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Introduction

This catalogue contains details about the digital curriculum resources for Japanese available
from The Le@rning Federation (TLF). These resources have either been created by TLF or
licensed from other sources and made available to all schools in Australia and New Zealand.

The learning objects are generally published in series and some learning objects within a
series are aggregated into single learning objects. Aggregated learning objects are identified

with the symbol.

TLF-created content

The Le@ ning Federationés JapaGosseacouhierg,arée al curri cul
based on the principles of Intercultural Language Learning, students use the target language

to communicate and interact in authentic activities that portray the socio-cultural

characteristics of the target country. The learning objects incorporate a range of rich

multimedia with spoken dialogue enabling immersive intercultural language learning

experiences not easily generated by students and teachers in the classroom. The learning

object scenarios also offer opportunities for teachers and students to integrate other

complementary and contributory online and offline activities.

Some learning objects contain non-TLF content. See the acknowledgements and conditions
of use in the learning objects for details.

Content from other sources
TLF licenses content from other sources to include in the pool of digital materials for
Japanese. These items are described in this catalogue as well.

Accessing and viewing the content

Government and non-government education authorities in each Australian state and territory
and in New Zealand have responsibility for facilitating access to the pool of digital content.
Full details about how to access the content, including the necessary technical and software
requirements for viewing it, can be foundon TLF6s websi t e.

www.thelearningfederation.edu.au



JAPANESE CLOSE ENCOUNTERS

Close encounters
Lost bike (Years Pi 2)

Students build bikes based on the characteristics of size, colour and hike accessories. They
then go to find the bikes in a village.

Features include:

e repetition and visual, textual and spoken feedback to support studentsélanguage learning
e images showing the use of bicycles as modes of transport and recreation

e comparisons and contrasts between Japanese and Australian cultures.

Students:
e use descriptive words and phrases, terms of comparison, adjectives and word order, and
familiar language around thanks and greetings.

|'5‘3“?' Bl et oo ' Lost bike: build your own bike (Japanese)
—— T o o L12147 Years Pi 2
""" Match pictures of bikes with words describing size,
@ colour and accessories. Choose words to complete a

description of a bike you would like to build. Use
pictures and feedback to find where bikes are hidden in

&% : a town.
N N $ BT T

— -

In;age reproduced courtesy of The Japan Forum
Photo Data Bank.

l Lost bike: build to order (Japanese)
L12157 Years Pi 2

Match pictures of bikes with words describing size,
colour and accessories. Build a bike to match a
description given by a Japanese friend. Use pictures
and feedback to find where bikes are hidden in a town.

Lost bike (Japanese)
L12167 Years Pi2

e
@ @\% This is a combination ofthetwo o6 Lost bi ke
o A objects.

i
i

This series contains non-TLF content. See Acknowledgements in the learning objects.
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JAPANESE CLOSE ENCOUNTERS

Dressing up (vears pi2)

Students are introduced to a range of basic clothing items for three distinct occasions: going
to school, going skiing and attending the lantern festival (matsuri).

Featured include:

e vocabulary, listening and reading skills in Japanese as well as important cultural
information relating to clothing

e arange of clothing items suitable for school, skiing and attending a festiva

e a choice between school-aged characters Saeko (girl) and Kenichi (boy)

¢ simple instructions and feedback in Japanese.

Students:

o identify items of clothing and explore vocabulary related to dressing for school, skiing or
attending the lantern festival (matsuri)

e follow instructions given in Japanese to dress a boy or a girl.

® O Dressing up: school (Japanese)
s L1019i Years Pi 2

Explore clothes worn in Japan. Identify clothing items
- suitable for wearing to school. Follow instructions to
dress a boy or girl.

Dressing up: skiing (Japanese)
L10207 Years Pi 2

Explore clothes worn in Japan. Identify clothing items
suitable for skiing. Follow instructions to dress a boy or

girl.

