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The Effectiveness of Kahoot! as an Educational Tool in Middle School 

Chinese Class 
 
 
Online learning tool Kahoot! is now widely accepted and used in classrooms equipped 
with internet based technology. The impact of using Kahoot!, however, still needs to be 
considered. This article is about a classroom inquiry project that assesses the 
effectiveness of using Kahoot! as a learning tool in middle school Chinese classes. More 
specifically, both quantitative methods (tests and self-evaluation) and qualitative methods 
(questionnaires) were used to compare students’ learning outcomes and experiences of 
using Kahoot! as practice for a short period of time and draw a conclusion. 
 
1. Introduction and Background Literature 
 
With the increasing integration of laptops and other mobile devices into the classroom, 
there are more and more products about online learning introduced to schools, teachers 
and students. The quality and effectiveness of these products, however, still need to be 
considered due to different reasons, such as whether they are applicable to specific 
subjects; whether learning to use the tools is time-consuming; and whether the tool can 
practically improve students’ learning. One of the online learning tools, Kahoot! became 
very popular among K-12 education in most subjects in recent years. With the easy 
access, adequate visual elements, and user-friendly game design, it offers students the 
opportunity to learn and enhance disciplinary content from playing games, as well as the 
sense of competition with their peers. In over three years of implementation, researchers 
and teachers have assessed Kahoot! in different perspectives, and gained different 
opinions about using Kahoot! in the classroom context. 
 
1.1 Literature 
Well-designed games could motivate learners, and using games and game technologies in 
schools, workplaces, and families could enhance engagement and learning without 
learners’ awareness (Wang, 2015; Gee, 2003). Additional research shows that games can 
be beneficial to academic achievement, motivation and classroom dynamic in K-12 
(Wang, 2015; Rosas et al, 2003). Being considered as Audience Response Systems or 
Student Responses Systems, which is an approach that has been successfully applied to 
traditional lecturing for effective teaching and greater engagement in learning (Beekes, 
2006; Herried, 2006), Kahoot! is believed to be able to increase classroom participation 
and initiate students’ learning interest and learning motivation (Woelk, 2005,2008; 



Wieman et al., 2008). Kahoot! turns a classroom into a game show temporarily, in which 
the teacher designs and hosts the show, and the students play as participants and 
competitors.  
 
Bringing technology and games into the classroom could also be challenging to teachers. 
Technology-based learning requires students’ active involvement, sufficient technology 
using background, and the ability of organizing, managing, and regulating their own 
learning (Groff & Mouza, 2008). First, There will be some time for instruction before the 
students are able to play the game proficiently, and realize what they can learn from 
games. During this time, learning is not efficient, and students may get distracted or 
frustrated if the instruction is not sufficient or too complicated. Second, games 
collaborated with technology like Kahoot! may ignite students’ enthusiasm at the 
beginning because of new interactive methods, but with more repetitions, students will 
probably lose their passion and will to participate. Third, using technology in the 
classroom itself is a challenge. Boredom in computer learning environments is shown to 
be associated with poorer learning and problem behavior (Baker, D'Mello, Rodrigo, & 
Graesser, 2010), and boredom will finally cause classroom management issues that affect 
other teaching activities. 
 
 
1.2 About Kahoot! 
The first version of Kahoot! was launched in 2013. It was designed and developed as a 
cloud-based service that could run on any HTML-5 web-interface. There is no need to 
install or update any software, which contributes to its convenience. As a formative 
assessment tool, Kahoot! provides a platform that students practice and review subject 
content. It also helps to monitor students’ learning progress, and diagnose the difficulties 
in students’ learning. It turns the classroom into a interactive game show, where the 
teacher hosts the game, and all the participants compete by earning points for answering 
question correctly and quickly (Wang et al, 2015). After each round of the game, there 
will be a scoreboard showing the top students who earn the highest scores, and it can 
foster students’ sense of competition in learning. 
 
