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Abstract

Recent studies on language acquisition and motivation have targeted Japanese language learners in a formal
educational context, with less attention paid to learners who study Japanese informally. The current study aims
to investigate the impact of Japanese animations in the context of informal third language acquisition. It targets
the native speakers of Arabic who are interested in learning Japanese as a third language (L3), and investigates
the motivations of Arab teenagers and young adults to learn Japanese. Further, the paper also focuses on
examining aspects of Japanese language proficiency among teenagers and young adults, including vocabulary
enhancement and grammar competence. The methodology used in the current study is twofold: an online survey
questionnaire adopted from Armour and lida (2016), followed by an engaging experiment in which participants
were divided into two groups (reality anime group vs. action anime group) in order to examine the effectiveness
of anime selection in boosting proficiency level. The findings of the online survey indicate that Arabic native
speakers are highly motivated to learn Japanese, while the experiment results confirm that the type of anime and
consistency of exposure do support the acquisition process. Further, the study concluded that consumption of
anime series contributes to the learning process and facilitates learners' proficiency in general and vocabulary
learning in particular. However, it remains unknown whether or not Arabic native speakers' motivations lead to
their enrollment into formal Japanese foreign language education. Avenues for future research and implications
are also presented toward the end of the paper.

Keywords: Arabic native speakers, informal learning, Japanese animations, L2 motivational self-system theory,
popular culture, third language acquisition, vocabulary and grammar learning

1. Introduction

The Japanese popular culture of anime is an emerging topic in the field of third language acquisition. The term
“anime” refers to any animated series that are produced by Japanese production companies, which constitute
almost 60% of the world’s animated TV shows (Napier & Susan, 2016). The artistic style of Japanese animations
first emerged in the 1960s and then gained popularity internationally in the late twentieth century due to the high
quality of graphics and sounds. Anime is usually characterized by a continuous and detailed story line, strong
character development, and a creative and distinctive artistic style. Moreover, it addresses a variety of issues
including friendship, honor, respect, ambitions, and overcoming obstacles. The anime industry comprises over
400 production companies that have a global reach. Only a handful of studies has emphasized the link between
the Japanese popular culture of anime and foreign language education. Previous studies have particularly
targeted Japanese language learners in a formal educational context, and little attention is given to those who
study the language informally.

The current study aims to explore the impact of Japanese animations on third language (L3) acquisition. It
targets the native speakers of Arabic who are interested in learning Japanese informally as their L3; moreover,
the study attempts to investigate the motivations of these learners for doing so as well as examines different
aspects of their language competence. Thus, the significance of the current study in contrast with previous work
is that it does not merely focus on vocabulary development but also on grammar competence. Further, it uses the
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Japanese anime series as an informal learning tool in order to test the hypothesis that Arabic native speakers
have considerably high interest in learning Japanese and that they can develop vocabulary and grammatical
knowledge simultaneously through exposure. Further, the study proposes that the type of content that learners
are consistently exposed to would support their acquisition process. The type of content is identified according to
the genre of anime such as action, comedy, drama, fantasy, sci-fi, mystery, and slice of life. Slice of life is a
category of anime that portrays a sequence of events that reflects emotional and insightful real-life situations,
also referred to as reality animations. Specifically, this study focuses on comparing action animations with
reality animations in facilitating the learning process. Thus, the study seeks to answer the following research
questions:

To what extent are Arabic native speakers motivated to learn Japanese as a third language?
How does the type of content that learners are exposed to impact vocabulary development and grammar
competence?

e  What are the implications and future directions of informal language learning in general and animations
as a learning tool in particular?

2. Literature Review
2.1 Theoretical Framework of Informal Language Learning

One of the operational definitions in this study is the term “informal learning.” Generally, the learning process
can be classified under one of three types of learning: formal learning, non-formal learning, or informal learning
(Mocker & Spear, 1982). According to the definitions provided by the European Commission (2001), the three
types of learning are defined in the following manner.

First, formal learning is an intentional type of learning that is highly structured in respect to the content, learning
time, and learning objectives. It is facilitated by a teacher or instructor, typically offered by educational
institutions, and results in certification. Second, non-formal learning is also intentional and structured with
respect to the content, learning time, and learning objectives. However, it is neither offered by educational or
training institutions, nor does it result in certification. Third, informal learning is incidental or nonintentional
type of learning (in certain cases, it can be intentional) that is unstructured and controlled by the learner’s
motivation and needs. It is a result of everyday exposure, activities, or leisure and typically does not result in
certification.