Dressing up: lantern festival (Japanese)
L1021 71 Years Pi 2

Explore clothes worn in Japan. Identify clothing items
suitable for going to a lantern festival. Follow
instructions to dress a boy or girl.

ettt 2 Dressing up (Japanese)
L1022 71 Years Pi 2

ENEC This is a combination of
learning objects.
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JAPANESE

CLOSE ENCOUNTERS

Number t rains (Japanese) (vearsPi3)

Students use their knowledge of Japanese numbers from 1 to 400 to arrange train carriages

according to numbers on their sides.

Features include:

¢ visual and audio equivalents of numbers in Japanese
e avisual context in which students sequence numbers in Japanese by predicting, testing

and confirming

e an interactive context in which students develop and consolidate counting skills that are
fundamental to addition and subtraction skills
¢ randomised number generation that encourages repeated use.

Students:

e practice using and identifying numbers in Japanese
¢ relate number dvamesband values in a variety of representations to Japanese numbers

and number words

identify the number before and after a given nhumber
connect Japanese number words and numerals to the quantities they represent using

dice dots and ten-frames

e identify place value in two-digit and three-digit numbers.

babers Uralns erscfl Lt

i Make a train of four carriages. Each carmiage must @ | Lm
be one number bigger than the one before it @

@

Start by putting this carriage on any of the tracks
below.

! four carriages. Each carriage must LAN2

be one number bigger than the one before it @

Start by putting this carriage on any of the tracks
below.

[ Make a tran of four carriages. Each camage must gy | L3
be fen numbers bigger than the one before It @

Start by putting this carriage on any of the tracks
below

Make a train of Each camiage
be one number bigger than the one before it

Start by putting this carriage on any of the tracks.

MARCH 2010

Number trains: 1i 10 (Japanese)
L9882 1 Year P

Students use their knowledge of Japanese numbers
one to ten to arrange train carriages according to
numbers on their sides. The numbers are represented
in a range of formats such as Japanese number words
written in hiragana, numerals, dice dots or counting
frames.

Number trains: 1i 20 (Japanese)
L9883 1 Years 1i 2

Students use their knowledge of Japanese numbers
from 1 to 20 written in hiragana to arrange train
carriages according to numbers on their sides.

Number trains: 107 400 (Japanese)
L9884 i Years 1i 3

Students use their knowledge of how to count by tens
in Japanese numbers to arrange train carriages
according to numbers on their sides. The numbers are
represented in a range of formats such as Japanese
number words written in hiragana, numerals, dice dots
or counting frames.

Number trains (Japanese)
L87107 Years Pi 3

Students use their knowledge of Japanese numbers
from 1 to 400 to arrange train carriages according to
numbers on their sides. This is an aggregate learning
object combining the other three objects in this series.

© Education Services Australia Ltd 2010 6



JAPANESE CLOSE ENCOUNTERS

Kite kit (Years Pi 6)

Students make kites based on the characteristics of shape, colour, printed designs and tails.
As they construct a kite to their own liking, students are introduced to a range of basic and
useful vocabulary.

Features include:

e descriptive words and phrases, terms of comparison, adjectives, and word order and
familiar language around thanks and greetings

e repetition plus visual, textual and spoken feedback to support studentsélanguage

learning
e all characters used in this series appear in the Character catalogue.
Students:

e design as many kites as they like, and then help a friend make a kite

e recognise and apply Japanese words and phrases associated with compass directions,
wind speed and height

e learn language about places, including cultural features in Japan.

Kite kit: flying (Japanese)
L12207 Years Pi6

Students to fly kites in a range of places in Japan.
They can adjust wind direction and flying height and
are introduced a number of basic vocabulary items.
This learning object is the least complex of the three
Kite kit6 | e eobjetts.n g

Kite kit: colour, shape and design: level 1
(Japanese)
L12197 Years Pi 3

Students use and recognise simple words describing
colour, size, shape and cultural images. They choose
simple words to complete instructions for making a kite.
They then make another kite by following instructions
given by a Japanese friend. Opportunities are available
to fly the kites in a range of places in Japan by
adjusting compass direction, wind speed and flying
height.

