Form — Comparison Students —no TFW
Dear Student:

Thank you for volunteering to participate in this study. This is a study of the Evaluation of the Open-Language
Learning Initiative for English (OLLI English). It is sponsored by the U.S. Department of Education, as part of a
collaboration project with China’s Ministry of Education. RTI International, a US-based non-profit research
organization, is conducting this study. We have also asked East China Normal University (ECNU) to help us.

The purpose of the study is to examine the effectiveness of English language learning. We are interested in how
students listen and read in English. To do this, we will give the students some tests that will take about 1.5 hours to
complete. In addition, we will ask you to fill out a questionnaire about your experience and thoughts with learning
English. You are one of about 6,000 middle school students participating in this study.

Your participation is voluntary. You may change your mind and not participate at any point. If you decide not to
participate, there is no penalty. You may choose not to answer any question. There are no specific risks to you from
taking part in the study. There are no other direct benefits to you from participating, but you will be helping us
understand the effectiveness of English language learning. Your name will not be recorded on the tests or the
questionnaire and you are only represented by an ID. We are required to keep all information confidential and what
you say or do on these tests will not affect your grades at school. Only authorized researchers at RT1 and ECNU will
know your test scores and your responses to the questionnaire. No one else will know, not your school, your
teachers, the U.S. Department of Education, China’s Ministry of Education, or your parents.

If you have any questions about this study or your participation, please feel free to ask the test administrator.
We thank you in advance for your help!
Patricia J. Green

Project Director
RTI International
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Attachment 4. Parent Letter — Treatment Schools -TFW Parents
Dear Parent or Guardian:

We are pleased to inform you that your child’s school has been selected to participate in an important study called
the Evaluation of the Open-Language Learning Initiative for English (OLLI English). It is sponsored by the U.S.
Department of Education, as part of a collaboration project with China’s Ministry of Education. RTI International, a
US-based non-profit research organization, is conducting this study. We have also asked East China Normal
University (ECNU) to help us.

The purpose of the study is to examine the effectiveness of English language learning software on students’ English
proficiency. We would like to measure students’ English language proficiency in listening and reading. To do this,
we will give the students some tests that will take about 1.5 hours to complete. In addition, we will ask your child to
fill out a questionnaire about his or her experience and thoughts with learning English. Your child will be one of
about 6,000 middle school students participating in this study. Your child’s participation is voluntary. You or your
child may withdraw from the study at any point.

There is no penalty if you or your child decides not to participate. Your child may choose not to answer any
question. There are no specific risks to your child from taking part in the study but he or she might feel slightly
uncomfortable with the test administrator because your child might not have met him or her before. There are no
other direct benefits to your child from participating, but he or she will be helping us understand the effectiveness of
English language learning software on students’ English proficiency. Your child’s name will not be recorded on the
tests or the questionnaire but will only be represented by an ID. We are required to keep all information confidential
and your child’s performance on these tests will not affect his or her grades at school. Only authorized researchers at
RTI and ECNU will know your child’s test scores and responses to the questionnaire. They will not be shared with
the school, the teachers, the U.S. Department of Education, China’s Ministry of Education, or with you.

If you do not wish to have your child participate, please tear off the bottom portion of this letter and have your child
give it to the test administrator. If you have any questions about this study or your child’s participation, please feel
free to ask the test administrator that will be at your child’s school. We thank you in advance for your cooperation in
this important study.

Sincerely,
Patricia J. Green
Project Director
RTI International

I do not wish to have my child participate in this research.
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Attachment 5. Parent Letter — Comparison Schools - Non TFW Parents
Dear Parent or Guardian:

We are pleased to inform you that your child’s school has been selected to participate in an important study called
the Evaluation of the Open-Language Learning Initiative for English (OLLI English). It is sponsored by the U.S.
Department of Education, as part of a collaboration project with China’s Ministry of Education. RTI International, a
US-based non-profit research organization, is conducting this study. We have also asked East China Normal
University (ECNU) to help us.

The purpose of the study is to examine the effectiveness of English language learning. We would like to measure
students’ English language proficiency in listening and reading. To do this, we will give the students some tests that
will take about 1.5 hours to complete. In addition, we will ask your child to fill out a questionnaire about his or her
experience and thoughts with learning English. Your child will be one of about 6,000 middle school students
participating in this study. Your child’s participation is voluntary. You or your child may withdraw from the study at
any point.

There is no penalty if you or your child decides not to participate. Your child may choose not to answer any
question. There are no specific risks to your child from taking part in the study. There are no other direct benefits to
your child from participating, but he or she will be helping us understand the effectiveness of English language
learning in China. Your child’s name will not be recorded on the tests or the questionnaire but will only be
represented by an ID. We are required to keep all information confidential and your child’s performance on these
tests will not affect his or her grades at school. Only authorized researchers at RT1 and ECNU will know your
child’s test scores and responses to the questionnaire. They will not be shared with the school, the teachers, the U.S.
Department of Education, China’s Ministry of Education, or with you.

If you do not wish to have your child participate, please tear off the bottom portion of this letter and have your child
give it to the test administrator. If you have any questions about this study or your child’s participation, please feel
free to ask the test administrator that will be at your child’s school. We thank you in advance for your cooperation in
this important study.

Sincerely,
Patricia J. Green

Project Director
RTI International

I do not wish to have my child participate in this research.

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



Appendix F — Data Collection Procedures and Materials: 2009 Pre-Test Test Administrator Manual, Attached
Informed Consent Forms, and Questionnaire

Attachment 6. Consent Form for Participation in the Teacher Questionnaire - TFW
Dear Teacher:

Thank you for volunteering to participate in this study. This study is an Evaluation of the Open-Language Learning
Initiative for English (OLLI English). It is sponsored by the U.S. Department of Education, as part of a collaboration
project with China’s Ministry of Education. RTI International, a US-based non-profit research organization, is
conducting this study. We have also asked East China Normal University (ECNU) to help us.

The purpose of the study is to examine the effectiveness of English-language learning software on students' English
proficiency. We would like to measure students’ English language proficiency in listening and reading. At this time,
we are asking you to fill out a questionnaire about your experience and thoughts with teaching English. It will take
about 10 minutes to complete. You will be one of about 90 middle school teachers participating in this study.

Your participation is voluntary. You may withdraw from the study at any point. There is no penalty if you decide
not to participate. You may choose not to answer any question. There are no specific risks to you from taking part in
the study. There are no other direct benefits to you from participating, but you will be helping us understand
teachers’ experiences in teaching English . Your name will not be recorded on the questionnaire, but will be
represented by an ID. We are required to keep all information confidential and your responses in the questionnaire
will not affect your status at school. Only authorized researchers at RT1 and ECNU will know your responses to the
questionnaire. They will not be shared with the school, others teachers, the U.S. Department of Education, China’s
Ministry of Education, or with your students.

If you have any questions about this study or your participation, please feel free to ask the questionnaire
administrator.

We thank you in advance for your help!
Sincerely,
Patricia J. Green

Project Director
RTI International
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Attachment 7. Consent Form for Participation in the Teacher Questionnaire — NO
TFW

Dear Teacher:

Thank you for volunteering to participate in this study. This study is an Evaluation of the Open-Language Learning
Initiative for English (OLLI English). It is sponsored by the U.S. Department of Education, as part of a collaboration
project with China’s Ministry of Education. RTI International, a US-based non-profit research organization, is
conducting this study. We have also asked East China Normal University (ECNU) to help us.

The purpose of the study is to examine the effectiveness of English-language learning. We would like to measure
students’ English language proficiency in listening and reading. At this time, we are asking you to fill out a
questionnaire about your experience and thoughts with teaching English. It will take about 10 minutes to complete.
You will be one of about 90 middle school teachers participating in this study.

Your participation is voluntary. You may withdraw from the study at any point. There is no penalty if you decide
not to participate. You may choose not to answer any question. There are no specific risks to you from taking part in
the study. There are no other direct benefits to you from participating, but you will be helping us understand
experiences and thoughts about teaching English. Your name will not be recorded on the questionnaire, but will be
represented by an ID. We are required to keep all information confidential and your responses in the questionnaire
will not affect your status at school. Only authorized researchers at RT1 and ECNU will know your responses to the
questionnaire. They will not be shared with the school, others teachers, the U.S. Department of Education, China’s
Ministry of Education, or with your students.

If you have any questions about this study or your participation, please feel free to ask the questionnaire
administrator.

We thank you in advance for your help!
Sincerely,
Patricia J. Green

Project Director
RTI International
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Atachment 2a. Assent Form- Student TFW

EENRZE :
HEHMREES 5EARMMEE, X% 0pen-Language Learning Initiative for English (OLLI
English)

PRy — it fd, XMAREHEEREBRPEHREDLREN , MAEEZENFER

HAARTI International# 175 M, BAEIE THERITERZ—EEH.

XOARRATETHRREFINGRBEDTZFENKENEE, BNFLTHZENE

KX LWV, ERWEED, AR EREBIULZETR —EARAFTELS/DR TR,

BNELXBEREE—FRSUME T HRREFIRXHNELRMNBE, RIELH6000NS N

EHHREZEZ—,

RN ERETE£BEN. RETAMRBAUREETEHREFLSE | MRIFRE

FESEATQZIEALS . RETUREFTEZEM—PMUERPHEE, RSERuH

RILEZXEK,

REERTMREFLEZIEMEENR  BRABPRINTHREEZIRMERSE

S REBREEE LAY, FRBEBFHTIPLRENRERESE L , RNBFLAR

BRE., RINEAEXIFGRERBMURE | REHTURAPIEAREH—1 , BT
EMREERNAS . EERERNHORTIAERFERAZNHER T 2HERINIRE

RNmBEE, HedMA , SEFENZER, BN, XEHEFE. PEREDHIMRHRKE

HFr2HE,

BEEXRAIEINEHEETURERENEMEE , FTERXTRIMRASRNSE , W

RIREERBERELRN,

FEt R GRS 5,

RTI International 325 B £ &

Patricia Green
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Attachment 3a. Assent Form- Comparison Students — No TFW

EENRZE :
HEHMREES 5EARMMEE, X% 0pen-Language Learning Initiative for English (OLLI
English)

PRy — it fd, XMAREHEEREBRPEHREDLREN , MAEEZENFER
HAARTI International# 175 M, BAEIE THERITERZ—EEH.

