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[bookmark: _Toc225501879][bookmark: _Toc226543707]Introduction
Yōkai o sagase – A Tanken Centre adventure is an interactive escape room-style experience that engages students in consolidating and extending their Japanese language and cultural knowledge. As students’ progress through the experience, they collect code words to locate the yōkai and unlock the next area.
The resource is designed for Stage 4 students and is also suitable for learners in other stages who are in their first year of studying Japanese. It can be incorporated into a variety of existing units, as it reinforces key themes commonly taught in Stage 4, including greetings, numbers and self-introductions.
[bookmark: _Toc226543708]Technical requirements
The adventure works best on desktop or laptop computers, using Google Chrome or Microsoft Edge. It is not designed for use on phones or tablets.
The adventure is designed to be used with a whole class at a time, with students on individual computers. However, if you experience issues with content loading, we suggest students work in small groups sharing a computer, or you display the adventure to the whole class from your computer and work through the adventure collaboratively.
[bookmark: _Toc225501880][bookmark: _Toc226543709]Structure
The best way to start the adventure is for students to watch the opening video as this explains the story. Students take on the role of a student named ‘Natsuki’ who will explore the Tanken Centre and find the troublesome yōkai.
The resource is divided into 5 spaces – genkan, classroom, hallway, tatami room and garden – and is created in virtual-reality style, so students need to use their mouse (or fingers on a touch screen) to look around each space.
Each space:
is organised around a theme
contains a teacher video introducing students to the space and reminding them of their task
contains 3 or more activities related to the theme of the space
has a lock icon representing the form students need to complete with the code words so they can find the yōkai and unlock the entrance to the next space.
[bookmark: _Toc225501881][bookmark: _Toc226543710]How it works
Each space has:
a video of the teacher welcoming the students
icons to select that bring up pop-ups containing videos, activities or forms.
When students click on a key icon, they will find an activity that requires them to watch a video, listen to some audio or read texts. They may need to play memory games, drag and drop to answer questions, match words and numbers, or even type in answers to questions.
Successfully completing an activity will provide students with a code word. A student code word worksheet has been supplied for students to note the words as they work through the space.
Once students have obtained all the code words for each space (between 3 to 5, depending on the number of activities), they need to select the lock icon and type in the code words for each activity. Words must be entered in the correct space and spelled correctly to advance.
Correctly completing the form will unlock a video of a yōkai. The yōkai videos do not contain activities. After the video plays, students will find an arrow to click. Selecting the arrow opens the next space in a new tab on their browser.
[bookmark: _Toc225501882][bookmark: _Toc226543711]Supporting students
Students may find some content and activities in the resource challenging, but they can retry activities if they make mistakes and continue progressing through each space.
Depending on your context and the needs of your students, you may wish to:
provide a hiragana chart or additional vocabulary support
preview the activities and prepare a vocabulary list or support document
consider pairing students or organising them into small groups to encourage collaboration as they work through the adventure together
complete selected activities as a class on the board before students attempt them independently
use the activities and videos without the virtual Tanken Centre experience.
Please note in the tables below, we have included direct links to individual activities so you can access, share and work through content, without entering the adventure. For example, you may consider viewing and discussing a video or completing an activity as a whole class before students engage with the content individually within the adventure.
[bookmark: _Toc225501883][bookmark: _Toc226543712]Spaces
For each space, you will find a table with links to the space and all the individual videos and activities, except for the yōkai videos which can only be viewed by unlocking the next space in the adventure.
[bookmark: _Toc225501884][bookmark: _Toc226543713]Space 1 – genkan
Theme: introductions and greetings.
Table 1 – genkan videos and activities
	Link
	Notes

	Space 1 – genkan
	

	Activity 1 – teacher video
	Video to introduce the space, with related drag-and-drop activity (complete a dialogue).

	Activity 2 – manekineko video
	Video plus drag-and-drop activity (complete a dialogue).

	Activity 3 – greetings game
	Game with 2 activities – flashcards and memory game.

	Activity 4 – learning about the genkan
	Short reading text with multiple-choice questions.


[bookmark: _Toc225501885][bookmark: _Toc226543714]Space 2 – classroom
Theme: about Japan. Activities relate to geography, culture, hiragana, numbers and family.
Table 2 – classroom videos and activities
	Link
	Notes

	Space 2 – classroom
	

	Teacher video
	Video to introduce the space.

	Activity 1 – numbers
	Students answer 10 questions on identifying numbers.
Each question gives students a letter that will spell out the code word when added to the final 11th question.

	Activity 2 – hiragana
	Students match characters to their corresponding letters in a drag-and-drop activity.
There are 3 levels of increasing difficulty.

	Activity 3 – map of Japan
	Short slide shows containing images and text about the geography of Japan. Each location has a single comprehension question on the final slide. Answers must be typed into a box.
To unlock the code word, students must answer all 5 questions correctly and then click on the flag icon.

	Activity 4 – family book
	Short texts about a family.
Students identify the correct word in the text to answer questions.

	Activity 5 – student video
	After watching the video, students complete a drag-and-drop activity to create complete sentences.