Before playing a game with Kahoot!, the user (teacher) needs to design and create the 
quiz or survey first. After registering and signing in to the user’s account, there is a 
step-by-step instruction guiding the user to create a quiz or survey. The questions in the 
quiz or survey are multiple-choice questions with two to four options, and one or more 
options can be correct. There is also a time restriction for each question from 5 to 120 
seconds that can be set by the user. The user can also set up if the specific questions carry 
points or not. To visualize the questions, images (including general pictures or gifs) and 
video clips can be added to the questions. After saving a set of quiz or survey questions, 
the user can duplicate questions, adjust the sequence of questions, choose the privacy of 



the quiz, and refine the quiz or survey with meta-information such as audiences, 
languages, difficulties, and descriptions. Moreover, the user can share the quizzes with 
other users on most social media or via a link. A large number of public quizzes can be 
used, so the user does not have to create their own Kahoot! quizzes or surveys all the 
time. 
 
To play a Kahoot! game in a classroom, the minimum devices necessary are the teacher’s 
computer, a large screen that projects teacher’s desktop, and students mobile devices, 
such as laptops, chromebooks, tablets or cellphones. All the devices should be connected 
to the Internet. The teacher needs to launch Kahoot! in a browser and project it onto the 
screen. All the students who are participating in the game should be able to see the screen, 
and join the game by inputting game pin and their nicknames on the playing website on 
their own devices. The teacher can also choose to play the questions and options 
randomly. While playing, the question, options, visual assistance (pictures or video clips), 
and a countdown timer will be shown on the screen, and the students click the color or 
symbol they think is the correct one on their devices. When all the students have given 
the answers or the timer counts down to zero, this question will end, and a distribution of 
students’ answers will be shown on the screen. Students can see which answer is correct, 
and at the same time individual feedback will be delivered to their own devices. The 
distribution can be considered as formative assessment results, and the teacher can give 
necessary explanations and reinforcement according to students’ progress on individual 
questions. A scoreboard with the top 5 students’ nicknames and their scores will be 
shown between questions, and students can also see their scores and rankings on their 
own devices. 
 
By the end of the game, students will see their final rankings and scores. Top 5 scores 
and nicknames will be on the scoreboard. Finally, the students are asked to fill out a 
feedback question about their learning outcomes and feeling on the quiz or survey. 
 
During the game, music and other sounds are used to create the atmosphere or 
competition, as the music will accelerate as the countdown enters last several seconds. 
The teacher needs to control the process of playing, such as click “Next” or “Skip” button 
on the interface. Otherwise, the teacher can see the number of participants. 
 
In my middle school Chinese as Second Language class, I use Kahoot! to help students 
practice Chinese words and sentences and to conduct formative assessment at the same 
time. According to my observations towards students’ participation and analysis of 
students’ learning result, however, playing Kahoot! does not make a significant 
improvement on students’ learning. Contrarily, sometimes it distracts students from 
learning because of technology use and other misbehaviors during the game. In some 
previous research, there is either no obvious proof that Kahoot! can increase students’ 



engagement in learning (Wang, 2015). Considering the research and analysis above, the 
effectiveness of using Kahoot! in Chinese classes should be examined. By completing 
this inquiry, both the positive and negative impacts of using Kahoot! on Chinese learning 
in a middle school classroom setting will be discussed, based on the data collected from 
two groups of students who are learning with and without Kahoot!. 
 
 
2. Methods 
 
2.1 Research Question 
How does the online learning tool Kahoot! impact student’ learning outcomes and 
experiences (engagement, motivation) in a middle school Chinese language classroom? 
 
2.2 Sample 
The students who participate in this inquiry are attending Chinese classes in a middle 
school in a small city in northern Michigan. They come from grade levels 6 to 8, and the 
age group ranges from 10 to 14. All the students are in Chinese as Second Language 
Level II & III combined classes, with a Novice High proficiency in Chinese. The total 
student population is around 55. All of them have chromebooks or other devices and the 
access to the Internet. All the students have the experience of using Kahoot!, so 
additional instruction is not required before the inquiry. 
 
2.3 Instruments and Data Collection 
In order to cover as many perspectives of the research question, the inquiry contains 
multiple steps and types of data. Both quantitative and qualitative measurements are used 
in the inquiry. 
 
To make the inquiry controllable, at the beginning students were randomly grouped into 
two groups each containing 27 to 28 students. One of the groups was the experiment 
group (named Group A – Kahoot! Group) and the other was a control group (named 
Group B – Traditional Group) for comparing in the data analysis. In case of incidences 
such as students’ absence or tardiness, in each group there could be three to five quotas of 
students who wouldn't be shown in the data analysis.  
 