Kite kit: colour, shape and design: level 2
(Japanese)
L8571 Years 416

Students use and recognise complex words describing
colour, size, shape and cultural images. They choose
complex words to complete instructions for making a
kite. They then make another kite by following
instructions given by a Japanese friend. Opportunities
are available to fly the kites in a range of places in
Japan by adjusting compass direction, wind speed and
flying height.

This series contains non-TLF content. See Acknowledgements in the learning objects.
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JAPANESE

CLOSE ENCOUNTERS

Dragon jumble series (Japanese) (vears 1i3)

Students put images and sentences in order to unjumble a dragon& dream.

Features include:

e opportunities for students to put a sequence of pictures in order, and then match

Japanese sentences to the sequence

e opportunities for students to use temporal connectives to link events in a recount
e audio support of Japanese text to assist student comprehension
¢ three print options for studentsécompleted recounts: pictures only, text only, or both

pictures and text.
Students:

e put pictures in the correct sequence to retell a recount in Japanese

|

}zuam\a EoeEhTL | [Potvato
#3802 W oL, B2 [l itk tB&
t<o TEt, EFTEENE,

Now put the sentences in the order
they happened in my dream.

= Each sentence matches a picture.

match sentences written in Japanese to pictures
use temporal connectives to link different phases of a recount
observe that some Japanese temporal connectives are interchangeable.

Dragondés jumble: dream (J
L9800 Years 1i 3

Students help a dragon remember what happened in
his dream. They view four pictures from a recount and
choose sentences to match what is shown in each
picture. They add temporal connectives such as

| —, 50 ,®8%1 , toshowthe
order of events.

Dragoné6s jumble: garden (
L9806 T Years 1i 3

Students help a dragon remember what happened in
his garden. They place four pictures from a recount in
the correct order and choose sentences to match what
is happening in the pictures. They add temporal
connectivessuchas ~ T , , — " P_,
®e&t1 , toshow the order of events.

MARCH 2010 © Education Services Australia Ltd 2010 8



JAPANESE CLOSE ENCOUNTERS

My design series (Japanese) (vears2i4)

Students design an animated cat or car by following simple instructions in Japanese and
choosing labelled elements that describe mood, size, position, colour and voice.

Features include:

e arange of design elements for students explore

e audio support for all Japanese text, including instructions and labels
e an animation of the student& completed cat or car

e an option to print the student& design.

Students:

e recognise and respond to words, phrases and simple sentences in spoken and written
Japanese

e use adjectives in Japanese for mood, size, position, colour and voice

¢ read simple sentences in Japanese suchas Q4" " ®®Q o ®f 1+ I ~

My design: talking cat (Japanese)
L10284 71 Years 2i 4

Students design a cat that speaks in Japanese. They
choose a voice and background picture for their cat,
decide on a name and select a note about their cat.

My design: talking car (Japanese)
L10277 7 Years 2i 4

Students design a car that speaks in Japanese. They
select items to determine
position and colour. Students then choose a message
in Japanese to describe their talking car.

This learning object contains non-TLF Content. See Acknowledgements in the learning objects.
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Manga professional

Students play the role of a new employee in a manga design studio.

Features include:
scaffolding throughout the learning objects

task-centred feedback via a mentor

(Years 37 8)

information about Manga, the Japanese comic book genre.

explore the background and learn about the conventions of manga
understand the use of onomatopoeic words and dialogue appropriate to storyline

Manga professional donot

L899 1T Years 316

Students practise by working on a story about a family
car trip with an exciting finish. They choose appropriate
onomatopoeia and dialogue. Then build a sequence of
pictures for a new manga story about a brother and
sister who both want the same manga at the same
time. This activity is especially designed to engage the
interest of boys and girls.

Manga pr of es sdodghatal dono

L6117 Years 718

Students practise by working on a story about a family
car trip with an exciting finish. They choose appropriate
onomatopoeia and dialogue. Then build a sequence of
pictures for a new manga story about a brother and
sister who both want the same manga at the same
time. This activity is especially designed to engage
interest of boys and girls.

