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Abstract

This project explores how playful experience design can enable young children to learn Japanese
independently — without relying on reading skills or constant adult mediation.

The research originated from a bilingual family context in which Japanese was introduced at a later
stage(5Y). A benchmark of dozens of existing tools revealed a major gap: most language-learning apps
assume literacy or use English as a bridge language, creating barriers for Hebrew-speaking pre-readers.

Developed as part of an M.Ed. program in Educational Technology, the project includes two
complementary games.

1. Dobutsu wa Doko? (“Where Are the Animals?”) — a digital game inspired by Where’s Waldo?,
where children search for hidden animals in authentic Japanese scenes. Each level features a
short song that names an animal in Japanese. Success requires active listening, turning attention
itself into the mechanism of learning.

2. Talikun to nihongo de asob6 (Let’s Play in Japanese with Talikun) — a coding robot reimagined as
a bilingual language companion. Using sensors and sound, it moves across printed activity pages,
speaking, singing, and guiding learners through Japanese vocabulary and stories. While
conceptual, the prototype demonstrates how existing educational technologies can be adapted
for new learning purposes.

Both games share the same pedagogical principles: learning through sound, movement, and play;
autonomy before instruction; multisensory interaction; and emotional engagement as the key to
memory and motivation.

Early observations showed high engagement, spontaneous vocabulary use, and strong emotional
response-indicating that when curiosity leads, learning follows.

Keywords: robotics in education, game-based learning, language acquisition, early childhood,
educational design.

YDA [TV TNIZN DTRN :0''X W'V 2T'NRY NIMIYIAVI NWTN 1PNY? TARI DIYVN 0120 190
NNINaN NL'DIAMINN NIV, (D7) Y102 "3 M7p " ,W2pR-Nwu ' 1o "' 190 'N,MA Y, NS TLINDA N



(woia) NTNY pRwn awh vivra :xnp? annar U264

XN
monivm

N77 ,'NDXV [9IN] 19! TINY? AR DD 'K7092 0772 IWaN? 2120 pnwni mrin X' D NI opnan
TN 1In/Mm A IK kNP N7212'A NN

N'ON' ININA 17W1 NNAM Nawn NK 01207 DNIN NAY NIIYW-IT NNAWN1 'WIRK TN 7NN 1212 7[pNnn
(wnn )

NAaWI N'22IN1 D'YNNWA I IR D212 20 D'00ANN DANY 11ANn, 0N 021 072 7W I Ip0 1NKY?
TN INNIAY D'PNYN Y 9712 DP'NAN .NNAY NAIT 0NN DT 112V D'TNIVRYN DINON Y — 1w
D'NIA'PN 12'M0 N7723n2712'N2 nA211ava MLEd

NN nax | ?Dobutsu wa Doko | ?& D 5213 & Z ;iwn pnwn

.[9'" NI'DININ NIINNA NNNNOAY NI'N RIXAY? 0T7' 'n "Where’s Waldo", nxawina 20T pnwn
NAWPNNILNNI9I NINN NN NIJTIA 'Y 221 — UPNa 2aNNn 1'w7 ['TNN? D720 2V ,wan? n'n TR NUT? '
JINMTpNnn% NNan? naam

1IN 0200 2V NTNN NN D910 ,0171Y D'7P'TIN 0DNIXR'T DN'Y QYYD NRIMN Ywn %10 phwnn
Jnnwni nainn

Nawn NYII 72 .19 Naw? n7'Wa Nnawpn 877 NMXN7 TWaN IN NITRNA NY20NDIIQ NIZN NP 2NN
.NYN ¥ 101D NI IXIND NYNINN

.NAW7 112'NN NYINN NNENINPON NK P'RYNY MIQN 72N NI9M0IN NINMa NIRIMNN

DIAN DY NI TIN'Y MY pRwn

Mnan L ov opnwn' | Talikun to nihongo de asobd'| XU —< AL ICIFAZTHZIES
100N TN Twinn Tale-Bot Pro, biana mwnnwin bjp'naa