Both groups were given a new lesson after being grouped. The lesson was designed to 
cover a new topic that all the students hadn’t learned yet, and the content also was totally 
new. To make the data accurate and comparable, while teaching the lesson, the researcher 
controlled teaching time for both groups and attempted to make them exactly the same. 
Both groups got no opportunities to practice before the next step so the effectiveness of 
using Kahoot! as a practice method could be measured without the interference of other 
form of practice. 



 
After the instruction, both groups were required to take a pre-test regarding the lesson 
they learned. The pre-test contained 20 questions directly related to the vocabulary, 
sentence patterns and expressions addressed in the lesson. All questions were in the form 
of multiple-choice questions with an additional option “I don’t know the answer”. 
Students were required to finish the test honestly and select the options they believe 
correct, or choose the “I don't know the answer” option. The students’ pre-tests were 
graded and recorded. Each correct question counted for 1 point. 
 
Then both groups were asked to take a questionnaire about their reflection on general 
learning outcomes. The questionnaire (items shown in Table 2) contained questions about 
students’ overall comprehension about the lesson, and understanding towards different 
aspects of language learning, such as vocabulary and sentences. Students needed to 
reflect their learning on a 5-point scale, from poor to strong. Students in Group A were 
required to take an additional questionnaire about their previous learning experience of 
using Kahoot! in Chinese class. The results of questionnaires were recorded as data for 
qualitative analysis. 
 
In the following three one-hour-long classes, both groups were given opportunities to 
practice their learning. Three hours are a general round of practice and enhancement for 
my students, and this arrangement should be widely accepted by the students as general 
class circumstance. Practice given to Group A was solely Kahoot! quizzes. All students 
in Group A were required to participate in Kahoot! quizzes. After each question, the 
teacher needed to explain and give supplemental instructions when a lot of students made 
mistakes on the specific questions. Meanwhile, students in Group B were given general 
teaching and practice in writing and oral methods such as dictation, conversations, 
“cold-call” questioning, and paper worksheets.  
 
After three classes of practice, students in both groups were required to take the post-test. 
The same questions as the pre-test are given in the post-test. The post-test was also 
graded and recorded. Each correct question counted 1 point. Students’ scores of pre-test 
and post-test were compared in the data analysis section. 
 
Finally, both groups were required to take the general learning outcomes questionnaire 
again. Students needed to reflect on their learning outcomes after three classes of practice. 
Students in Group A were taking the additional questionnaire about Kahoot! Use in 
Chinese Classes. The result of questionnaires should be compared to see the alternation 
of students’ experience of using Kahoot! in class. 
 
2.4 Analysis Plan 
There were three sets of data that needed to be analyzed. First, to measure students’ 



improvement on learning after practicing via different ways, the pre- and post-test scores 
need to be compared. Changes were calculated to see how many students were improving 
after period of practicing. A positive number stood for an increasing score, which meant 
the students make an improvement, and a negative number meant the decrease of students’ 
performance, or at least that students didn't fully understand the content. Besides the test 
scores, students also participated in evaluation of their learning themselves and finished 
two questionnaires after instruction and after three classes of practicing. The 
questionnaires contained the same set of questions, which asked the students to evaluate 
their overall learning, vocabulary learning, and sentence learning on a 5-point scale: 5 
stood for that they had strong understanding and ability on their learning, 3 meant 
medium, and 1 point meant their knowledge about the content was poor after learning. 
The changes of scores were also reflected for comparing, a positive number showed an 
improvement in their self-evaluation of learning, and vice versa. 
 
3. Results 
 
Until the day that data collection ended, in Group A (Kahoot!), there were 23 students 
who provided valid data and in Group B (Traditional), there were 22 students’ valid data. 
The other students didn’t finish the whole process due to absence, tardiness, or 
submission of invalid data. 
 
The primary data collected contained: 
• Students’ pre-test scores; 
• Students’ questionnaire about general learning outcomes after instruction; 
• Group A’s questionnaire about Kahoot! Using in Chinese Class (before practice); 
• Students’ post test scores; 
• Students’ questionnaire about general learning out comes after practice; 
• Group A’s questionnaire about Kahoot! Using in Chinese Class (after practice). 
 
The supplemental data that supports the inquiry included: 
• Students’ attendance; 
• Observation notes about using Kahoot! in Group A. 
 
An overview of the result of students’ two tests, their response to the questionnaires, and 
the changes before and after the practice is shown in Table 1.  
 