XIARRAN TETHREESEINER . BRINFLETHRFENERX MR, W
BEH. HRDPERBIUFETR —LEARAFELISPRERAINR. RINEKXFREE
— D EBUE T BIREZIEXNWARRMNE L, IREYN6000NS IMHRMNPEEESZ —
RN ERETE£BEN. RETAMRBAUREETEHREFLSE | MRIFRE
FESEATQZIEALS . RETUREFTEZEM—PMUERPHEE, RSERuH
RILEZXEK,

REERTMREFLEZIEMEERZR  BRABPRINTHREBESZINERM
o MHUBFHTWLERENREREAEL , FNBFZT2RARBRE., RINEAELITF
FIEREMMURE , REH#HTUNREPTREORMN —1] , BFRLEMREERNR SR, K
BHBIRHRTINERTERAENHRATXANERONZERNEERE, HEFMA
, BEMNER, BIf, XEHEH. PEHEFHIRNRXEHTLHE,
BEXAIEINEHEETURERENEMEE , FTERXTRIMRSRNSE , W
RIREERBERELRN,

FEt R GRS 5,

RTI International #3521 B =&

o ) Jeein
Patricia Green
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Attachment 4a. Parent Letter — TFW Parents

BEHLBRYH A :
RINBBNEAL , EHRTFHERERLRESE - EREEHHRAE , W Open-
Language Learning Initiative for English (OLLI

English), XTAREHEEHNEBRFEHRFTHLBES , MEAEXENIFEEFAEAR
RTI International# T3k, FAITRE THRIMBRE —EEHE,
HIMRRETMREFIVEREEYTEENREEE., RISNEFEERE LN
U, RHEED, ARDPERBIUFETH —ERAFELS PR TERAMIR, A, &
NELXBERNZFEE—HQRIBUET BUEEFIRXNELRANEE. BHEFRKAI6
O0OMNBESMIMENFIZELZ—, BNBETHNSERARAREN , BRNENEKFE
EAHRE AT UREETEHREF LSS,

MRERENBRFRETESS | §F2ZREALD . BNEFATLORET BEEAN
BHhWEE, RNBRFSERNRRTLEZNE , BERMUATESEBELETIRE i
F—ENREBRXREXNEMNEENHARLE, RNBEFSEFMAREFTLEZINEM
EEfR  BRAFBPENTBREZIRHERSFEREBERASFEE LHERE, &1
BFHNEFATBLEFENREIES L , tNEF2ARBRE. RITENELTOR
FIEREMURE , ENERFENR ENRIAFTLENBEFRNAR, EEERRNHR
TINERTEAEZNARER S 2HELNEFHNNHAERNESEE. REFEAA , 24
FR, BN, XEHEH. PELRFHRAEHBF2HE A,
MREAFEENBEFSEXANARIE , BHTXHRHETA , LENKFTELERE
XRENBAER . WRENETHARSENERFNSEEEMEIE , HRRELEN
BIHEREEXXRXNENARER, BHLRESXNEENFTR,

RTI International 325 B £ &

firians): fareem

Patricia Green & Lt

BFAHLERNETFSEXRNMRIE .
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Attachment 5a. Parent Letter — Non TFW Parents

BEHRLBRYH A :
RNEENBAL  CHKTHFREMEERSE— M EREEOHRME , W Open-
Language Learning Initiative for English (OLLI

English), XTI RHAEXEHNENRFEHEFHBHLREAEH , MAEXEMNEERLER
RTI International# T3k, FAITRE THRIMBRE —EEHE,
HHARRETHRRBESZINER M, BRIMNANEFXEER LT, ERNBED,
RMERBIIUFETE —ERAFEZLSPATANNR. A, BINESBEROKF
EE-QRIBUETBREEFZFIRXNELRANEE. BHEFRKLY600018ES ML
NAENPZEEZ—. ENBEFHNSERABRARN , EHNEN K FHEEAEHMERE AT K
TEBHREEFLSE,

MRERENBRFRETESS | §F2ZREALD . BNEFATLORET BEEAN
BHhWEE, RNBRFSERNRRTLEZNE , BERMUATESEBELETIRE i
F—ENREBRXREXNEMNEENHARLE, RNBEFSEFMAREFTLEZINEM
EEfDZ  BRAFPENTHRPFERFESEZINERML. ENEFHNEFAT2RL
FENREBRFASL , N BF2ARERE, BINEAELTRAERBMURE |, &
MEFENRE ENRAFTLENBEFRAAR, EERRIORTIFLRITEXZHH
RASHELENZEFHNNRLERNEBEE, HEAATA , SEFER, BN, ZEBHE
., PEHEFBHEHT2WE A,
MREAFEENBEFSEXANARIE , BHTXHRHETA , LENKFTELERE
XRENBAER . WRENETHARSENERFNSEEEMEIE , HRRELEN
BIHEREEXXRXNENARER, BHLRESXNEENFTR,

RTI International 325 B £ &

firians): fareem

Patricia Green & Lt

BFAHLERNETFSEXRNMRIE .
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Attachment 6a. Consent Form for Participation in the Teacher Questionnaire — TFW

WEMNEIM

B EEES EARMMIE, X% 0pen-Language Learning Initiative for English (OLLI
English) Frfy — T iffd, XTAREHEEHEHBRPEREDLRED , MAEEE
M IEERIALRTI International # 1T3E e, HIEE TERFBERE—EEHE,

AR ETHMREFIRAEREEYTEENRNEE., RINSNEFATER LN
0T, BEHEED. BRIRIISEFEE—RRISUE T BIRERBERZENLRINEE, B8
RATRL0DHEN T TR BRELYOMUSMARNFZEFZ—,
ZHZERETELBEEN. SEAMMRFATNRTETEHREEFELSE | MRERE
TEZERHTRZEMLD . BEAMUREFEEZEM—MURPHEE, £S5KmEH
RIELEZIXNK, ZSEXTMREF2EZETMEEZFZE , BRI T HHF
EREBHZEHINER., ENEBFIHTSHLRERNSE L, BINEAEXLTERBEER M
RE , BEABLNERTAFNEEERNFARFE, HEEENPRTIFERIMTE
AEMRATRHMELNRAEEE, HEEMAA , SEENER. EERNEE,. ZEH
I, PEHSBRENFEEHRT2HE,
BXXRENHEITUBEEENTMARE , FERXTHIMRARARNS S , IR
SEREERELRN,

¢ mR

Et R HERNS S,
RTI International ff 32 B £ &

Patricia Greenff £t
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Attachment 7a. Consent Form for Participation in the Teacher Questionnaire — NO
TFW

WEREIM

BB ES EARIMME, XX 0pen-Language Learning Initiative for English (OLLI
English) Ty —T1 i, XTMARRHEXEHXEBRPEREFLBES , MAEEE
HIEE FALRTI International #7381, HIIBE THERMBERZE—EEHE,
HITHREETHREEESFINER L. RIMNANEFETERX LNV, ENEED, B
RN FLREE—RRIBUETHRREREBEHRENLBIEL, [BRATE105 #E]
AFER. BRAONUSMHARNFZENZ—,

EHNSERBETR2BEN, ZERMAMEBANRTEEHREEFLSE  MRERE
FESZEHTRZE LS. BEAUREFREFERA—NMUEFHNEB, S 5K
RITEZRK, BSEXRTMHREFTREZ T MEENZ , BR2BBERN T HHT
EREBHEHRNEZR, ZFNEFTHTLABLRERSE L, RINEAELTGRERE A
RE , FEABLNEZRTRAFNEEERN A RNFE. BEEBNHRTIFLRINTE
REMRIATRAEENEEBEE, HEAMA , BELENER. EFRVEE. ZEH
Bif, DEHBEBRENFEHTLHE,
EEXXEREBHNAREITUEEEENTMAEE , FERXTHIMRARRNS S , IR
LEREBERERM,

FEt REHIRN S5,

RTI International #3521 B =&

i) flraenm
Patricia Green®{ Lt
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Attachment 8. Teacher Questionnaire

The following questions are about your experience and thoughts. There are no right or
wrong answers. Please read all questions thoroughly and provide a response to the best of
your ability. Directions are provided at each question. Please mark the box next to your
answer choice, like this: For some questions, you will be asked to write your responses
using words or numbers.

1.

2.

Are you male or female? L] Male [ ] Female
What year were you born? L1219 | |
How many years have you taught English? |__ | | years

The following questions are about your English classes this semester.
a. How many classroom hours of English classes do you teach on a weekly basis?

b. How many English classes do you teach? |___| classes
c. What are the grade levels? [ ] 7" grade [ ] 8" grade [ ] 9" grade

Do you have a degree in English? [ INo []Yes

The following questions are about the highest degree you have completed. Using the list on the
bottom, please fill in the corresponding number.

a. What is the highest level of degree you have completed? | |
b. What is the highest level of degree in English you have completed? | | (Write
0 if you do not have a degree in English)

List of Highest Degree Completed

(1) Less than High School

(2) High School Diploma

(3) 3-Year Normal High School Diploma

(4) Associate Degree, including 5-Year Normal College
(5) 4-Year University

(6) Advanced Degree

During this semester, have you participated in teachers’ training related to English teaching
that was organized by your school? (Mark one answer)

[ ] No
[ ] Yes > How many days intotal? ||| days
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10.

