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System Demo

Search by 

book ID, ISBN, etc.



Scaffolding support – Provides a hint 
when answer incorrectly

2nd attempt



Provides immediate feedback

Explain correct 
answer



50 schools/ libraries in total
Hong Kong (6 of 32 primary schools) 

1. Ho Lap Primary School (sponsored by Sik Sik Yuen)

2. Toi Shan Association Primary School 

3. Xianggang Putonghua Yanxishe Primary School of 

Science & Creativity 

1. Chinese Y.M.C.A. Primary School

2. Lam Tin Methodist Primary School 

3. King's College Old Boys' Association Primary School No. 2

Hong Kong (2 of 11 kindergartens)

1. Tang Bik Wan Memorial Kindergarten

2. Tin Ka Ping Kindergarten

Taiwan (2 primary schools)

Keelung Municipal Ren-Ai Primary School

Taipei Municipal Wanxing Elementary School 

The US (1 kindergarten, 2 public libraries)

Bright Horizons

North Miami Beach Public Library (summer program)

Mainland China (2 primary schools)

Zhonghua Road Primary School
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Photos courtesy of: Florida Library Association ‘Prevent 
the Summer Slide’ Program Hernandez, E., Chu, S. & 
Hong, H. (2015)

Lam Tin Methodist Primary School 
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Life score ranking



Q4: Did you improve 
academically in the 
past year? (If yes, in 
which area? Reading, 
writing, Chinese, 
English, General 
Studies, etc.) 

Q5: Is your academic 
improvement owed 
to the use of Reading 
Battle or other 
methods? 
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Students’ feedback on their academic 
improvement as well as its reasons 

• “My Chinese reading improved a lot. Normally I get grades around C and B 
range but now it’s always A.”

• “The results of my Chinese exam has increased from 80 something to 90 
something marks. It helps my reading because it trains me to read a large 
amount of books in a short period of time.”

• “My English and General studies have improved. I got 10 marks
approximately. But now, I get around 90 marks.”

• “I reckon my improvement in academic studies is due to the fact that I use 
Reading Battle. Books in the Reading Battle are harder, so usually I would not 
be interested in reading them. But the moment when I saw the ranking list, I 
realize that if I could complete the harder tasks with all correct answers, the 
average scoring increases, which then motivates me to read more of them.”

• “My academic improvement is owned to the use of Reading Battle rather 
than other methods, because it showed the level for each book that let me 
know which book is suitable for me.” 8



Impacts Achieved: Hong Kong primary schools - 3
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Effect of RB on English Assessment (2013-2014 Term 2) between academically strong and weak groups

English mixed grouping E.Reading_T2A3 E.Dictation_T2A3 E.Listening_T2A3 E.Speaking_T2A3 E.Writing_T2A3 E.FullMark_T2A3

AC(Strong) & RB(strong)

Mean 90.33 29.78 17.89 19.33 29.11 186.44

N 9.00 9.00 9.00 9.00 9.00 9.00

SD 6.80 0.67 1.69 0.71 1.17 9.00

AC(Strong) & RB(weak)

Mean 87.90 29.30 17.30 18.70 28.40 181.60

N 10.00 10.00 10.00 10.00 10.00 10.00

SD 10.58 1.06 2.79 2.11 1.65 13.87

AC(weak) & RB(weak)

Mean 66.06 18.41 12.35 13.24 26.35 136.41

N 17.00 17.00 17.00 17.00 17.00 17.00

SD 15.05 8.75 4.00 4.87 2.80 28.37

AC(weak) & RB(strong)

Mean 76.67 24.67 13.67 17.33 28.67 161.00

N 3.00 3.00 3.00 3.00 3.00 3.00

SD 5.51 8.39 3.79 2.31 1.53 18.00

Total

Mean 78.08 24.31 15.00 16.36 27.69 161.44

N 39.00 39.00 39.00 39.00 39.00 39.00

SD 16.09 8.09 4.07 4.40 2.42 30.88



Motivate-Scaffold-Monitor(Wu et al., 2014)

Reading children’s literature 

e-Badges to reward 
Achievements

Scaffolded reading 

experience

Monitor 

Progress

Motivate

In Reading Battle, every child can be a WINNER!

