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Abstract:

This research paper aimed to explore and investigate whether the use of animated
karaoke in the Japanese language classes has an influence on vocabulary acquisition
among Malaysian Japanese language learners. The study was conducted on 100
students learnig the Japanese language at the beginner level as an elective subject
at the Faculty of Modern Languages and Communication (FBMK), Universiti Putra
Malaysia (UPM). Data were collected through questionnaires, interviews and
observations. The analytical degative result showed that the participants were able

to memorise and understand Japanese vocabulary quickly and easily after watching
animation consisting of visual graphics combined with text which stimulate their
brain. Data from the interviews also shedvthat the target vocabulary items were
pronounced accurately and correctly when learners sang along while watching the
animated karaoke. The triangulation of data showed that animated karaoke is a good
tool to engage participants in learning the Japanesguage while at the same time,
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having fun and feeling highly motivated to explore the language. The implication of

the study suggests that the use of animated karaoke in other foreign language classes

wi | | hel p boost studelevwelsd confidence and m
Keywords animated karaoke, vocabulary acquisition, foreign language, Japanese

language, language learning

1. INTRODUCTION

Japanese language is a popular foreign language among UPM students who take an
elective global language subject at ti@aculty of Modern Languages and
Communication (FBMK), Universiti Putra Malaysia (UPM). However, Japanese
language students face several challenges in learning the language. Among the main
problems encountered are learning new words, keeping words in mingealling

them when needed (Muhammad Alif Redzuan, 2005; Sanimah Hussin, 2007;
Muhammad Alif Redzuan Abdullah, 2014). Nevertheless, acquiring vocabulary
knowledge is important for the students as they cannot learn the language without
knowledge of wordand their meanings (Ellis, 1994) nor convey their message if they
lack vocabulary knowledge. It will be like the parable of blind men and an elephant

in a guessing game when it comes to answering questions and constructing sentences
using the language ithe classroom. Memorising a large number of vocabulary just

by looking up words or terms in a dictionary or textbook is not an easy task for
students learning the Japanese language. However, advancement in technology has
created a new paradigm in educatid’revious studies (Foehr, Rideout, Ulla &
Roberts, 2010; Hammond et al., 2011; Starkey, 2010) showed tHateRtury
students are active users of various technologies, occupying on average of more than
71 hours per day o nsuroandedbyland have meéntexpased, t hey
to computers, video games, digital music players, video cams, cell phones and all the
other toys and tools of the digital agéPrensky, 2001)Therefore, introducing and
learning vocabulary using any of these new technologies would engage these students
who are considered as digital natives in learning the Japanese language in the
classroom. The new method proposed in this study is the usentdtadi karaoke to

make the language learning environment more colourful and motivating and at the
same time, supports the learning process.

In the case of teaching Japanese language as an elective global language subject in the
Malaysian universities, th@ractical use of animated karaoke in teaching the language
has not been studied in depth. Thus, the present study aimed to explore and investigate
whether the use of animated karaoke in a Japanese language class influences
vocabulary acquisition among Makan Japanese language learners.
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2. REVIEW OF RELATED LITERATURE
2.1 Karaoke and animation

Karaoke is defined as an individual or group activity singing along with the music and

text lyrics displayed on the screen (Mitsui & Hosokawa, 1999). The idea of karaoke

was initially born in Japan in the 1970s before it spreads to the United States,Europ

Asia and the rest of the world (Johnstone, 1993). Karaoke in Japanese consists of two

words: Kara (€ < ) andoke(Z R9.Karame ans 6 e okei$ aysibortened flodm

of O6orchestrad. Thus, Karaoke means Oempt
Karaokeu sual |l y has wvocals to serve as an audi c
either be in Japanese or transliterated into Roman alphabets. Moreover, the lyrics that

are parallel to the music are highlighted to allow the singers to easily sing alorg durin

karaoke (Dickson & Grant, 2003). Both the Japanese and the transliteration in the

Roman alphabets lyrics displayed on the karaoke screen help students to pronounce
correctly and memorise the vocabulary easily. Thus, karaoke has the capability to act

as atool in education, especially in foreign language learning, due to the following

reasons:

(1) Learners6é motivation is increased by &
sing the songs,

(2) Songs in karaoke can be played repeatedly, so learnersactisgomore without

getting bored, and

(3) With the aid of vocal backing, learners can have a better pronunciation practice.

Dunn and Griggs (1989) claimed that i f t h
interest, they would have higher learning achmeget. In short, karaoke singing is

not only about singing; it requires the involvement of fundamental language skills and

subskills. It can therefore contribute to the development of language knowledge

through songs and activities selected by the languresjrictor based on the class

learning outcomes.

Animation is defined as a moving diagram or cartoon character that is made up of a
sequence of images displayed one after another and embedded with an audio effect.
Henry and Laura (2010) defined animatas'the rapid display of a sequence of static

i mages that creates the il lusion of moveme
animation in a Japanese language classroom; for example, it makes the learning
process faster and easier (Hegarty & Sims, 1983l)bles the chance of information
being stored and retrieved when needed (Rieber, 1996); and allows students to acquire
new vocabulary items by linking them to objects and events from the real world
around them (Waters & John, 2007). Devi (2005) who stlithie use of animation in
teaching phrasal verbs in India came out with a list of positive and negative aspects
of using animation in language classroom as shown below:
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Positive Aspects

1. Increases motivation

2. Removes affective filters

3. Lowersanxiety level

4. Improves contextual comprehension because of the display of caption along with
the animation.

5. Fosters visual and verbal literacy

Negative Aspects

1. Distracts learners as they have to watch the cartoon repeatedly
2. Affects the learning process of learners with visual difficulties who have to watch
it repeatedly

Based on the discussion on the use of karaoke and animation in language classrooms,

it was foundhat popular culture provides a relevant and concrete way for an effective

teaching and learning of the Japanese language. Popular culture has a way of
influencing an individual's attitudes towards certain topics. Cheung (2001) believed

that karaoke andnai mat i on can be used to increase s
foreign language and assist in letggm language learning as they have a significant

impact on the younger generation who are more exposed to popular cultures.

2.2Why Animated Karaoke?

Theoretically, learning Japanese language vocabulary with animated karaoke is based
on the Duaicoding Theory (DCT). DCT was initially proposed by Paivio (1986) who
stated that language knowledge is a process in both the verbal and visual channels to
makelearning more fun and enjoyable. Studies have also shown that nonverbal code
offers substantially more support than the verbal code with regard to memory (Paivio,
1971, Paivio & Lambert, 1981; Paivio, 1991). Hoffler et al (2010) noted that if visual
hints such as animation can be added to songs, the process of learning a foreign
language would be easier and faster because learners are able to understand the
context of the vocabulary by hearing and visualising the meaning. Therefore, if
learners could procesnformation from both the visual and auditory sense modalities,
learning would be more efficient and effective.

Diagram 1: The Dual Coding Theory
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