11.

During this semester, have you participated in teachers’ training related to English teaching
that was organized by an entity other than your school? (Mark one answer)

[ ] No
[ ] Yes > How many days intotal? |__| | days

Currently, how experienced are you with using instructional technology to improve classroom
instruction for English? (Mark one answer)

[ ] Not experienced at all
[ ] Less experienced

[ ] Somewhat experienced
[ ] Very experienced

Have you used computer software for teaching 8" grade English classes? (Mark one answer)

[ ]No
[ ] Yes = What kind of software? Please specify:

What are some teaching methods that you frequently use for teaching 8" grade English
classes? (Mark all that apply)

[ ] Give lectures according to textbook chapters

[_] Incorporate supporting materials for classroom instruction
[ ] Design English language games and activities

[_] Focus on test-taking skills

[ ] Something else = What are they? Please specify:

12.

13.

14.

F-24

In general, what percentage of time do you use Chinese (including lecture, oral questioning,
dialogues, etc.) to teach 8w grade English classes?

[ ] Less than 20%
[ ]20% - 50%
[ ]50% - 80%
[ ] More than 80%

Do you have a computer at home?

Yes
No

Do you have access to the internet at home?

Yes
No
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15.  What is your username for the Forgotten World?

16. Being as objective as you can, how motivated are your 8" grade students in terms of learning
English?
[ ] Not motivated at all
[ ] Less motivated
[ ] Somewhat motivated
[] Very motivated

17. Currently, which of the following apply to you? (Mark all that apply)

[_] I have traveled to English-speaking countries
[_] 1 use English to speak with relatives, family, or friends
[ 11 read English language books and magazines, newspapers, and Web sites

18. How often do you watch English language TV programs for at least 15 minutes in a sitting?
(Mark one answer)

[ ] Never

[ ] Once every few months

[ ] Once or twice a month

[ ] Once or twice a week

[ ] Three or four times a week

[ ] Everyday

19. How often do you use English to have online chat with people or write e-mails?

[ ] Never

[_] Once every few months

[ ] Once or twice a month

[ ] Once or twice a week

[ ] Three or four times a week

[ ] Everyday

20. How important do you feel that learning English is to middle school students in this area?
(Mark one answer)

[ ] Not important at all
[ ] Less important

[ ] Somewhat important
[] Very important

Thank you for completing this questionnaire!
We will keep your responses confidential.
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Attachment 8a. Teacher Questionnaire (Chinese)

ARNEIERANT TREALEREFTANEH ARk, ETDEIANEZS. &
PARRSAAMEEE, HABREANTE, FRELDRKT, ESENTE, 4o
NIREES AP DS EEE T IR0

1 MBI RIR - O%: Ox%

2. MEHIHAESAR: |19 | |

B RMNEREHERZLET? || |F

4. EE TR T A AR B ET JE S 5 T A 1) A

a. BERABMETGERFNRNEL: | | |
d. BHEEFESFRRERR: | | 1R
e. BWREsESR? 744 844k, []9FEH

5. AT RFE S ? OA%: [O#
6. T 5 A% FEMBRALY . HRBH T RREHR, EARXS,
a EFEAMREEER: ||
b. EAEEE L N EARA BB LR || ERRIEE L, 50)
BRFi%
(1) ik BLF
(2) Fik 22
(3) 34 R ER b 5 22
(4) REEFET (Fr5eEdi)
(5) REEARIHE,
(6) R ol
7. KSEERTEES S MARAS, FESETENRTEIES? AT
O#s5
O#25 > BatMmALR: |||~
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8. ALFERRATES EL MR BT HAR (AEFEAK) , FEHZETEHREIHEI
EEN? (BTG
[1&z5
1AZ25 > Saitmkgry: || | R
9. Hil, BEMAHAFIAITFRIEEREHLETEHEAWM?  (BAIHEE
HECEXNS
[] by
[] be#sns

S
10. EH, BHRAESERMITERFHEATTHENKE? (BRI

[ &

(AR > RAT AR ENRE? 55 .
11. BESERHTER T F AN E T EAWHE? (BT

[ ¥ B 20b A UM kg A

[ $0— Lo bbbl TR s 0
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Attachment 9. Student Questionnaire

The following questions are about your experience and thoughts in learning English. There
are no right or wrong answers. Please read all questions thoroughly and provide a response
to the best of your ability. Directions are provided at each question. Please mark the box

next to your answer choice, like this: For some questions, you will be asked to write
your response.

1. Areyouaboyoragirl? []Boy []Girl
2. Whatyearwereyouborn? | 1 | 9] 9| |
3. In what grade did you first start learning English at school? |___| grade

4. Currently, how important is learning English to you? (Mark one answer)
] Not important at all
] Not too important
(] Somewhat important
(] Very important

5. Currently, which of the following apply to you? (Mark all that apply)
(11 have traveled to English-speaking countries
(] 1 would use English to speak with relatives, family, or friends
(] 1 would read English language books and magazines, newspapers, and Web sites

6. How often do you watch English language TV programs for at least 15 minutes in a
(Mark one answer)

[ ] Never

] Once every few months
(] Once or twice a month

(] Once or twice a week

[_] Three or four times a week

[] Everyday

7. How often do you use English to have online chat with people or write e-mails? (Mark one
answer)

[ ] Never

[] Once every few months

[ ] Once or twice a month

[ ] Once or twice a week

[ ] Three or four times a week
[] Everyday
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8. How often do you play computer games that have vocabulary in English?
(Mark one answer)
[ ] Never
] Once every few months
[] Once or twice a month
(] Once or twice a week
[ ] Three or four times a week
[] Everyday
9. Do you go to an English tutoring class outside of school? (Mark one answer)
[ ] Never
(] I have, but not anymore
[] 1 do, but have not before
(] I always have
10. Currently, how interested are you in learning English? (Mark one answer)
[] Not interested
[ ] Less interested
[ ] More interested
[ ] Very interested
11. Students in general may experience difficulty when they are learning English. Currently, how
difficult are the following areas to you? (Mark one answer per row)
Level of Difficulty
Content Not Difficult At . cp Somewhat er
Al A thtle_leflcuIt Difficult Very [Ifflcult
a. | Vocabulary L L L L
b. | Grammar LI LI LI LI
c. | Listening L] L] L] L]
d. | Reading L] L | L L]
e. | Writing [] [] [] []
f. | Speaking [] [] [] []
12. Realistically, do you expect to attend university some day? (Mark one answer)

[ ] No
[ ]Yes
[ ] Unsure
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13. Do you have a computer at home?

[ ]Yes
[ ] No

14. Do you have access to the internet at home?

[ ]Yes
[ ] No

15. How often do you play computer or video games?
[ ] Never
] Once every few months
[ ] Once or twice a month
[ ] Once or twice a week
[ ] Three or four times a week
[] Everyday

16. What is your username for the Forgotten World?

Thank you for completing this questionnaire!
We will keep your responses confidential.
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Attachment 9a. Student Questionnaire
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1. Background and Purpose of the Evaluation

The U.S. Department of Education [Policy and Program Studies Service (PPSS), within
the Office of Planning, Evaluation, and Policy Development (OPEPD)], is sponsoring an
evaluation of the E-language learning system named Open Language Learning Initiative for
English. (OLLI English). The computer-based game developed to help students learn English is
called The Forgotten Word (TFW).

RTI International (RTI) is carrying out the evaluation which is led by Dr. Patricia
Green. RTI is collaborating with East China Normal University (ECNU) for the work in
China. The project director at ECNU is Professor Zhu Yiming, a professor of the ECNU
Department of Education.

This evaluation has been scheduled to take place in Chinese middle schools for two
semesters from September 2009 to June 2010. The Chinese Ministry of Education identified
Gansu Province as a site that fit the requirements for the evaluation. The provincial authorities
selected the sampled schools. The evaluation aims to answer the following key evaluation
question:

Do students exposed to TFW demonstrate increases in proficiency in reading, writing,
listening, and speaking skills when compared to students without access to TFW, given the same
curriculum and under conditions that allow reasonable access to the software?

The role of the test administrators is to:
1. Confirm (and update if needed) the current student roster with the student tracking form.
2. Distribute consent forms to all students and read aloud the form.
3. Administer reading and listening tests.
4. Administer a questionnaire to all students participating in the survey about their thoughts
and experience about learning English (attached to the listening test).
5. Administer a questionnaire to teachers participating in the program study. The
questionnaire asks about the teachers’ thoughts and experience about teaching English. There
are two versions of the questionnaire: one for teachers in the “treatment” schools that are
using The Forgotten World and one for teachers in “comparison” schools.

2. Verifying the student roster with the Student Tracking
Form

2.1 Prior to Test Administration - Student Roster vs. Student
Tracking Form

The first important step is to obtain a current student roster for each selected classroom at
the school PRIOR to the test day (or at least 2 hours before testing is scheduled to begin). You
will need to review each student name listed on the current student roster against the tracking
form. A sample student tracking form is included in this manual as Attachment 1.
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m If astudent is missing from the student tracking form, you must add this student to the bottom
of the tracking form on a line that has been assigned an ID but has no name. Please put the
student’s name on the list. It is very important that we know who has been added to which
classroom and school. Please check with these students and make sure they include their
TFW User ID on the questionnaire, or make a note that they do not have one assigned.

m If you notice a spelling change, please update the student tracking form with the correct

spelling.

m If you have more than 3 additional students on the student list in the class NOT listed on the
tracking form, you should assign new student IDs, using the same school and classroom IDs,
but adding student 1Ds beginning with 601.