“IFTIND NIARNN (12227 ,0W1NN N2V DIANN MIDPLIIR 7Y PNYN NN UNXIA 1NN NNX0Na
.D'UNNYNN DY NNPRIDINRD 19T NIONIT

JI9w NTMY%2 1N7 0212 NAZ1220 N2YN NNIN 7811 X7W IN'XID19 Qun NINGan

.[N2'TPNWNA 221N DMI19'0 1901 ,0'7'M XN :NNa 2" vIaNn Naw NIY'Wa NNAIN MNN'9I MaNy
JITNY IN WIQN,NITRN — DAY DNXPRIDIN |'NTA TRV 72

1am NIYTN NIIRM NNLAY7 NI NP0 NARNN? NMIYT N1X0A VXA N ,PRIDADAID bP'Nan
.N2UNN NI%231 N2 AWTN NUIN 12201 0M12'N DY AT, NI NIz

D'aNIYN XY NINPY

:NANIYN NIATA ND'an 2V 0\VW1 D'LP'NAN Y

271 0T ;019 K711 AN TN NINAXY NAXUN ;AIRIPA INX K77 pnwni nvinn ,nvny T TN
.NTIN% V1IIn2 — NNNYI NP0 — Wl ;n'win

DMIYKRY D'RXNDN
JI7'Wan 72U TN NIwpAI NIWTR NA' 019'N21 101190 wiN'Y ,NNIA NIANIVNA 2V 1W'AXN 0T7' DY NIM0INN
.NNXY D70 NI DYDY IWRA NI N2ITA NNNN 2022 02200 Q1NN 2w 2rn™'wain Tnmnn

nivnwn
NTNMY7 DMIWTN DI VU'XN71,0M12791 D'AI71220 0NV 72U W32 0712 NI NA'WN TXD DT DP'Nan
N 71 niaw

029, N19W DTN ,0TAY NNHN QXY ,]12'N NPTIAN,pNwn No0DIAN NT'NY7 :nNan nin

nNipn

Gee, J. P. (2005). What Video Games Have to Teach Us about Learning and Literacy (Revised and
updated Edition). Palgrave Macmillan.



	יפנית בלי לקרוא: פיילוט לשני משחקי למידה (פוסטר)
	Japanese without Reading: A Pilot of Two Learning Games (Poster)
	Abstract
	תקציר
	מקורות

	This project explores how playful experience design can enable young children to learn Japanese independently – without relying on reading skills or constant adult mediation.
	The research originated from a bilingual family context in which Japanese was introduced at a later stage(5Y). A benchmark of dozens of existing tools revealed a major gap: most language-learning apps assume literacy or use English as a bridge language, creating barriers for Hebrew-speaking pre-readers.
	Developed as part of an M.Ed. program in Educational Technology, the project includes two complementary games.
	1.  Dōbutsu wa Doko? (“Where Are the Animals?”) – a digital game inspired by Where’s Waldo?, where children search for hidden animals in authentic Japanese scenes. Each level features a short song that names an animal in Japanese. Success requires active listening, turning attention itself into the mechanism of learning.
	2.  Talikun to nihongo de asobō (Let’s Play in Japanese with Talikun) – a coding robot reimagined as a bilingual language companion. Using sensors and sound, it moves across printed activity pages, speaking, singing, and guiding learners through Japanese vocabulary and stories. While conceptual, the prototype demonstrates how existing educational technologies can be adapted for new learning purposes.
	Both games share the same pedagogical principles: learning through sound, movement, and play; autonomy before instruction; multisensory interaction; and emotional engagement as the key to memory and motivation.
	Early observations showed high engagement, spontaneous vocabulary use, and strong emotional response-indicating that when curiosity leads, learning follows.
	Keywords: robotics in education, game-based learning, language acquisition, early childhood, educational design.