Manga professional: an important day 1
L9017 Years 3i 6

Students practise by working on a story about a
post man6s s uropse apprepriateT h ey
onomatopoeia and dialogue. Then build a sequence of
pictures for a new manga story about a birthday party
with a messy ending. This activity is especially
designed to engage the interest of girls.

Manga professional: an important day 2
L6137 Years 77 8

Students practise by working on a story about a
postmanés surprise. They
onomatopoeia and dialogue. Then build a sequence of
pictures for a new manga story about a birthday party

[ ]
e arange of social settings and speech types
[ ]
Students:
[ ]
[ ]
e complete two unfinished manga pages.
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with a messy ending. This activity is especially
designed to engage the interest of girls.



JAPANESE CLOSE ENCOUNTERS

Manga professional: be careful 1
L9007 Years 3i 6

Students practise by working on a story about a skiing
6tripbd. They choose appro
dialogue. Then build a sequence of pictures for a new
manga story about young samurai fighters in origami
hats. This activity is especially designed to engage the
interest of boys.

sbLBLLLLLYD

—— Manga professional: be careful 2

L612 7T Years 71 8

N i S sy o . BA S oy Mg o By g hign ad
S h Seted] § Mk s 1 b

Students practise by working on a story about a skiing
6t r i pchooselappeopriate onomatopoeia and
dialogue. Then build a sequence of pictures for a new
manga story about young samurai fighters in origami
hats. This activity is especially designed to engage the
interest of boys.

This series contains non-TLF content. See Acknowledgements in the learning objects.
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JAPANESE CLOSE ENCOUNTERS

Vending machines (vears 3i10)

Students meet some friends on a train platform and ask them questions to take their drink
and food 6ordersdé. Students then go toem.he vending

Features include:
e opportunities to explore the differences between their own and Japanese cultures
e arange food and drinks like those available from vending machines in Japan.

Students:
e interpret nouns and adjectives around drinks, food, ordering and currency.

Vending machines: drinks
L5441 Years 3i 6

Students ask a friend what they would like to drink.
They identify that drink in a vending machine and buy
the drink and give it to your friend.

Vending machines: food
L5467 Years 316

Students ask a friend what they would like to eat. They
identify that food in a vending machine and buy the
item and give it to your friend.

Vending machines: food and drinks
L5481 Years 3i 6

Students ask a friend what they would like to drink.
They identify those foods or drinks in a vending
machine and buy the items and give them to your
friend.

Vending machines: drinks and money
L5457 Years 71 10

Students ask three friends what they would like to
drink. They identify those drinks in a vending machine

. -l

ol ¢ ‘ and use coins to buy the drinks.
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JAPANESE

MARCH 2010

CLOSE ENCOUNTERS

Vending machines: food and money
L5471 Years 7i 10

Students ask three friends what they would like to eat.
They identify those foods in a vending machine and
use coins to buy the items.

Vending machines: food, drinks and money
L5491 Years 71 10

Students ask three friends what they would like to eat

or drink. They identify those foods or drinks in a
vending machine and use coins to buy the items.

This series contains non-TLF content. See Acknowledgements in the learning objects.

© Education Services Australia Ltd 2010 13



Train a sumo wrestler (vears 5i 10)

Students get a taste of the traditional sport of Japanese sumo, the status and hierarchy
among wrestlers, training timetables, coaching and diet schedules and the significance of
various aspects of the game.

Features include:
e avirtual library of information about sumo wrestling
e aseries of multiple-choice, cloze and matching tasks.

Students:

e gain exposure to a variety of informal language structures, as well as vocabulary specific
to sumo wrestling culture

e apply Japanese words and phrases associated with timetables, eating, coaching and
sumo wrestling

e design a training and diet schedule for a sumo wrestler

e investigate cultural aspects of sumo wrestling.

Train a sumo wrestler: beginner
L6491 Years 5i 8

Students coach a trainee sumo wrestler and watch
their trainee try to become a champion wrestler by
winning a match.

Train a sumo wrestler: champion
L123071 Years 9i 10

Students coach a champion sumo wrestler and watch
their champion wrestler try to become a grand
champion by winning a match.