2.2 On Test Day

All test materials have been bundled by classroom. Test materials for each student will be
inside individual envelopes. The outside of each envelope will list the student’s name and ID —
YOU MUST DISTRIBUTE THE ENVELOPES TO STUDENTS INDIVIDUALLY,
MATCHING THE NAME ON THE OUTSIDE OF THE ENVELOPE TO THE CORRECT
STUDENT. If you have added students to the student tracking form, you must give the newly
added student the corresponding student packet ID.

The students should confirm that they have received the correct envelope by verifying the
name on the outside of the envelope.

During the test, or after the test, please use the student tracking form to check off
which students take the test. Please make a check after the student ID on the tracking form.

3. Consent Forms
3.1 Parent Letter

We will give the schools a letter addressed to parents of the 8™ grade students who are
participating in the study, and ask the schools to distribute the letters to the parents. The letter
describes the purpose of the study, students’ participation, and confidentiality. Parents who do
not wish to have their child participate in the study can tear off the bottom portion of the letter
that says, “I do not wish to have my child participate in this research” and return it to the test
administrator. This student shall then be excluded from the study. Samples of the letter are
included in English as Attachments 4 and 5 (and 4a and 5a in Chinese).

3.2 Student Assent Form

Before the start of the English language assessment tests and student questionnaire, the
test administrator should give each student a copy of the student assent form and read it aloud to
the students. The form will explain the purpose of the study, the voluntary nature of their
participation, and that they are asked to complete assessment tests for reading and listening, as
well as a questionnaire about their thoughts and experience with learning English. The form also
assures the students that their individual test scores or responses to the questionnaire will not be
shared with their teachers, their parents, China’s Ministry of Education, or the U.S. Department
of Education. To ensure confidentiality, the students’ name will not be recorded on the tests but
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will be represented by an ID number. If a student does not wish to participate, he or she shall be
excluded from the study. Copies of the forms are provided in English as Attachments 2 and 3
(and 2a and 3a in Chinese).

3.3 Teacher Consent Form for Participation

Before administering the teacher’s questionnaire, the administrator should give a consent
form to each teacher. The form will explain the purpose of the study, the voluntary nature of
their participation, and that they are asked to complete a questionnaire about their thoughts and
experience surrounding teaching English. The form also assures the teachers that individual
responses to the questionnaire will not be shared with the school, other teachers, China’s
Ministry of Education, or the U.S. Department of Education. If a teacher does not wish to
participate, he or she shall be excluded from the study. Copies of the forms are provided in
English as Attachments 6 and 7 (and 6a and 7a-Chinese). A copy of the Teacher Questionnaire
for treatment schools is provided as Attachment 8 and 8a. The Teacher Questionnaire for
comparison schools is provided as Attachment 9 and 9a.

4. Assessment Tests and Questionnaires

As mentioned previously, you will be administering the reading test, the listening test and
the student questionnaire to all students sampled for this study. It is very important that you
follow the scripts for each test — each student must hear the same information and you must
read/play the entire script for each test.

4.1 Reading Test

The reading test is also called the ‘IPT’ test and all items are in one booklet. Test
administrators distribute the envelopes (that contain both tests and questionnaires) before
beginning to read the directions for the reading test. After the envelopes are distributed, instruct
students to take out the reading test booklet.

When all students have the reading test on their desk, instruct them to open the booklet
and begin reading the script with the instructions for the first section.

The reading test has five sections and you will need to provide instructions (from the
script) before each section.

A copy of the script (in Chinese and English) is provided in Attachment 10. This script
must be practiced in advance of administering the test.

A copy of the reading test is provided as Appendix A.
4.2 Listening Test

Directions for the listening test must be played for the students using a cassette tape
recorder. Before beginning the tape, ask students to take the listening test from the envelope and
instruct them to open the booklet to the first page. Test administrators should explain to students
how the bubbles should be marked and then play the standardized recording for the test. Make
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sure that all students understand what to do before the recording is played. As part of the test
instructions, the recording will cover the function of the bubbles again. The test instructions can
be replayed, but the actual English prompts should only be played once.

A copy of the booklet containing the listening test and questionnaire is in Appendix B.
4.3 Student Questionnaire

The student questionnaire is the same booklet as the listening test. This part of the
assessment asks the student how they feel about learning English. Some students may be getting
tired of the test at this point, so you should encourage students to complete it and do their best.

4.4 Teacher Questionnaire

The teacher questionnaires will be distributed to eighth-grade English teachers on arrival
to school and collected before departing from the school. A copy of the teacher questionnaire for
treatment schools is provided in Attachment 8 and for comparison schools in Attachment 9.

5. Collecting the Test Booklets

When students have completed the test and questionnaires, collect all booklets from
students. The tests SHOULD NOT be put back into the envelopes. Please leave the envelopes in
the classroom or in a trash container at the school.

Thank the students and teacher for their participation before leaving the classroom.

Before leaving the school, please check off each booklet, including the teacher
questionnaire, on the Student Tracking Form.

Please bundle books from each class together and place in mailing box (do not use boxes
that were sent from U.S. as they may be damaged).

DO NOT include the student tracking form in the box with the tests. If for any reason a
box would be lost or stolen, it is important that a person looking at the tests would be unable to
link a test with a student name. Please give the tracking forms to Dr. Zhu.

Thank you for your time and effort in this important China and U.S. evaluation!

6. Test Procedures

Before going to school, check that you have:

Copy of the Student Tracking Form for each class that you will be testing.
Envelopes with booklets for all students on Tracking Form(s).

Copies of Student Assent Forms.

Script with instructions for reading test.

Tape and tape recorder for listening test.

In the classroom:
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Step 1: Before distribute test booklets to the students

Introduce yourself to the class and explain purpose of the study.
Give the consent forms to all students.
Read aloud the consent form statement to the students.

Step 2: Distribute test booklets

Distribute the envelopes with test booklets by calling student names one by one. Test
administrators MUST distribute the tests on their own. Do NOT ask teachers and students to
help. Tell students that they should NOT open the envelope until everyone is ready.

Instruct students to take the reading booklet from the envelope together. Tell students NOT to
write down their names on the test booklets. Give a brief introduction on the test booklets.
Reading test is in a separate booklet. Listening test and student questionnaire are in one test
booklet together.

Ask students to check if the 9 digit number on the envelope matches with the numbers on the
two test booklets. If there are any errors, make a note of the ones which don’t match, and
make changes on the test booklets and rosters accordingly.

Tell students that the whole test takes one and a half hours. The order of the tests is reading
first (60 minutes), listening second (20 minutes) and student questionnaire last (10 minutes).

Step 3: Start reading test

Start reading test first. Tell students that they don’t need to answer questions on page 16.
Test administrators must read the instructions by following test administrator manual on page
35 (attachment 10). The instructions must be read VERBATIM and no sentence should be
skipped. Test administrator MUST read the instruction on their own. After the first part
instruction, test administrators need to wait to start the next part till all the students are done
with first part of the questions. Ask the students who answer the questions faster to wait to
start the next section. There are 5 sections in the test.

Ask students to cover their answers by using the yellow envelope. Emphasize to the students
that they must NOT look at other people’s answers. If they don’t know the answer, they may
leave it blank, but NO copying from other students. Test administrators will need to
REPETITIVELY remind the students through the whole test.

The time distribution of the reading test is described as follows:

Part 1: Vocabulary 5-10 minutes

Part 2: Vocabulary in context ~ 5-10 minutes

Part 3: Reading for understanding 15-30 minutes

Part 4: Reading for life skills ~ 8-15 minutes

Part 5: Language usage 4-9 minutes
When students finish reading test, ask them to put the test booklets on the left corner of the
table and start the listening test.

Step 4: Start listening test and student questionnaire

All schools should use tape player or broadcast system for listening test.

If broadcast system is being used in the listening test, all the classes must start the listening
test TOGETHER after reading test.

Instruct students to take the listening test booklet from the envelope. Give instructions for
filling out “bubbles” and begin playing tape recorded instructions.
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m  When students have finished listening test, tell them to turn the page and complete the
questionnaire. Remind the students to read the instruction on the questionnaire before start
answering questions.

m  When students work on the questionnaire, test administrators can rewind the tape for the next
use.

Step 5: Collect test booklets

m Before you collect the test booklets, tell students they do NOT need to put the finished test
booklets into the envelope. Tell students to keep the student consent forms and envelope.

m  Ask the students to put the finished test booklets on the corner of the table. Test
administrators must collect the test booklets one for one and check the two booklets. After all
the test booklets are collected, test administrators thank students for participating and ask
students to dismiss.

Step 6: After the test session:

m  Complete the Student Tracking Form by checking off the IDs of all completed booklets.

m If any unusual circumstances arose during the test, attach an explanatory note to the Student
Tracking Form.
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Attachment 1. Student Tracking Form

School in English | School in Chinese | School ID Class# Serial Number Student Name School test ID Class test ID | Student test ID
10 1 1 Mandarin 910 201 301
1 2 910 201 302
1 3 910 201 303
1 4 910 201 304
1 5 910 201 305
1 6 910 201 306
1 7 910 201 307
1 8 910 201 308
1 9 910 201 309
1 10 910 201 310
1 11 910 201 311
1 12 910 201 312
1 13 910 201 313
1 14 910 201 314
1 15 910 201 315
1 16 910 201 316
1 17 910 201 317
1 18 910 201 318
1 19 910 201 319
1 20 910 201 320
1 21 910 201 321
1 22 910 201 322
1 23 910 201 323
1 24 910 201 324
1 25 910 201 325
1 26 910 201 326
1 27 910 201 327
1 28 910 201 328
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Attachment 2. Assent Form — Student - TFW
Dear Student:

Thank you for volunteering to participate in this study. This study is an Evaluation of the Open-Language Learning
Initiative for English (OLLI English). It is sponsored by the U.S. Department of Education, as part of a collaboration
project with China’s Ministry of Education. RTI International, a US-based non-profit research organization, is
conducting this study. We have also asked East China Normal University (ECNU) to help us.

