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ABSTRACT 

Hokkien 101 is a resource package revolving around the Hokkien dialect. We aim to              

spark an interest for the Hokkien dialect and culture amongst teenagers (13-16 years             

old). The background research and a survey of 54 respondents that we conducted             

showed a large demand for the development of our resources. Our resource package             

consists of a website which provides comprehensive information about Hokkien history           

and the impact of Hokkien on our country, quizzes that are of increasing difficulty to               

ensure users are given a proper reflection of their level of understanding. It also              

includes a card game to help students learn Hokkien in a fun and interactive way. 

 

1. INTRODUCTION 
 

1.1      Rationale 

We found out that we and our peers have difficulties conversing in dialects, 

especially when interacting with elderly. We also noticed a decrease in the 

number of people who use dialects. This can be seen in the decrease of the 

percentage of Singapore’s population that spoke Chinese dialects at home most 

frequently, from 14.3% in 2010 to 12.2% in 2015 (Singapore Department of 

Statistics. (2015). General Household Survey 2015 - Key Findings). Our survey 

showed that almost 80% of respondents did not know how to speak their own 

dialect. Hence, we started this project to help our peers and others learn about 

the Hokkien dialect and culture, this allows us to better understand our roots and 

connect with elderly. 

 

1.2      Objectives 
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We aim to develop a resource package based on the Hokkien dialect, and teach 

our target audience how to construct and speak basic sentences,allowing them 

to converse in conversational Hokkien and develop an interest for the dialect. 

 

1.3      Target Audience 

Our target audience is secondary school students (13-16 years old), as most 

students are unable to speak their dialect. We wanted to teach Hokkien since 

Hokkien is the largest dialect group in Singapore.  

 

Singapore Department of Statistics. (2015). General Household Survey 2015 - 

Key Findings. 

 

1.4      Resources 

The resources created for this project consist of 3 components: a website, a card 

game, and a series of quizzes.  

 

Each resource can work as standalone tools, while simultaneously 

complementing one another, providing a more enriching learning experience.  
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Snippets of the resources: 

 

Website: 
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Quizzes: 
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Card Game: 

 

 

 

2. REVIEW 
A literature review of a study was conducted to gauge and prove the 

effectiveness of card games teaching languages. We reviewed a 2018 

Indonesian study titled, “Developing Word-Card Games to Improve English 

Writing”. (Limantoro, S. W., & Balasico, C. L. (2018). The study consisted of 21 

students from a university level English study programme. 
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In the study, the word-card games used proved very effective in improving their 

command of English. This is evident from the improvements in their test results 

for all tested topics from the pre-test to the post-test. 

 

Of the 21 participating students, all of them said they enjoyed learning through 

the card game. When the card game was tested with the general public, it was 

also widely enjoyed, although only 60% of the 15-18 year olds enjoyed the game. 

This could be due to the level of engagement while playing, which we took note 

of when making our game. Hence, this study proves card games to be a very 

effective teaching tool for languages as it produces results, while being very 

sustainable. 
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We also analysed existing resources and found some gaps in them.  

● Firstly, we reviewed an ex-Hwa Chong project in 2014, titled “Hok Heng: 

The Revival”. Although we acknowledge the website’s thorough lessons 

and teaching materials on Hokkien, we find that it may be a little too 

information loaded and thus unappealing to students as they do not know 

which phrases to learn, rendering it ineffective in teaching Hokkien as it 

will not sustain students’ interest. 

● Secondly, we reviewed a card game for teaching languages and dialects, 

“Say What?”. The game has multiple variations of languages and dialects 

including Hokkien. Though it can help players learn the pronunciations 

and build up their vocabulary in Hokkien effectively, it does not teach 

players how to construct sentences, which is crucial for conversations. 

 

 

3. METHODOLOGY 

 

3.1      Needs Analysis  

We conducted a needs analysis to find out if our target audience were fluent in 

Hokkien and if they were interested in learning more about it, to ensure the 

relevance of our resource package. We sent our survey using Google Forms to 

secondary students in Singapore, primarily those in Hwa Chong. A majority of the 

54 respondents did not speak Hokkien, and did not know much about Hokkien 

history or culture. However, they felt our resource package would be useful in 

learning Hokkien, thus confirming the feasibility of our project. 

 

3.2     Survey Results 
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3.3     Development of Resources 

We learned basic Hokkien phrases, sentence structures and tones from various 

sources like the Hok Heng website and our elders. For our website, research on 

Hokkien culture, food and heritage was conducted to gather information about 

the dialect. We consolidated the information into our website, made using 

wix.com, designing it to be user-friendly and concise to spark interest in users. 

We also added images to make the website more visually-appealing. With the 

new-found knowledge, we crafted quizzes with increasing difficulty to help users 

to consolidate their learning, for a well-rounded learning experience. For the card 

game, we based the cards on possible sentences and phrases that could be 

used in each specific category, greetings and healthcare. After coming up with a 

list of the words and sentences, using a card playtesting software, “nanDECK”, 

we designed and created the cards. 

 

3.4     Pilot Test  

Unfortunately, we were unable to conduct pilot tests this year due to COVID-19.             

However, had we been able to conduct pilot tests, we would have taken note of               

potential issues that could have arisen. Such issues include the possibility of the             

game being too easy or difficult, or certain words or phrases not fitting properly              
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into sentences or adding more words and phrases. For our website and quizzes,             

we would have looked out for potential errors in the flow of content. 

 

4. FINAL OUTCOME AND DISCUSSION 
Although we could not conduct pilot tests to determine the efficacy of our             

resources, we decided to include extra portions in our website. We added the             

history of Hokkiens specifically in Singapore, both in the past and present. This             

addition aimed to help users be more aware of Hokkien culture in their daily lives               

and to know more and relate to other Hokkien speakers.  

 

In addition, we decide to provide the option for the card game players to play in                

groups rather than individually. This would reduce the difficulty level of the game,             

providing a more enjoyable playing experience, enabling players to learn more           

effectively. The translations of the words are also now added on the bottom of              

the cards in an inverted font, instead of merely on translation sheets. This             

increases the convenience of  checking translations.. 

 

However, there are some limitations to our project. For one, the limited range of              

topics we chose means a lack of vocabulary even after going through our             

resource package. Therefore, the project can be further expanded to other           

topics. Furthermore, with many different dialects in Singapore, teaching merely          

Hokkien means that there may still be portions of the elderly population we             

cannot converse with. Peers of different dialect groups would also be unable to             

learn about their culture and roots. Thus, an expansion into other dialect groups             

such as Teochew can be done. 

 

5. CONCLUSION 
Hokkien 101 has been a very insightful and fulfilling project for us as friends and 

teammates. Although it was indeed an uphill battle that required Herculean 
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efforts for us to learn a new dialect merely within a few months, it was a 

thoroughly enjoyable experience. This journey allowed us to hone our analytical 

and critical thinking skills, while building up teamwork and communication. 

Through it, we even picked up a dialect which enables us to bond with our 

grandparents even better! Despite the hurdles we faced, especially with the 

Covid-19 pandemic, we banded together, showing immense support for one 

another, laying the foundations of our project, allowing us to emerge more 

creative, experienced and resilient. 
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