 

 
Table 1. Results from Pre- and Post-tests, questionnaire about general learning outcomes, and comparisons  



Table 2 shows the response to the questionnaire regarding Kahoot! Use in Chinese Class 
from students in Group A. The students took this questionnaire for twice before and after 
three days of solely practice with Kahoot! quizzes. The questionnaire contained 14 
multiple-choice questions. Answers to these questions were “agree” “neutral” and 
“disagree”. Students needed to choose the answers that best described their learning 
experience of using Kahoot! in the Chinese class before and after three classes of solely 
practice. The questions focused on three different areas of Kahoot! using experience, 
which were comfortableness, engagement, and motivation. The results of two 
questionnaires were listed together for comparing. 
 

 
Table 2. Result of Kahoot! Use in Chinese Learning questionnaire and comparison 

 
Due to the purpose and practicability of the inquiry project, only simple comparisons 
were applied to different sets of data. To get precise analysis, Student t-test could be 
applied to the data and see the means of the samples’ performance. With a larger sample 
population, or a longer implementation time, the correlations of the data could also be 
evaluated. 
 
4. Discussion 
 
Based on the data collected from two groups of students, the discussion about the 
research question will be separated into two parts, which are the impact of Kahoot! on 
students’ learning outcomes, and on learning experiences. 
 



 
4.1 The Impact of Kahoot! on Students’ Learning Outcomes 
Briefly, using Kahoot! as a practice method has positive impact on students learning, but 
it is not as efficient as general ways of practices in writing and oral methods, such as 
dictation, conversations, “cold-call” questioning, and paper worksheets. 
 
In Table 1, it shows that 18 out of 23 students have improved in their tests, and the 
biggest improvement was 7 points. The average score of 23 students had also improved 
by 1.39 points. According to their self-evaluations through the two questionnaires, 8 out 
of 23 students found them improved on their overall understanding of the content, 9 
thought that they improved on vocabulary, and 7 on sentences. From both objective and 
subjective perspectives, students were making progress during the three days of 
practicing with playing Kahoot! in the classroom. The language learning outcomes of 
using Kahoot! as practice was considerable. 
 
However, looking into the data from Group B, which was the control group that practiced 
in general ways in the Chinese class, the progress made by Group A was not satisfying. 
In Group B, 19 out of 22 students made improvement with three days of practice other 
than Kahoot!. The average score of all 22 students increases by 2.18 points. From the 
responses to the questionnaires, 9 from 22 students in Group B thought their overall 
understanding improved after practice. Comparing with Group A, Group B improved on 
learning with a higher rate. When reflecting on their comprehension of specific content in 
the class, 8 thought they made progress on vocabulary learning, and 4 on sentences. 
These numbers are not as big as the ones of Group A.  
 
Considering the decrease, 4 out of 23 students in Group A had decreasing test scores after 
practice by playing Kahoot!, while only 2 in Group B were experiencing setback on the 
tests. In their self-evaluations, 5 of 23 students in Group A thought their overall 
understanding was not as good as just after instruction, 9 decreases on vocabulary and 6 
decreases on sentences. In Group B, only 1 student thought the practice was lagging his 
learning behind, while 3 thought that their learning of vocabulary retrograded, and 2 
thought their sentence learning is going worse. The result revealed that playing Kahoot! 
might cause more problems than traditional ways. One possible reason was that playing 
Kahoot! caused more confusions as its sense of competition and time sensitiveness. 
Students paid too much attention to the competition and ignored to absorb content 
knowledge from the gameplay. In Table 2, fewer students found themselves fully 
engaged in the game, and they thought they paid less attention to the questions after 
playing Kahoot! for days(Statement 9), and these behaviors might have potential effects 
on their learning. In part 4.2, there will be more discussion on the impact of Kahoot! on 
students’ engagement. 
 



4.2 The Impact of Kahoot! on Students’ Learning Experience 
Students in Group A took another two questionnaires about Kahoot! Use in Chinese 
Learning before and after three continuous classes of practice with playing Kahoot!. 
These two questionnaires had the same 14 questions related to three areas of learning 
experience, which were comfortableness, engagement, and motivation. Students’ 
responses to the questionnaires are shown in Table 2, and comparison is made between 
their responses in two questionnaires.  
 