The purpose of the study is to examine the effectiveness of English language learning software on students’ English
proficiency. We are interested in how students listen and read in English. To do this, we will give the students some
tests that will take about 1.5 hours to complete. In addition, we will ask you to fill out a questionnaire about your
experience and thoughts with learning English and using The Forgotten World software. You are one of about 6,000
middle school students participating in this study.

Your participation is voluntary. You may change your mind and not participate at any point. If you decide not to
participate, there is no penalty. You may choose not to answer any question. There are no specific risks to you from
taking part in the study.

There are no other direct benefits to you from participating, but you will be helping us understand the effectiveness
of English language learning software on students’ English proficiency. Your name will not be recorded on the tests
or the questionnaire and you are only represented by an ID. We are required to keep all information confidential and
what you say or do on these tests will not affect your grades at school. Only authorized researchers at RTI and
ECNU will know your test scores and your responses to the questionnaire. No one else will know, not your school,
your teachers, the U.S. Department of Education, China’s Ministry of Education, or your parents.

If you have any questions about this study or your participation, please feel free to ask the test administrator.
We thank you in advance for your help!
Patricia J. Green

Project Director
RTI International

G-12 A Study of a Gaming Approach to English Language Learning for Middle School Students



Appendix G — Data Collection Procedures and Materials: 2010 Post-Test Test Administrator Manual, Attached
Informed Consent Forms, and Questionnaires

Attachment 3. Assent Form — Comparison Students —no TFW
Dear Student:

Thank you for volunteering to participate in this study. This is a study of the Evaluation of the Open-Language
Learning Initiative for English (OLLI English). It is sponsored by the U.S. Department of Education, as part of a
collaboration project with China’s Ministry of Education. RTI International, a US-based non-profit research
organization, is conducting this study. We have also asked East China Normal University (ECNU) to help us.

The purpose of the study is to examine the effectiveness of English language learning. We are interested in how
students listen and read in English. To do this, we will give the students some tests that will take about 1.5 hours to
complete. In addition, we will ask you to fill out a questionnaire about your experience and thoughts with learning
English. You are one of about 6,000 middle school students participating in this study.

Your participation is voluntary. You may change your mind and not participate at any point. If you decide not to
participate, there is no penalty. You may choose not to answer any question. There are no specific risks to you from
taking part in the study. There are no other direct benefits to you from participating, but you will be helping us
understand the effectiveness of English language learning. Your name will not be recorded on the tests or the
questionnaire and you are only represented by an ID. We are required to keep all information confidential and what
you say or do on these tests will not affect your grades at school. Only authorized researchers at RTI and ECNU will
know your test scores and your responses to the questionnaire. No one else will know, not your school, your
teachers, the U.S. Department of Education, China’s Ministry of Education, or your parents.

If you have any questions about this study or your participation, please feel free to ask the test administrator.
We thank you in advance for your help!
Patricia J. Green

Project Director
RTI International
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Attachment 4. Parent Letter — Treatment Schools -TFW Parents
Dear Parent or Guardian:

We are pleased to inform you that your child’s school has been selected to participate in an important study called
the Evaluation of the Open-Language Learning Initiative for English (OLLI English). It is sponsored by the U.S.
Department of Education, as part of a collaboration project with China’s Ministry of Education. RTI International, a
US-based non-profit research organization, is conducting this study. We have also asked East China Normal
University (ECNU) to help us.

The purpose of the study is to examine the effectiveness of English language learning software on students’ English
proficiency. We would like to measure students’ English language proficiency in listening and reading. To do this,
we will give the students some tests that will take about 1.5 hours to complete. In addition, we will ask your child to
fill out a questionnaire about his or her experience and thoughts with learning English and using The Forgotten
World software. Your child will be one of about 6,000 middle school students participating in this study. Your
child’s participation is voluntary. You or your child may withdraw from the study at any point.

There is no penalty if you or your child decides not to participate. Your child may choose not to answer any
question. There are no specific risks to your child from taking part in the study but he or she might feel slightly
uncomfortable with the test administrator because your child might not have met him or her before. There are no
other direct benefits to your child from participating, but he or she will be helping us understand the effectiveness of
English language learning software on students’ English proficiency. Your child’s name will not be recorded on the
tests or the questionnaire but will only be represented by an ID. We are required to keep all information confidential
and your child’s performance on these tests will not affect his or her grades at school. Only authorized researchers at
RTI and ECNU will know your child’s test scores and responses to the questionnaire. They will not be shared with
the school, the teachers, the U.S. Department of Education, China’s Ministry of Education, or with you.

If you do not wish to have your child participate, please tear off the bottom portion of this letter and have your child
give it to the test administrator. If you have any questions about this study or your child’s participation, please feel
free to ask the test administrator that will be at your child’s school. We thank you in advance for your cooperation in
this important study.

Sincerely,
Patricia J. Green

Project Director
RTI International

I do not wish to have my child participate in this research.
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Attachment 5. Parent Letter — Comparison Schools - Non TFW Parents
Dear Parent or Guardian:

We are pleased to inform you that your child’s school has been selected to participate in an important study called
the Evaluation of the Open-Language Learning Initiative for English (OLLI English). It is sponsored by the U.S.
Department of Education, as part of a collaboration project with China’s Ministry of Education. RTI International, a
US-based non-profit research organization, is conducting this study. We have also asked East China Normal
University (ECNU) to help us.

The purpose of the study is to examine the effectiveness of English language learning. We would like to measure
students’ English language proficiency in listening and reading. To do this, we will give the students some tests that
will take about 1.5 hours to complete. In addition, we will ask your child to fill out a questionnaire about his or her
experience and thoughts with learning English. Your child will be one of about 6,000 middle school students
participating in this study. Your child’s participation is voluntary. You or your child may withdraw from the study at
any point.

There is no penalty if you or your child decides not to participate. Your child may choose not to answer any
question. There are no specific risks to your child from taking part in the study. There are no other direct benefits to
your child from participating, but he or she will be helping us understand the effectiveness of English language
learning in China. Your child’s name will not be recorded on the tests or the questionnaire but will only be
represented by an ID. We are required to keep all information confidential and your child’s performance on these
tests will not affect his or her grades at school. Only authorized researchers at RT1 and ECNU will know your
child’s test scores and responses to the questionnaire. They will not be shared with the school, the teachers, the U.S.
Department of Education, China’s Ministry of Education, or with you.

If you do not wish to have your child participate, please tear off the bottom portion of this letter and have your child
give it to the test administrator. If you have any questions about this study or your child’s participation, please feel
free to ask the test administrator that will be at your child’s school. We thank you in advance for your cooperation in
this important study.

Sincerely,
Patricia J. Green

Project Director
RTI International

I do not wish to have my child participate in this research.

A Study of a Gaming Approach to English Language Learning for Middle School Students ~ G-15



Appendix G — Data Collection Procedures and Materials: 2010 Post-Test Test Administrator Manual, Attached
Informed Consent Forms, and Questionnaires

Attachment 6. Consent Form for Participation in the Teacher Questionnaire - TFW
Dear Teacher:

Thank you for volunteering to participate in this study. This study is an Evaluation of the Open-Language Learning
Initiative for English (OLLI English). It is sponsored by the U.S. Department of Education, as part of a collaboration
project with China’s Ministry of Education. RTI International, a US-based non-profit research organization, is
conducting this study. We have also asked East China Normal University (ECNU) to help us.

The purpose of the study is to examine the effectiveness of English-language learning software on students' English
proficiency. We would like to measure students’ English language proficiency in listening and reading. At this time,
we are asking you to fill out a questionnaire about your experience and thoughts with teaching English and using
The Forgotten World software. It will take about 10 minutes to complete. You will be one of about 90 middle school
teachers participating in this study.

Your participation is voluntary. You may withdraw from the study at any point. There is no penalty if you decide
not to participate. You may choose not to answer any question. There are no specific risks to you from taking part in
the study. There are no other direct benefits to you from participating, but you will be helping us understand
teachers’ experiences in teaching English. Your name will not be recorded on the questionnaire, but will be
represented by an ID. We are required to keep all information confidential and your responses in the questionnaire
will not affect your status at school. Only authorized researchers at RTl and ECNU will know your responses to the
questionnaire. They will not be shared with the school, others teachers, the U.S. Department of Education, China’s
Ministry of Education, or with your students.

If you have any questions about this study or your participation, please feel free to ask the questionnaire
administrator.

We thank you in advance for your help!
Sincerely,
Patricia J. Green

Project Director
RTI International

G-16 A Study of a Gaming Approach to English Language Learning for Middle School Students



Appendix G — Data Collection Procedures and Materials: 2010 Post-Test Test Administrator Manual, Attached
Informed Consent Forms, and Questionnaires

Attachment 7. Consent Form for Participation in the Teacher Questionnaire — NO
TFW

Dear Teacher:

Thank you for volunteering to participate in this study. This study is an Evaluation of the Open-Language Learning
Initiative for English (OLLI English). It is sponsored by the U.S. Department of Education, as part of a collaboration
project with China’s Ministry of Education. RTI International, a US-based non-profit research organization, is
conducting this study. We have also asked East China Normal University (ECNU) to help us.

