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1. Cyber Map Exercise Il
It is available online a _http:/ivww.sabotenweb.conyclasses/mapex3/
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| Welcome to Cyber Map Excercise il

{ In August of 1999, | attended CLEAR institute, Advanced Intemet and

1 created Cyber Map Exercise site. Yabe Masato, then University of North

] Carolina at Greensbore implemented it in his class in fall semester of 1999 and
1 we presented paper about the site at SEATJ conference in March, 2000, The

1 handouts is at http//www.sabotenweb . comsconference/SEATIZ 006G/

{ cyber.htmi The proceeding is available from SEAT) 2000 site in PDF format.

Version H site was assembled in November, 2000. | went through UCLA
§ Extention Teaching Online Certificate. This site is a final project of Developing
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1 Curricudum for Online Proarams. This version 3 site involves the use of FLASH,
1t summer of 2001,  was one of the facilitators at Dennie’s CLEAR Putting vour
1 course online summer institute. | leamed more tricks of FLASH and added

1 FLASH version of audic and more animation for giving directions. There are

1 some classes using this site in class and the results will be presentedin

] upcoming conferences in 2002, | hope to incoporate what another CLEAR

1 summer institute (Putting Flash into vour course) is going to offer, Stay tuned.

Please read Notes Page to see the intended use of this site. If you actually used
this or have any comments, please fill cut the form below or send me e-mail
at kschnei@sabotenweb.com. | appreciate your feedback very much.
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11 Rationale of Cyber Map Exercise

Recent popularity of the Internet and multilinguad capability on the latest operaing systems is
incressing the possibility of implementing on-line materids to a Jgpanese language dassoom. In
other words the Internet has launched us into Computer Assisted Language Teaching (CALT).

Thisis apat one of two-part presentation. It will be best if this can be presented with “Cyber
Map Exercise Il1: As aComputer Assisted Language Teaching (CALT) Materid: Part Il
Implementation” in the following presentaion. In this presentation, theresult of the study, and
evaluaions of the courseware by the instructor, and by her students dong with future improvements
and suggestions will be discussed from users' points of view.

2 Original Cybe Map Exercise
http://www .sabotenweb. com/d assesimapex/
2.1 Featur es and assumption

My hope was to create an interactive site practicing “arimasu” (“to exist”, “to be’) using a
magp. Since itisavery basic grammar item and practically every textbook covers it, it can be used
with anybody with any textbook, and itis appropriate to any age-level. Itisfunction oriented. The
materids are on the Internet and available free toanybody. It can be used as a whole or part making it
flexible for most beginning clases. It can be usad as sdf-gudy materids as well, but the primary
assumption is in dassyoom setting with teacher presence. It dso requires computers that have
Japanese reading capability on browser (no exercises that require input). "Cyber Mgp Exercise€' begins
witha vocabulary section, progresses to amgp section, and finishes with an information gap exercise.
2.2 Technology used

To incorporate audio, RealAudio isused. You need to have RealPlayer installed in order to
hear the sound. You can download free player from the bottom of Red’s homepage
(http//www .red.com or http://www.jp.red.com/)

Forrudimental interactivity, JavaScript isused for random image pick, giving trandation in
dert window, feedback in input box. For more sophisticated interactivity, Dynamic HTML using
Dennie Hoopingarner’s “The Game-O-Matic’ http://dear.mau.edu/dennie/matic/) templates are used.
Some browsers (e.g. Mac IE version 5) may not function right.
2.3First Implementation

Thefirst implementation was done by Masato Yabe of then University of North Caroling,
Greenshoro inthe fall semester of 1999 (November). He used it for his first semester class JNS 101-
O1Elementary Jgpanese with 27 Students and the third semeger IJNS 203-0111 Intermediate Jgpanese
students. For dementary Jgpanese, this site isincorporated into Chapter 4, "Asking the Whereabouts"
and for intermediate Japanese, it isincorporated into Chapter 12, "Asking the Way," in the Stuaiond
Functiona Jgpanese series.

2.4 Reason for implementation

One reason for implementation is tha the naure of the functions is highly visud-oriented. It
aso progresses from teling location to giving and asking for directions Questions of this study are
(1) How do gudents fed about using computers for learning direction and location? (2) Is it easier for
an instructor to use the computer program than using the black board, and/or a photocopy of amap?
(3) Wha are the advantages and disadvantages of using the computer program? The study is
conducted through an interview, discussion with students, and observaion during the lesson.
2.5Technical difficulties

The lab was not too well maintained and the main monitor did not work for teacher
presentation. Snce the memory on the computer was low, RealAudio didn't work and it crashed the
browser. There were only10 computers for 27 gudents in 101, and 11 in 203. Students had to share a
computer. There were some grgphical migakes
2.6 Improvements suggested

There were four suggestions for improvement: (1) Apply red graphics for buildings (more
color) (2) Expand to "Giving Directions® from "Existence’ Exercise (3) Multiple magps including red
magp of the campus and (4) Add directions part (from Ritsu Shimizu sensei of PA)




