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WrittenWordMonsters: Feeding Our Learning Pets by Writing Chinese Characters
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Abstract: Written words is the fundamental knowledge and skills for the development of human society. However, with
the advance of information technology, such fundamental is seldom highlighted. Thus, this study attempts to design a
technology-supported handwriting system, named WrittenWordMonster, to help students develop their handwriting
habit. Such system in further integrated with game-based strategy so that students’ motivation can be enhanced. The
WrittenWordMonster system consists of four components: feeding, training, collecting, and interacting. The “feeding”
component asks students to write Chinese characters, and then feed their pets to grow up, the “training” component
makes students to learn more words by catching more monsters; the “collecting” component helps students reflect what
they have learned; the “interacting” component groups students to develop positive interaction relationships.

Keywords: digital game-based learning, written words, learning pets
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