Statements 1 to 4 were about the comfortableness of using Kahoot!, and most students 
agreed playing Kahoot! in Chinese class didn’t make them feel uncomfortable, and the 
changes were slight after continuous use of Kahoot!. 
 
Statements 5 to 10 questioned students on their engagement. In Statement 5, only 5 
students thought they never talked, while the other students chose “neutral” or “agree”. 
This number increased to 6 after playing Kahoot! for three classes, but most students still 
thought they needed to talk with others while playing the game. Statement 7 asked 
students if they are fully engaged in the game. Before the practice, 18 out of 23 students 
thought they would be concentrated, however after practice there were only 13 students 
agreeing they could concentrate all along the game. In Statement 9 it asked if students 
paid more attention to the questions and options other than the visual elements, and both 
before and after the game only 12 of 23 students thought they paid more attention to 
verbal elements, which indicated that the students had trouble concentrating on the 
content of learning. Finally, Statement 10 asked if students paid more attention to the 
right answers after each question, and the number of students who agreed with this 
statement dropped from 14 to 7 after practice with Kahoot!. It showed that students were 
losing attention to the questions they were supposed to answer with a continuous using of 
Kahoot!. 
 
Last 4 statements were inquiring if Kahoot! could motivate student’ learning. It was not 
surprised to see students thought playing Kahoot! could motivate their learning in 
Chinese classes. However, 11 of 23 students didn't really think that Kahoot! worked 
better than general ways of practices. This number decreased after using Kahoot!, but 
there were still 10 students believed that Kahoot! didn’t have superior performance over 
other class activities. 
 
Summarizing from the questionnaire and the comparison, it was possible to tell that 
students enjoyed playing Kahoot! in the classroom, and thought that Kahoot! motivated 
their learning. However, they also admitted they were not always fully engage in the 
game, especially lack of attention to the learning content in the game. This might be a 
major impact to students’ learning outcomes. 
 



4.3 Threats to Validity 
During the implementation of this inquiry, there were some factors that might influence 
the validity and accuracy of the results.  
 
First, the sample scale of the inquiry was not big enough. There were only 55 students 
who participated in the inquiry project, and only 45 sets of valid data were finally 
collected. Due to the scale of sample, the students could hardly be randomized 
sufficiently, which caused a deviation on the initial data. It was obvious that students in 
Group B were more likely to perform better than Group A, although they were randomly 
grouped at the beginning of the inquiry. It could not be denied that the majority of 
students in Group B had better learning habits, and tended to make bigger improvement 
via whatever forms of practice. Enlarging the sample scale is one possible way to 
eliminate this deviation. Otherwise, this inquiry could not represent other Chinese classes 
in different school contexts or curriculum setting. 
 
Second, the design of tests might not be able to reflect students’ learning in full. As there 
were 20 questions in the pre- and post-test, they could cover most content of the lesson, 
but not all. There were possibilities that students got a good grade in any of these tests 
without a concrete learning. With more questions that fully cover the lesson, the 
measuring of students’ learning outcomes will be more accurate and convincible. 
 
Finally, there are some external threats to the validity of this inquiry that could not be 
eliminated. Although it was stated that the only practice of this inquiry should come from 
the Chinese classes, students might still have a chance to learn after class. Then, the 
original plan of this inquiry was, all instruction should be done by Monday of one week, 
the practices took three days after Monday, and the Friday should be used for post-test 
and the completion of last questionnaires. However, due to arrangement from school, the 
continuity of the project was interrupted, and the post-test was conducted over a weekend. 
The gap time may also affect students’ performance in tests. 
 
5. Conclusion 
 
In this article, the effectiveness of Kahoot! as a learning tool in middle school Chinese 
classes have been reviewed and evaluated. The goal of this inquiry was to answer the 
research question described in section 2.1. To achieve this goal, the students were 
required to participate in a control experiment, which contained a lesson, three days of 
practice, and some different assessments. The students finished the pre- and post-tests, 
and responded to questionnaires about learning outcomes and learning experience. All 
students’ works were recorded and analyzed to get the conclusion of the inquiry. 
 