3. Cyber Map Exercisell
http://www .sabotenweb. com/d asses/mapex2/
3.1 Addition

Thisversion |l tries to cover two communication skills. One isto express and understand
location of things The second one is to give and understand the directions. The grammar covers “-te
form’ toconnect sentence and polite request (“-te kudasai”). It dso contains the abbreviated map of
UNCG campus.
3.2 mprovements

Improvements are 1) It contains graphics rather than tiles of hiraganakatakana 2) The
navigation is not linear and learners can choose to or not to have components before get to
communication practice (i.e audio, text, English trandation, grammar explanation) 3) Although the
needs are not red, there are open-ended practice tha there are no st answers.

4. Cyber Map Exercise Il
http://www .sabotenweb. com/d asses/mapex3/

Directions Practice

Let's pick a place where you are and where to go. Practice giving directions and understanding.
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Once you get te de some practice, find a partner to do the following exercises. You decide which one is A
and which cne is B and click the fink from the bettom.

1. Follow the direction and telf yvour partner directions to a lecation. Don't tell him/her where you are
gaing. After the explanation, let’s see if you both get to the same place.

2. Then you decide your starting point and where you want to go. Let's see if vour partner gets to the
same place. Don't telb him/her where you are going.

The face is movabie with the mouse. Move it around!

Diractions Practice

l=xgh=2
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4.1 Inclusion of Flash animation for audio and animation

“Cyber Map Exercise 111" utilizes Flash dong with RealAudio for audio and animation.
RealAudio has been adifficult plug-in to operate and rather cumbersome to develop. For example, in
the case of most recent implementation by Professor Kang, it couldn’t be used because of firewal
restrictions Hash made it easier to develop and use audio than RealA udio.



Compared to GI F animation, Flash utilizes vector animation, which issmoother and creates rather
smal size file tha is easy to ddiver over the Internet.

Flashis most commonly used for fancy animation and often used in navigation. It has a basic
script capability similar to JavaScript called Action Script. Although it lacks powerful full-festured
programming language capability of itshig sister gpplication, Director (LINGO) or Authorware from
Macromedia, Action Script dlows some progranming available for interactivity.

The biggest advantage of using Flash over DHTML, which was originaly used inversions 1
and 2, is browser compatibility. Since DHTML uses JavaScript, Cascading Style Sheet dong with
DOM, the function isnot guaranteed to work with dl browsers. Instead, once you have Flash player,
the results can be assumed universal.

4.2 Information on Flash and Flash player

Flashis the software gpplication todevdop flash animation. The information can be found in
English from http//www .macromedia com/software/flash/ and in Japanese:
http//www .macromedia.com/j p/of twar e/fl ash/

In order to play Flash animation, each computer needs to have Flash player installed. Recent
browsers come with Flash player as aplug-in, but you can dso download Flash player in English:
http//www .macromedia com/software/flashplayer/ and in Japanese:
http//www .macromedi a com/j p/of twar e flashpl ayer/

Flashis most commonly used for fancy animation and often used in navigation, but it has a
basic script capability similar to JavaScript called Action Script. Although it lacks powerful full-
featured programming language capability of itshig sister gpplication, Director or Authorware from
Mecromedia, it dlows some programming available for interactivity. Some of you may not Ynot card
from Japan has interactive Flash greeting cards. (http://www.ynot.co.jp/)

4.3 mprovements suggested and implemented

The version 3 has vocabulary section, progresses to amgp section, and an information gap
exercise. Although it assumes acdassroom context with ateacher's supervision, sdf-test pages are
provided for learners sdf-assessments of ther learning.

(1) Add explanation of "me' (cardinal number to ordinal number)

(2) Add chance to use "gas station,” "park" or "bus stop".

(3) Add "intersection” "just before signad” or "beyond signd": "kousaten”, “tema€e and "saki."

(4) Add acouple of ligening comprehension sdf-test, using the same map on the site (with aface you
candrag on the map)

4.4Mor e Flash materials

Because of the compatibility, more exercises will be redone inFlash such as Vocabulary
matching DHT ML . Flash detection needs to be implemented a the homepage so that the user will be
derted and taken to adownload page of Hash player if the Flash player is not installed.

4.5 Second Implementation — Part |1 presentation

In the =quentid presentation of Part Il will examine Cyber Map Exercise II1 assaCALT
materid in terms of the origind four questions as well as other questions & ter implementaion of the
site by Professor Toyoko Kang of University of Guam. She used itwith her JA102 (Elementary
Japanese 11) that is the second semeder cdass for abeginner. Most of the sudents take thisdass to
meet their General Education foreign language requirement
4.6 Future of Cyber Map Exercise

In the presentation a ACTFL 2002 in Sdt Lake City will indude how Yasuhiro Omoto of
University of Cdifornia & Berkeley used the site. The developer would like to solicit more use of the
Site.