The purpose of the study is to examine the effectiveness of English-language learning. We would like to measure
students’ English language proficiency in listening and reading. At this time, we are asking you to fill out a
questionnaire about your experience and thoughts with teaching English. It will take about 10 minutes to complete.
You will be one of about 90 middle school teachers participating in this study.

Your participation is voluntary. You may withdraw from the study at any point. There is no penalty if you decide
not to participate. You may choose not to answer any question. There are no specific risks to you from taking part in
the study. There are no other direct benefits to you from participating, but you will be helping us understand
experiences and thoughts about teaching English. Your name will not be recorded on the questionnaire, but will be
represented by an ID. We are required to keep all information confidential and your responses in the questionnaire
will not affect your status at school. Only authorized researchers at RT1 and ECNU will know your responses to the
questionnaire. They will not be shared with the school, others teachers, the U.S. Department of Education, China’s
Ministry of Education, or with your students.

If you have any questions about this study or your participation, please feel free to ask the questionnaire
administrator.

We thank you in advance for your help!
Sincerely,
Patricia J. Green

Project Director
RTI International
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Attachment 2a. Assent Form- Student TFW

FENREZE

HEHMREES 5EARMMEE, X% 0pen-Language Learning Initiative for English (OLLI

English)

PRy — it fd, XMAREHEEREBRPEHREDLREN , MAEEZENFER

HLARTI International# T35 e, HATHE THERITERZE—EEE,.

XOARRATETHRREFINGRBEDTZFENKENEE, BNFLTHZENE

KX LWV, ERWEED, AR EREBIULZETR —EARAFTELS/DR TR,

BN SBEREE—PRIBUETHREFIRXNFER (WESHER) RE4NELKBRHM

k. IRRLY6000MS MR PEZEZ—

RN ERETE£BEN. RETAMRBAUREETEHREFLSE | MRIFRE

FESEATQZIEALS . RETUREFTEZEM—PMUERPHEE, RSERuH

RILEZXEK,

REERTMREFLEZIEMEENR  BRABPRINTHREEZIRMERSE

S REBREEE LAY, FRBEBFHTIPLRENRERESE L , RNBFLAR

BRE, RINEAEXIFGRERBMURE | REHTURAPIEAREH— , HBF
MR EERMNAS . EERBRNHORTIRAERITERZNHER TR EHERIN RS

RNmBEE, HedMA , SEFENZER, BN, XEHEFE. PEREDHIMRHRKE

HFr2HE,

BEEXRAIEINEHEETURERENEMEE , FTERXTRIMRASRNSE , W

RIREERBERELRN,

FEt R GRS 5,

RTI International 325 B £ &

Patricia Green
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Attachment 3a. Assent Form- Comparison Students — No TFW

EENRZE :
BEHMREES 5EARMMEE, X% 0pen-Language Learning Initiative for English (OLLI
English)

PRy — it fd, XMAREHEEREBRPEHREDLREN , MAEEZENFER
HAARTI International# 175 M, BAEIE THERITERZ—EEH.

XIARRAN TETHREESEINER . BRINFLETHRFENERX MR, W
BEH. HRDPERBIUFETR —LEARAFELISPRERAINR. RINEKXFREE
— D EBUE T BIREZIEXNWARRMNE L, IREYN6000NS IMHRMNPEEESZ —
RN ERETE£BEN. RETAMRBAUREETEHREFLSE | MRIFRE
FESEATQZIEALS . RETUREFTEZEM—PMUERPHEE, RSERuH
RILEZXEK,

REERTMREFLEZIEMEERZR  BRABPRINTHREBESZINERM
o MHUBFHTWLERENREREAEL , FNBFZT2RARBRE., RINEAELITF
FIEBREMMRE , (REHTUNREFTEORMH —11 , BFRLEMREERNRSH, K
BHBIRHRTINERTERAENHRATXANERONZERNEERE, HEFMA
, BEMNER, BIf, XEHEH. PEHFHIRNRXEHTLHE,
BEXAIEINEHEETURERENEMEE , FTERXTRIMRSRNSE , W
RIREERBERELRN,

FEt R GRS 5,

RTI International 325 B £ &

i) Jrearn
Patricia Green
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Attachment 4a. Parent Letter — TFW Parents

BEHLBRYH A :
RNEENBAL  CHKTHFREEERSE—MEREEOHRAE , W Open-
Language Learning Initiative for English (OLLI

English), XTAREHEEHNEBRFEHRFTHLBES , MEAEXENIFEEFAEAR
RTI International# T3k, FAITRE THRIMBRE —EEHE,
HIMRRETMREFIVEREEYTEENREEE., RISNEFEERE LN
U, RHEED, ARDPERBIUFETH —ERAFELS PR TERAMIR, A, &
MNELBFRNEFEE-—GRSIUE THMEFIRXANER (BETHHR) RENE
BANBE, BN FRAANC000MNBBSMEIAENPZEEZ—. BNEFHSER
AEEEN  BHENBEFEEAMRBAIUARTETEHREFLSE,
MRERENBRFRETESS | §F2ZREALD . BNEFATLORET BEEAN
BHhWEE, RNBRFSERNRRTLEZNE , BERMUATESEBELETIRE i
F—ENREBRXREXNEMNEENHARLE, RNBEFSEFMAREFTLEZINEM
EEfR  BRAFBPENTBREZIRHERSFEREBERASFEE LHERE, &1
BFHNEFATBMLEFENREIES L , N BEF2ARBRE. BRITENELTOR
FIEREMURE , ENERFENR ENRIAFTLENBEFRNAR, EEERRNHR
TINERTEAEZNARER S 2HELNEFHNNHAERNESEE. REFEAA , 24
FR, BN, XEHEH. PELRFHRAEHBF2HE A,
MREAFEENBEFSEXANARIE , BHTXHRHETA , LENKFTELERE
XRENBAER . WRENETHARSENERFNSEEEMEIE , HRRELEN
BIHEREEXXRXNENARER, BHLRESXNEENFTR,

RTI International 325 B £ &

firians): fareem

Patricia Green & Lt

BFAHLERNETFSEXRNMRIE .
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Attachment 5a. Parent Letter — Non TFW Parents

BEHRLBRYH A :
RNEENBAL  CHKTHFREMEERSE— M EREEOHRME , W Open-
Language Learning Initiative for English (OLLI

English), XTI RHAEXEHNENRFEHEFHBHLREAEH , MAEXEMNEERLER
RTI International# T3k, FAITRE THRIMBRE —EEHE,
HHARRETHRRBESZINER M, BRIMNANEFXEER LT, ERNBED,
RMERBIIUFETE —ERAFEZLSPATANNR. A, BINESBEROKF
EE-QRIBUETBREEFZFIRXNELRANEE. BHEFRKLY600018ES ML
NAENPZEEZ—. ENBEFHNSERABRARN , BNEN K FHEEAEHMERER AT K
TEBHREEFLSE,

MRERENBRFRETESS | FAaZREALD . BNEFATLURER BEEEN
BHhWEE, RNBRFSERNRRTLEZNE , BERMUATESEBELETIRE i
F—ENREBRXREXNEMNEENHARLE, RNBEFSEFMAREFTLEZINEM
EEfDZ  BRAFPENTHRPFERFESEZINERML. ENEFHNEFAT2RL
FENREBRFASL , N BF2ARERE, BINEAELTRAERBMURE |, &
MBEFENRE EHRAFTLENBEFRAAR, EEERIORTIFERITEXZHH
RASHELNEFHNRLERNEEEE, HEAEAA , QEER, BN, XEBHF
., PEHEFBHEHT2WE A,
MREAFEENBEFSEXANARIE , BHTXHRHETA , LENKFTELERE
XRENBAER . WRENETHARSENERFNSEEEMEIE , HRRELEN
BIHEREEXXRXNENARER, BHLRESXNEENFTR,

RTI International 325 B £ &

firians): fareem

Patricia Green & Lt

BFAHLERNETFSEXRNMRIE .
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Attachment 6a. Consent Form for Participation in the teacher Questionnaire — TFW

WEREI
B EEES EARMMIE, X% 0pen-Language Learning Initiative for English (OLLI
English)

PRy — it fd, XMAREHEEREBRPEHREDLREN , MAEEZENFER
HAARTI International# 175 M, BAEIE THERITERZ—EEH.
HIMARRETBEEBEIRMREEYTEENRENRERE, RINANEFEERE LN
0T, BHEED. BRIRISBEFEE—RRBUETHREXBERENER (Mt
R BHNELBRAEE, ABSKATI00HEIATTER. BRA0MNS MHZEH 2 EH
2=

ENZERBETR2HEN, BERMAMEHAINRTEEHREFLSE , MRERE
TESEHTRZIEMLD . BEAUREFEBFEM—MUNRPHEE, £S5KTH
RT2EZNK, BSERATMRETLEZETMEENEZR , B2 BIEAN T HHM
EREBEHEPNEZR, FHEFTHTABLRERS L, RINEAELTEFERL A
RE , BEABLNERTAFNEEERNFHARNFE, HEEENPRTIFERIME
REMRATRXAELNRBEE, HEEAA , SEENFER. EXERNEE, ZBEH
Bif, DEHBEBRENZEHTLHE,
EEXXERENAREITUEEEENTMAEE , FERXTHIMRRRNS S , IR
BEREREREXRF,

FEt R GRS 5,

RTI International 325 B £ &

s ) freeer~

Patricia Green# L
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Attachment 7a. Consent Form for Participation in the Teacher Questionnaire — NO
TFW