[bookmark: _Toc225501886][bookmark: _Toc226543715]Space 3 – hallway
Theme: traditional dolls.
Table 3 – hallway videos and activities
	Link
	Notes

	Space 3 – hallway
	

	Teacher video
	Video to introduce the space.

	Activity 1 – kokeshi video
	Video plus drag-and-drop activity (match vocabulary).

	Activity 2 – daruma video
	Video plus drag-and-drop activity (complete a dialogue).

	Activity 3 – teru teru bōzu video
	Video plus activity (complete a dialogue by typing in words).


[bookmark: _Toc225501887][bookmark: _Toc226543716]Space 4 – tatami room
Theme: features of Japanese architecture and culture.
Table 4 – tatami room videos and activities
	Link
	Notes

	Space 4 – tatami room
	

	Teacher video
	Video to introduce the space.

	Activity 1 – features of a traditional Japanese room
	This activity guides students to search the room for hidden icons.
Students use their mouse (or fingers on a touch screen) to find puzzle icons labelled feature 1, feature 2 and so on.
When selected, each puzzle icon features a pop-up with information needed to be entered into Activity 1 to unlock the code word.

	Activity 1 – feature 1
	Introduces washitsu and tokonoma (feature 1), with inclusions such as ikebana.
Located to the right of the teacher’s head.

	Activity 1 – feature 2
	Introduces shōji (feature 2) and fusuma.
Located on the same side of the room as the teacher on the shōji screen, closer to the ceiling.

	Activity 1 – feature 3
	Introduces bonsai (feature 3).
Located to the left of the teacher.

	Activity 1 – feature 4
	Introduces kotatsu (feature 4) and zabuton.
Located on the corner of the table, near the wall with the scroll on it.

	Activity 1 – feature 5
	Introduces oshiire and futon (feature 5).
Located on the middle door of the fusuma (cupboard).

	Activity 2 – memory game
	Match images of room features and furniture with its name in hiragana.
There are 8 different features, and the memory game will randomly choose 6 features each time the webpage loads.

	Activity 3 – around the room game
	There are 6 different features of the room, each with a short activity, such as a multiple-choice question or drag-and-drop to complete a sentence.
To unlock the code word, students must answer all 6 questions correctly and then click on the flag icon.


[bookmark: _Toc225501888][bookmark: _Toc226543717]Space 5 – garden
Theme: food. The garden’s theme is food, as this is where students eat when they visit the centre.
Table 5 – garden videos and activities
	Link
	Notes

	Space 5 – garden
	

	Teacher video
	Video to introduce the space.

	Activity 1 – features of a traditional Japanese garden
	This activity guides students to search the garden for hidden icons.
Students use their mouse (or fingers on a touch screen) to find puzzle icons labelled feature 1, feature 2 and so on.
When selected, each puzzle icon features a pop-up with information needed to be entered into Activity 1 to unlock the code word.

	Activity 1 – feature 1
	Introduces ike (feature 1).
Located to the right of the teacher, above the pond.

	Activity 1 – feature 2
	Introduces koi (feature 2).
Located to the right of the pond.

	Activity 1 – feature 3
	Introduces sakura (feature 3).
Located on the tree in the corner of the garden, to the left of the bench on the back wall.

	Activity 1 – feature 4
	Introduces momiji (feature 4).
Located on the tree in the corner of the garden, in the garden bed to the right of the bench on the back wall.

	Activity 1 – feature 5
	Introduces tōrō (feature 5).
Located on the stone lantern.

	Activity 2 – naming food
	Match images of food with their names in hiragana.
There are 10 different foods, and the memory game will randomly choose 6 each time the webpage loads.

	Activity 3 – eating food game
	There are 10 different sentences, each with a short drag-and-drop activity (complete a dialogue).
The activity builds in difficulty, with students required to drag more words and an increasing number of distractor words.
To unlock the code word, students must answer all 10 questions correctly and then click on the flag icon.

	Activity 4 – about food
	Drag-and-drop activity (complete a dialogue).

	Activity 5 – koi video
	Select the correct word from 2 options to complete a translation of the text from the video.

	Bonus game – bentō box maker
	This bonus activity unlocks when students complete the activity in Activity 5.


[bookmark: _Toc225501889][bookmark: _Toc226543718]About the yōkai
There are 5 yōkai that students discover as they work their way through the resource. The yōkai are:
Table 6 – yōkai
	karakasa
	nurikabe
	rokurokubi
	tengu
	kappa

	[image: karakasa demon – looking like an umbrella with only one leg and a long, wiggly tongue.]
	[image: nurikabe demon – looks like a large, grey stone wall, and has very big ears and 3 eyes.]
	[image: rokurokubi demon – Japanese lady wearing a kimono. She has an extremely long neck that winds around.]
	[image: tengu demon is a birdman with red skin and big, white wings. He has a large beak-like nose.]
	[image: kappa demon looks like a turtle with a pond of water on the top of his head. He is eating a cucumber.]


[bookmark: _Toc225501890][bookmark: _Toc226543719]Additional yōkai resources
You will find a Yōkai student booklet and teacher information pack on the Department of Education website for students to explore more about yōkai from Japanese folklore through videos, audio files and a wide range of activities. There is also a bonus activity – yōkai card game.
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