Regarding the impact of Kahoot! on students’ learning outcomes in Chinese class, the 



data came from the comparison of students pre- and post-test scores, as well as the 
questionnaires about self-evaluation. Analysis showed that using Kahoot! could improve 
students’ learning and result in a better learning outcome. However, comparison 
indicated that Kahoot! as a practice method was not as efficient as other methods of 
practice, such as dictation, conversations, “cold-call” questioning, paper worksheets and 
other classroom activities. Contrarily, using Kahoot! solely might cause confusion and 
setback on students learning, as students might not be fully engaged in the learning 
content. 
 
About the impact of Kahoot! use on students’ learning experience, first it was easy to use, 
and students’ comfortableness of using Kahoot! in a classroom context could be 
guaranteed. The competitive gameplay could motivate other than frustrate their learning. 
But the time sensitivity of the gameplay, as well as the visual elements could be 
distractive, and affected students’ learning outcomes. Students tended to pay less 
attention to the questions with continuous time of playing Kahoot!. So different strategies 
should be used to avoid this situation. Finally, Kahoot! was welcome by the students and 
thought to be able to motivate learning. But according to the questionnaires, some 
students still thought Kahoot! could not replace general ways of practice and other 
classroom activities in effectiveness. 
 
The conclusion of the inquiry project can be used as a reference to adjust Chinese 
teaching in middle schools. Considering the efficiency and popularity of Kahoot! game, it 
can be used to activate the class, provide opportunities to compete academically, and 
rehearse disciplinary content collaborating with technology. However, the inquiry also 
shows that typical classroom activities and practices are still necessary, and can not be 
replaced by Kahoot!. So Kahoot! should be considered as a substitution plan for daily 
teaching. 
 
Above, the potential threats to the validity of the inquiry were discussed, and there were 
more details that needed to be refined in order to make the inquiry even more precise. 
Through conducting this project, more related topics were revealed. For example, the 
effectiveness of different devices in assisting Chinese teaching is worthy discussed, since 
in this inquiry project, students who used laptops seemed to perform better than the ones 
who used cellphone. Other inquiries, such as the Kahoot! using in other subjects or 
specific topics, could also be considered due to its educational value, and influence to 
students’ motivation and engagement. 
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Appendixes 
Pre-test and post-test: 
https://docs.google.com/forms/d/e/1FAIpQLSfb-B0SOROD8OapVSU8Q9iP5jYbIrYXx
NnXTYiHcMX0tLy-SQ/viewform 
 
General Learning Outcome questionnaire: 
https://docs.google.com/forms/d/e/1FAIpQLSdsgeNNYaHA-OktOzq1fRhZbBZpL0mTY
CXkcsXXGXbGV6l2Ew/viewform 
 
Kahoot! Use in Chinese Learning questionnaire: 
https://docs.google.com/forms/d/e/1FAIpQLScV9Q01Pia8rD-Tngkohs4yva5LjkNvrZppy
bBbqRTS99KMmQ/viewform  



Portfolio Artifact Commentary 
 
Goals: 1 and 2 
Standards: 1, 2, 4, and 5 
 
This artifact is a short-term inquiry in the effectiveness of online learning tool “Kahoot!” 
in middle school Chinese class. By setting up control group and conducting assessment in 
different ways, I went over an entire process of formal academic writing. The collected 
and analyzed data includes pre- and post-test scores, survey, and the comparison of 
students’ attitudes towards Kahoot! before and after the project, which reveals the fact 
from variety of aspects. This essay also involved knowledge through two years of 
learning in MATC program as integration and prompted my teaching improvement turns 
from experience oriented to research oriented. 
 
Working through this inquiry make me realized the importance and the power of it in 
improving teaching and curriculum. The data and analysis partially supported my 
hypothesis, as well as showed me some stereotypes I had before conducting this inquiry. 
The designing and the implement of the inquiry also prompt my understanding about 
language teaching and its integration with technology. This provided me a new way of 
thinking and confidence about the future of education in a technology context. 
 
This inquiry also acts as a symbol of my change that I realize that research also helps 
improve teaching. Although it have reached the goal and meet my expectation, I found 
there was still a large space that I can work on in order to make the inquiry more accurate 
and reliable. Since the beginning of the MATC program I have been always trying to find 
the balance and a junction between my identities as a graduate student and a teaching. 
This inquiry offered me a satisfying solution: research can lead to the success of teaching 
and make a positive impact on students; correspondingly, it is the fact of being a 
professional that brings more inspiration and thoughts to research. I hope I can continue 
my career as a teaching and also an active researcher in my area. 