BENEI

BB ES EARMME, XX 0pen-Language Learning Initiative for English (OLLI
English)

e — T E, XTHRARHEEHEHRFEHFTHBHRERES , MBAEEEMNEEF
HARTI International# 175 e, BATEIE THERITEXRZ—EEH.
HIARRETHMREBFESEINERYE. RIMNQNEFEER LN, EN8ED. B
ARINSFFIEE—REEUE T RRERBEHENLRINEL, RBRATL100 H#E
AER. BRAONUSMHARNFZEINZ—,

ENZERBETR2HEN, BERMAMEHAINRTEEHREFLSE , MRERE
FESEHTAZTEAL D, BETUREFTEBFEA—PMUNEPHEE, ES5RTH
RIAREZNK, BSEATRRET2EZ T MEERE , B2 BRAN T HEHM
EREBHFEPHNERE, ZENEFHTIAWLRERSE L, RINEAELTGRE TR
RE , BEABLNERTAFNEEERNFARNFE, HEHEENPRTIFERIME
RERRZAFTQ2HELNEEEE, HEAMAA , BELNER. EFZRNEE. ZEH
B, FEHEBRENFZEHTIHNE,
EEXREBHARAATUIZEENEARAR , FERXTRHIARIMRNSE , MR
BEREBERERME,

EHEHEHRNS 5,

RTI Internationaliff 321 B £ &

s ) Sreer~

Patricia Green# L
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Attachment 8. Teacher Questionnaire (Treatment Schools)

Teacher ID :

The following questions are about your experience and thoughts. There are no right or wrong
answers. Please read all questions thoroughly and provide a response to the best of your ability.
Directions are provided at each question. Please mark the box next to your answer choice, like

this: V| For some questions, you will be asked to write your response using words or numbers.
1.  What year were you born? L1 .9 ||

2. We would like to know if the training you received on using The Forgotten World was helpful.
How helpful was the training to you? (Mark one answer)

[ ] Not helpful at all
[_] Not so helpful

[ ] Somewhat helpful
[] Very helpful

3. How often did you use The Forgotten World in class? (Mark one answer)

[ ] Never

[ ] Once every few months

[ ] Once or twice a month

[ ] Once or twice a week

[ ] Three to four times a week

[] Everyday

4. How often did you organize students to use The Forgotten World outside of class at school?
(Mark one answer)

[ ] Never

[_] Once every few months

[ ] Once or twice a month

[ ] Once or twice a week

[ ] Three to four times a week

[ ] Everyday

5. Now that you have used The Forgotten World, realistically, how likely do you think you will
use it as part of the curriculum in the future? (Mark one answer)

[ ] Not likely at all
[ ] Not too likely

[ ] Somewhat likely
[ ] Very likely
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Could you tell us more about your answer in Question 5?

Realistically, how likely do you think you will use some other computer software as part of
the curriculum in the future? (Mark one answer)

[] Not likely at all
[ ] Not too likely
[] Somewnhat likely

[ ] Very likely

In general, how helpful do you think The Forgotten World is to students’ English learning?
(Mark one answer)

[ ] Not helpful at all
[_] Not so helpful

[ ] Somewhat helpful
[] Very helpful

In what area do you think that The Forgotten World can be helpful to students’ English
learning? (Mark one answer per row)

Level of Helpfulness

Area Somewhat

Not helpful atall | A little helpful helpful Very helpful

Vocabulary

Sentence

NN
NN
NN
NN

Listening

Reading

Writing

Speaking

Q|~o|olo|o|e

Test-taking

10.

Compared to the past, has student’s motivation for learning English changed since using The
Forgotten World? (Mark one answer)

[] No change at all

[] A little more motivated

[ ] Somewhat more motivated
[ ] A lot more motivated
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11.  What were the two biggest challenges that you encountered while using The Forgotten World?
(Mark two answers)

[] Insufficient time for using the software

[] Limited support from the school

[_] Problems with computers at the school computer laboratory
[_] Concerns with negative impact on test scores

[_] Other challenges -> Please specify:

12.  Inyour opinion, what are some important procedures that need to be implemented so that
The Forgotten World could be used to improve English instruction and students’ English
proficiency?

13.  For which grade level would The Forgotten World be most helpful to the students? (Mark one
answer)

[] 7" grade
[]8" grade
[]9" grade

14. How often did you collaborate or communicate with other teachers in using The Forgotten
World?

[ ] Never

[_] Once every few months

[ ] Once or twice a month

[ ] Once or twice a week

[ ] Three to four times a week

[ ] Everyday

15. Has using The Forgotten World changed the way you think about teaching?

[ ]Yes
[ ] No

If yes, please explain.

16.  Which 8" grade classes are you teaching?

17. Please list ALL the TFW usernames you have been using and in which classroom.
TFW username: , used in classroom

TFW username: , used in classroom
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TFW username: , used in classroom

If you have TFW usernames for other use besides classroom teaching, please specify.

Thank you for completing this questionnaire!
We will keep your responses confidential.
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Attachment 8a. #FUfijaF (SEIZER)

FOMARRD RNtk 44«
ARBEIERNT TREEXEHFAENLANEE, FAREHENE2D. F
SEREBIAENIREE |, FEAERRESHEE., FREFBET , #HEATS , W
N BLBELBEEUANFZREFEHENES.
1L IBNHEFOHR: |19 | |
2. #8857 The Forgotten
World R &-ERAZI , i\ , XMFINNEFBEFRFZESANMBE) ? (LIER )
[ 1% B8
(] #BhE/D
] #BVR KX
[ #BIRK
3. BERED S XA The Forgotten World XA 6 2 ( BIER )
LI MR
CJNANARERA 1R
(1 8AFERLEI2R
(1 8AFERLEI2R
[ A fEM3EI4R
(I 8XEA
4. BERAR RS AARFEEFREEMThe Forgotten World iIXMNES #HEHEY 2
(PRTLERE )
LI MTEA
LI AANAEER LR
(18 AEMALEI2R
(] SAfEAL1EI2R
(1 8AER3E4R
(1 B8XEA
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5. 2 RN EANER , NERHE , SIFEINRIBThe Forgotten World £
DEREHFEN—BD , TMEZIX? (LIER)
BRI
[] ATeEMER K
[ BRAAT&E
[ EERT&E
6. WHEAESESEPEMAEZERNRRA :

7. RETUHENRGEEAIERERZN -8B , TRERS K ? (RIERE )
[ ZE2%EThE
[] ATeEtEF K
[ BRATRE
[ EERTaE

8. BBy , |IAR The Forgotten
WorldiZEMEIRENTEEFIKBENFEHFZ K ? (LWMERE )
RZ R
[ ] #Bh&RN
[ #BRK
[ #BRK
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9. IA A The Forgotten WorldiX M # I R4 ERESHE T REFESRY
KE? (FESENSERTA , BTREE—1)

_ BYEE
nE T 28 BB/ BB X HBYRX
2 | & B O O O
o, | @ O O O O
c 0T ] L] [] []
d TRES ] [] [] []
=005 [] [] [] []
P | ne O O O O
g. Zid [] [] [] []

10. HE T4 KR35 A The Forgotten World
BEANEIME , BELMEFEEXRIRFNRRNEENEEL , BB ? (2N
%R )

[]&BZ

(&2 RE

(] BRARS

(] BRARS
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11. BESE A The Forgotten World FFBEFR , B3 THRAN2TRER AL ?
( Tik2M )
[ 1% B A E S H) 5 A i
[ SR IX I TR EM RS
[ #RITENHEREF A
(] BLEmELERNE RS
(] HibFE# > EEH :

12. I\ H , MR EFEH The Forgotten
WorldFIJ B4 RUHHBHENREFENEFEKE , FERIBFLIERE ?
WEEEHA :

13. S\ A The Forgotten

WorldiZ N E I REN F N ERNFEZIHBNREBIR K ? ( LIER )
(17 54
(18 F4&
(19 &%

14. & E A The Forgotten World# J 846t , 2AEHMBITHTEERIZR ?

L] MFEEHERR
[ NBEESHRAR LR

(8 AEEIXHLIRI2K
() BAGEIRRLIE2R
(] BAEGESIR IR
] BXEELIRR
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15. A The Forgotten World2 I B H B S B RERN TR XHFHEE ?
[1&
[1&F
MRERE , BEMAKEH,
16. B EHSFE R PPLETE L ?
17. ¥ 51 4 48 P A B9 At BB The Forgotten World i P & AR IEB N R ZFEF A,

TFW FF & , EWMANERER
TFW BF & , EBANERER
TFW BF & , EBANERER

mREFThe Forgotten World A/ &8 AT REHFUANEAMBTES , HFEEHA,

HESUNEDEERRS !
BIRRBENEE,
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Attachment 9. Teacher Questionnaire (Comparison Schools)

Teacher ID :

The following questions are about your experience and thoughts. There are no right or
wrong answers. Please read all questions thoroughly and provide a response to the best of
your ability. Directions are provided at each question. Please mark the box next to your
answer choice, like this: For some questions, you will be asked to write your responses
using words or numbers.

1.

2.