Post-reading Qs Students’ reports

“Reading Battle”

Underpinning Research – innovativeness - 3

10
X:\faculty\knowledge exchange award\KE award 

2016



The Impact of Incorporating Gamification in Reading 

to Students with Autism Spectrum Disorder:

A Local Exemplar

Helen Chan

Lam Tin Methodist Primary School

Dec. 10, 2016

Hall 3DE, Hong Kong Convention and Exhibition Centre

Learning and Teaching Expo 2016

SEN Theatre
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Source: Lam Tin Methodist Primary School

http://www.ltmps.edu.hk/it-school/php/webcms/public/

index.php3?refid=700&mode=published&nocache1409025140



Major findings

The uprising of boy achievers
12

Positive impact on students with ASD

Implementation Stages
“Not One Less”

Image Source: http://www.ltmps.edu.hk/

Source: http://www.myaspergerschild.com/2016_05_01_archive.html



Autism Spectrum Disorders (ASD)
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Fig. 1    Children with ASD in USA, UK and Malaysia.

Primary Schools Secondary 

Schools

Tertiary 

Education Level

2840 1310 11

Fig. 3 The number of students with ASD attending Hong Kong public 

sector ordinary schools in the 2012/13 academic year. 

Image source: https://www.exitcompanion.com.au/how-

to-increase-the-value-of-your-business-by-71/

90 :10000

USA UK Malaysia

1:88 1:100 1:625

Source: http://www.asie360.com/prenoms/prenoms/l13-pays-tibetains.html Source: https://it.dreamstime.com/stock-footage-il-segno-femminile-gira-video44015238

:

Hong Kong 

Fig. 2. Children with 

Autism in 2002

USA, UK and Malaysia



 Positive experiences

 Optimum experiences
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Source: http://csinvesting.org/2015/09/03/mba-class-on-valuation-begins/



Improvements on Children with ASD
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Academic Performance

Reading Comprehension Abilities

Reading Interest

Confidence

Self-image

Communication Skills

Social Behavior



Case Studies  

16

Image source: http://www.publichealth.lacounty.gov/mch/cah/Childhood%20Obesity%20Prevention.htm

Image Source: http://cliparts.co/cartoon-friendship

Image Source: http://www.thereadingstudio.com.au/

Image source: http://bigdoor.com/gamification/
The First Success Story

The Second Success Story

The Third Success Story 

https://www.storyjumper.com/book/index/32939206/581f79070f621
https://www.storyjumper.com/book/index/32939206/581f79070f621
https://www.storyjumper.com/book/index/32883606/581ad97a234c3
https://www.storyjumper.com/book/index/32883606/581ad97a234c3
https://www.storyjumper.com/book/index/33007726/581f8525d0374
https://www.storyjumper.com/book/index/33007726/581f8525d0374
https://www.storyjumper.com/book/index/32883606/581ad97a234c3
https://www.storyjumper.com/book/index/32939206/581f79070f621
https://www.storyjumper.com/book/index/33007726/581f8525d0374


ASD@Gamification

Problems
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Filtering 
unnecessary 
information

Selective 
Attention

Lack of 
Motivation

Engagement
Captivating 
Attention

Enhancing 
Motivation

Solutions



18

Image Source: http://www.shutterstock.com/pic-362676431/stock-vector-gamification-chart-with-keywords-and-icons.html
https://thoughtsaroundwethepeople.wordpress.com/2014/09/21/looking-into-the-future-the-year-2020/
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The End



校本調查結果
School Survey Results

1. 94%二至四年級學生認為「閱讀大挑戰」能提升閱讀理解能力。

94% of the participants recognized that Reading Battle could 

improve their reading comprehension

2. 83%二至四年級學生認為在本年度下學期的閱讀理解功課或評估
分數有進步。

83% of the participants believed that their reading 

comprehension homework/assessment scores in the second 

semester of this school year 2014-2015 were improved.

3. 94%二至四年級學生認為「閱讀大挑戰」的兒童圖書有趣。

94% of the participants agreed that Reading Battle had 

interesting children literature collections.

4. 84%二至四年級學生認為「閱讀大挑戰」能提升閱讀興趣。

94% of the participants thought that Reading Battle could 

enhance their interest in reading.
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