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1. Purpose statement

SOS is an interactive game where students see, hear and/or read Japanese. The aim of the game is for students to:

· explore the use of the Japanese language within the context of a Japanese space station

· practise their language skills in a fun and motivational way through interactive activities

· manipulate information and language to solve problems by engaging in higher order thinking.

2. Overview

Students will assume the role of Kim, a crew member on the Kookaburra 1 spacecraft, which has been damaged in an asteroid shower. Some of the crew are injured and there is a shortage of food and fuel. There is only enough power in the transporter to beam one person out to the closest space station to secure help and supplies. Kim has a bag of spacoes (currency) to make the necessary purchases. To meet this challenge, Kim must use his/her Japanese language skills to interact with various personalities in each room of the space station. Kim does this by selecting Japanese script from a pool of language in the different rooms. Sometimes students will need to click on objects in the room to obtain the necessary language. When students click on the language, it will go into the language constructor to build sentences. To make Kim “say” the sentence, students will click on a speaker symbol. If the sentence is correct, the audio will automatically play and a response from a character in the room or an action will ensue. If the sentence is incorrect, nothing will happen and the students will need to reconstruct the sentence. 
After passing through Information, Decontamination and Immigration, students may visit the rooms in any order although Kim must collect and pay for everything before being be able to depart. Kim will have a Personal Robotic Assistant, model K (Prak) who will prompt students by flashing a message in English on the screen when students click on him. The rules for navigation are contained within the game.

3. Language level (Prior knowledge)

Exchanges between Kim and other characters are short and usen familiar vocabulary and structures. They are written in hiragana, some kanji for numbers and katakana with furigana gloss. All language has audio support.
Students should be familiar with some vocabulary for:
· daily ablutions (cleaning teeth, showering etc)
· numbers and some counters for different shaped objects
· parts of the body

· nationality

· time words

· food and drink

· furniture

· directions

and with the language for:

· simple greetings

· asking and giving name, age, nationality and date of birth

· asking where things are
· saying what they want to buy

· giving directions

· describing past events
· asking how much things cost
· describing injuries using いたい
4. Learning outcomes

Students will enhance their understanding of the Japanese language and come to appreciate language used in various situations. Students will collect useful language and structures to assemble their own sentences in order to complete

necessary tasks. To succeed in their mission to gain supplies to repair the　spaceship and treat the injured crew members, students will need to learn and use new language in context.

Specifically, students will learn to:

· recognise words, phrases and simple sentences in Japanese
· identify familiar patterns and features of Japanese script
· recognise and follow Japanese script while listening to it

· respond to spoken and written texts using written language

· demonstrate an understanding of the main ideas and supporting detail in


written and spoken texts.
Students will consolidate their knowledge of:

· immigration procedures and nationalities

· currency and exchange rates

· the use of ICT skills for communication
5. Script examples for each room:
Arrivals and Information:

あけてください。
こんにちは。
ありがとう。
ようこそ。
がんばってね！

おきゃくさまにもうしあげます。インフォメーションセンターのほうへおすすみください。
どうぞ。
Decontamination:

シャワーをあびてください。
シャワーをあびます。
かみのけをあらってください。
かみのけをあらいます。
トイレにいってください。
トイレにいきます。
はみがきをしてください。
はみがきをします。
よくできました。
がんばってね！

Immigration:

おなまえはなんですか。
なんさいですか。
十二さい

どこからきましたか。
オーストラリア

おたんじょうびはいつですか。
一九九四年九月十八日

Clinic:

どうしましたか。
あしがいたいです。
めがいたいです。
あたまがいたいです。
うでがいたいです。
おだいじに。
Internet café:

きのうスペースシップがこわれました。
きょううちゅうステーションにきました。
あしたスペースシップにかえります。
あさってオーストラリアにかえります。

Convenience store:

いらっしゃいませ！

なににしますか。

りんごを二十五こください。

はい、ほかには？

やきとりを四十二ほんください。

みずを十四ほんください。

おちゃを十七ほんください。

おにぎりを三十五こください。

まいどありがとうございました。

Hardware:

ドアはどこですか。

まっすぐいってください。

テレビはどこですか。

みぎにいってください。

まどはどこですか。

まっすぐ行って、それからひだりにいってください。

トイレはどこですか。

まっすぐ行って、それからみぎにいってください。

コンピューターはどこですか。

ひだりにいってください。

レジにいってください。
がんばってね！

Checkout:

いくらですか。

五まんえんです。

十スペーソです。

Departure lounge:

一まんえんです。

二スペーソです。

さようなら、おげんきで、またきてね！
Classroom activities:

1. Shopping:


Set up a classroom shop, preferably with realia, including packaging from 
Japanese food, food models etc. Incorporate different shapes, sizes and 
prices. Students perform role plays taking the part of shopkeeper and 
customer, asking for quantities of different things, working out prices etc.


Students can use play money or make their own money by doing coin 
rubbings and copying the script on the coins, or finding Japanese currency 
websites.
2. Daily routine

Complete a classroom survey asking classmates what activities they do at 
what time of the day.


Teachers may choose to incorporate the Japanese for Junior Secondary 
Students video and worksheets on Shingo’s Day available through 
Television Oceania at http://www.tvoceania.com/education.htm

Another useful resource for this topic is the Sugoi CD-ROM available from 
Curriculum Corporation, www.curriculum.edu.au, Module 3, Tomoko’s Day.
3. Immigration

Role play being a customs officer and a passenger at the airport. Ask and answer questions about name, age, birthday, where the passenger comes from, etc. 


A useful resource for this topic is the Sugoi CD-ROM available from Curriculum Corporation, www.curriculum.edu.au, Module 1, Topic 4, What’s your name?
4.  Nationalities 


Create a list of countries and have students complete a chart indicating 
the person from that country and the language that they speak, 


e.g. にほん、にほんじん、にほんご.
5. Clinic


Role play a scenario in a doctor’s surgery asking and giving information about where it hurts. To practise the vocabulary, a handy resource is the Sugoi CD-ROM available from Curriculum Corporation, 
www.curriculum.edu.au, Module 1, Topic 3, My body.

Teachers may also choose to incorporate the Japanese for Junior 
Secondary Students video and worksheets on Shingo is sick available 
through Television Oceania at http://www.tvoceania.com/education.htm
6. Internet café


Write an email to your Japanese penfriend telling him/her what you’ve 
been doing, including when you did it.

7. Directions


Use a map of a town to ask where a place is, and to give directions in 
Japanese telling how to get there.


Give directions to a Japanese visitor in your school telling them how to get 
to various places: the canteen, the gym, the office etc. 
8. Currency conversion


Go to a currency conversion website to find the current exchange rate 
between the yen and the Australian dollar. Use Japanese advertising 
brochures or menus from restaurants to work out how much the items 
would cost in Australian dollars. Create conversations in Japanese with 
 
your classmates, and comment on whether the item is expensive or 
cheap.

9. Design your own currency


Students design what they think a spaco would look like. They can then 
use the currency they have made to carry out transactions between 
spacoes and yen, looking at the exchange rate in the learning object.
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