Are you male or female? L] Male [ ] Female
What year were you born? L1 .9 ||
How many years have you taught English? |___|___| years

The following questions are about your English classes this semester.

a. How many classroom hours of English classes do you teach on a weekly basis?

f. How many English classes do you teach? | | classes
g. What are the grade levels? [] 7" grade [ ] 8" grade [ ] 9" grade

Do you have a degree in English? [INo []Yes

The following questions are about the highest degree you have completed. Using the list on the
bottom, please fill in the corresponding number.

a. What is the highest level of degree you have completed? | |
b. What is the highest level of degree in English you have completed? | | (Write
0 if you do not have a degree in English)

List of Highest Degree Completed

(1) Less than High School

(2) High School Diploma

(3) 3-Year Normal High School Diploma

(4) Associate Degree, including 5-Year Normal College
(5) 4-Year University

(6) Advanced Degree

During this semester, have you participated in teachers’ training related to English teaching
that was organized by your school? (Mark one answer)

[ ]No
[ ] Yes > How many days intotal? |__| | days
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8. During this semester, have you participated in teachers’ training related to English teaching
that was organized by an entity other than your school? (Mark one answer)

[ ] No
[ ] Yes > How many days intotal? |__| | days

9.  Currently, how experienced are you with using instructional technology to improve classroom
instruction for English? (Mark one answer)

[ ] Not experienced at all
[ ] Less experienced

[ ] Somewhat experienced
[ ] Very experienced

10. Have you used computer software for teaching 8" grade English classes? (Mark one answer)

[ ]No
[ ] Yes = What kind of software? Please specify:

11.  What are some teaching methods that you frequently use for teaching 8" grade English
classes? (Mark all that apply)

[ ] Give lectures according to textbook chapters

[_] Incorporate supporting materials for classroom instruction
[ ] Design English language games and activities

[_] Focus on test-taking skills

[ ] Something else = What are they? Please specify:

12. In general, what percentage of time do you use Chinese (including lecture, oral questioning,
dialogues, etc.) to teach 8t grade English classes?

[ ] Less than 20%
[ ]20% - 50%
[ ]50% - 80%
[ ] More than 80%

13. Do you have a computer at home?

Yes
No

14. Do you have access to the internet at home?

Yes
No
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15. Being as objective as you can, how motivated are your 8" grade students in terms of learning
English?
[ ] Not motivated at all
[ ] Less motivated
[ ] Somewhat motivated
[] Very motivated

16. Currently, which of the following apply to you? (Mark all that apply)

[] I have traveled to English-speaking countries
[ ] I use English to speak with relatives, family, or friends
[_] I read English language books and magazines, newspapers, and Web sites

17.  How often do you watch English language TV programs for at least 15 minutes in a sitting?
(Mark one answer)

[ ] Never

[ ] Once every few months

[ ] Once or twice a month

[ ] Once or twice a week

[_] Three or four times a week

[ ] Everyday

18. How often do you use English to have online chat with people or write e-mails?

[ ] Never

[_] Once every few months

[ ] Once or twice a month

[ ] Once or twice a week

[ ] Three or four times a week

[ ] Everyday

19.  How important do you feel that learning English is to middle school students in this area?
(Mark one answer)

[ ] Not important at all
[ ] Less important

[ ] Somewhat important
[] Very important

Thank you for completing this questionnaire!
We will keep your responses confidential.
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Attachment 10. Student Questionnaire

The following questions are about your experience and thoughts. There are no right or wrong
answers. Please read all questions thoroughly and provide a response to the best of your ability.
Directions are provided at each question. Please mark the box next to your answer choice, like

this: ¥ | For some questions, you will be asked to write your response.

1.

2.

G-40

Areyou aboyoragirl? []Boy []Girl

Currently, how important is learning English to you? (Mark one answer)

[ ] Not important at all
[] Not too important
[_] Somewhat important
[] Very important

Currently, how interested are you in learning English? (Mark one answer)

[ ] Not interested

[ ] Less interested
[ ] More interested
[] Very interested

Currently, which of the following apply to you? (Mark all that apply)

[_] I have traveled to English-speaking countries
[ ] 1'would use English to speak with relatives, family, or friends
[_] 1 would read English language books and magazines, newspapers, and Web sites

How often do you watch English language TV programs for at least 15 minutes in a sitting?
(Mark one answer)

[ ] Never

[_] Once every few months

[ ] Once or twice a month

[ ] Once or twice a week

[ ] Three or four times a week

[ ] Everyday

How often do you use English to have online chat with people or write e-mails? (Mark one
answer)

[ ] Never

[_] Once every few months

[ ] Once or twice a month

[ ] Once or twice a week

[ ] Three or four times a week
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[ ] Everyday

How often do you play computer games that have vocabulary in English? (Mark one answer)
Do not include the time spent on The Forgotten World.

[ ] Never

[ ] Once every few months

[ ] Once or twice a month

[ ] Once or twice a week

[_] Three or four times a week

[_] Everyday

Do you go to an English tutoring class outside of school? (Mark one answer)
[ ] Never
[_] I have, but not anymore
[ ] 1 do, but have not before
(] Ialways have

Compared to when you were in 7" grade, has your motivation to learn English in 8" grade:
(Mark one answer)

[ ] Lowered a lot

[ ] Lowered a little

[_] Stayed about the same
[] Improved a little

[] Improved a lot

How much fun is learning English in school? (Mark one answer)
[ ] No fun
[ ] A little fun
[ ] Some fun
[_] A lot of fun
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11. Students in general may experience difficulty when they are learning English. Currently, how
difficult are the following areas to you? (Mark one answer per row)

Level of Difficulty

Content | Not PIRSUILAL | A Litde Difficult | SOTe"Me | very pificult
a. | Vocabulary ] ] [] []
b. | Sentence N ] [] []
c. | Listening ] L] [] []
d. | Reading ] L] [] []
e. | Writing ] ] [] []
f. | Speaking ] [] [] []

12. Realistically, do you expect to attend university some day? (Mark one answer)

[ ] No

[ ] Yes

[ ] Unsure

Instruction: Students who have used The Forgotten World, please continue answering
guestion 13 -17 below. Students who have never used The Forgotten World do NOT need to
answer the questions below.

13.  How often did you use The Forgotten World at school? (Mark one answer)

[ ] Never

[_] Once every few months

[ ] Once or twice a month

[ ] Once or twice a week

[ ] Three to four times a week

[ ] Everyday

14. How often did you use The Forgotten World outside of school? (Mark one answer)

[ ] Never

[_] Once every few months

[ ] Once or twice a month

[ ] Once or twice a week

[ ] Three to four times a week

[ ] Everyday
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In general, how helpful do you think The Forgotten World is to your English learning? (Mark
one answer)

[ ] Don’t know (Didn’t use much or at all)

[ ] Not helpful at all

] Not so helpful

[ ] Somewhat helpful

[] Very helpful

What were the two biggest challenges that you encountered while using The Forgotten World?
(Mark two answers)

[] Insufficient time for using the software

[] Limited support from the school

[_] Problems with computers at the school computer laboratory

[_] Concerns with negative impact on test scores

[_] Other challenges -> Please specify:

What is your username for the Forgotten World?

Thank you for completing this questionnaire!
We will keep your responses confidential.
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Attachment 10a. Student Questionnaire
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Table H-1. Hierarchical Linear Models to Confirm Significant Findings for Test
Score Gains Among Low-performing Students and Improved Motivation

Hierarchical models of test score change and probability of motivation or fun=1

Reading score change Listening score change
Spring

Model 1 Model 2 Model 1 Model 2 motivation Spring fun

6.61 6.64 5.01 4.59 -0.43 -0.24

(1.05) (1.24) (0.41) (0.63) (0.17) (0.17)

Intercept 0.000 0.000 0.000 0.000 0.031 0.189

1.52 0.47 1.12 -0.83 0.50 0.29

(1.22) (2.47) (1.31) (1.37) (0.18) (0.19)

Treatment 0.213 0.752 0.391 0.547 0.007 0.122
-0.04 0.82
Below median on (0.60) (1.04)
fall test 0.948 0.429
Treatmentt* 2.24 4.14
Below (1.03) (1.32)
median 0.029 0.002

Note: Coefficients reported in top line. Standard errors in parentheses. P-values (significance) in third line.
Significant findings (p<0.05) are bolded and italicized. N=3586 students, 62 classrooms, and 10 schools

Results are based on hierarchical linear models of change in reading or listening test score,

predicted by enrollment in a treatment school and, where noted, membership in the lower half of
the fall test score distribution. These are random-intercept models: the average test score change

varies by class and school, but the effect of treatment assignment is fixed across all cases. For
the index of motivation or fun, results are based on hierarchical nonlinear (logistic) models.
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Table H-2. Mean and Design-corrected Standard Errors for Motivation, for
Treatment and Comparison Groups

Data Summary

Number of Clusters 10 (Schools)
Number of Observations 3640
Statistics
Std Error
Variable N Mean of Mean 95% CL for Mean

TS FFFFSS S FFF PSS FFFFFSSSSFFFFFSSSSFFFFSSSSFFFFFSSSSSFFFLSSSSFFFFSSSSSFFFESSSSFFFFFSSS
SPRING_Q9_MOTIVATION 3567 0.453602 0.028563 0.38898782 0.51821711

T FFFFSS S FFF PSS FFFF PSS FFF LSS SFFFFLSSSFFFFFSSSSSFFFFFFFSSSSSFFFSSSSSFFFFSSSSFFFFSF

Domain Analysis: EXP

Std Error
EXP Variable N Mean of Mean 95% CL for Mean
FFEFFFEFFFFFFFFSFFFFFFFFSFFFFFFFSFFFEFFFFSFFFFFFFFFFF IS FFFSFFFFFFF S FFSFFFFFFFFFFFFFFFFFFFFFFFF
TREATMENT SPRING_Q9_MOTIVATION 1787 0.509233 0.017536 0.46956446 0.54890224
COMPARISON SPRING_Q9_MOTIVATION 1780 0.397753 0.040592 0.30592670 0.48957892

TS FFFESS S FFFESSSSFFFESSSSFFFF PSS S FFFFSSSFFFFESSSSFFFFLSSSSFFFFSSSSFFFFLSSSSFFFFLSSSFFFFFES
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