In this study, formal and non-formal learning are not considered; the focus is only on informal learning. Several
researchers (Coffield, 2000; Mahoney, 2001; Van Marsenille, 2015 & 2017; Kukulska-Hulme, 2015) have
indicated that informal learning is less frequently researched than formal learning and have also emphasized the
significance of informal learning as part of the overall learning process. Further, Bahrani (2011) demonstrated
the link between informal language learning and certain language learning theories. In essence, the comparison
between psychologically oriented approaches (behaviorism and innatism) and socially oriented approaches
(interactionist and constructivist) in relation to informal second language acquisition is presented in the
following table:

Table 1. The relationship between informal language learning and other language learning theories (cited from
Bahrani, 2011)

Theories of Behaviorism Innatism Interactionist Constructivist
language learning

Not suitable, Suitable, because Suitable, because Suitable, because
Informal language beca}l.se it requir.es language can be .the focus is the focus is on
learning repetition and drills learnt through primarily on the exposure. It can be
even in an informal exposure in an meaning, which supported based on
setting. informal setting. supports informal learner autonomy.
learning.

According to Bahrani (2011), the behaviorist approach is best suitable for explicit teaching and
computer-assisted instruction (i.e., formal learning), since it involves imitation, repetition, reinforcement, and
feedback (Skinner, 1957; Ellis, 1999). The innateness approach contrasts with behaviorism, which refers to the
cognitive ability to learn a language through exposure to sufficient input (Chomsky, 1965, 1993). This language
input can be obtained from the learner’s surroundings through parents, peers, audio/visual media, or the online
network. Therefore, behaviorism cannot explain the complexity of language learning only through
habit-formation. According to the interactionist approach, learning is achieved through social interaction with
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competent speakers and the learning environment is not limited but rather dynamic, flexible, and innovative
(Long, 1983; Pica, 1994). Moreover, Bahrani (2011) has argued that the interactionist approach is the most
typical form of informal language learning amongst all the other approaches. However, the interactionist
approach is not applicable in this study due to the lack of communication between Arabic participants and
Japanese native speakers in the context of this study. Consequently, Japanese animation series are considered an
alternative authentic source of language input. Last, but not least, is the constructivist approach, in which
language learners create new ideas based on their previous and current knowledge (Cook, 1996). According to
the constructivist view, language learning is an active, creative, and socially interactive process and involves
exposure to language in authentic contexts.

In summary, in this study, informal language learning cannot be based on the behaviorism or interactionist
approaches but rather on innatism and constructivist approaches since both the latter approaches emphasize that
informal language learning must be unstructured and incidental, which mostly correlates with Bahrani’s view.

2.2 Motivation Theories and Second Language Acquisition (SLA)

The motivation to learn a new language is an elusive construct (Chik, 2019). In other words, a learner may be
motivated to learn a new skill in a formal educational context but fails to extend the learning process in an
informal context or vice versa (Benson, 2015). The word “motivation” has numerous definitions in extant
literature. Dornyei and Ushioda (2011) confirm that motivation is related to “the choice of a particular action, the
persistence with it, and the effort expended on it.” In a general sense, a language learner may choose a particular
“action” from a great variety of options (e.g., using an anime series, TV shows, or online network resources),
which consequently impacts his or her “persistence and effort” associated with that action (i.e., may extend or
contract language learning). Several studies in psychology have defined various kinds of motivation including
intrinsic vs. extrinsic, instrumental vs. integrative, and interactive (Deci & Ryan, 1985; Gardner & Lambert,
1972; Sade, 2003). However, these studies have divided motivation into two separate linear dimensions:
individually vs. socially oriented motivations, which cannot accommodate for the complexity of motivation in its
current state (Sade, 2011).

L2 motivation has evolved rapidly and undergone different theoretical phases since the 1960s. Recent
developments in SLA have examined motivation from a new perspective, thereby leading to the emergence of
three motivational theories that comprise the nature of constant learning. These theories are developed not only
to account for L2 learning but also to accommodate the learning of a third, foreign, additional, heritage, global
language, /ingua franca (Note 1), or any basic language skills (Dérnyei & Ushioda, 2011).

There are various emerging SLA motivational theories: One of these theories is a theory proposed by Ushioda
(2009), that is, “a person-in-context relational view of motivation.” In this theory, Ushioda developed a
relationship between motivation on one hand and self and context on the other, which contradicts the
shortcomings of old linear approaches of motivation (e.g., treating self and context as separate dimensions). She
argues that language learners are real people who are located in certain cultural and historical contexts and
whose motivations and identities are shaped by these contexts and vice versa. Her idea is to abandon the
theoretical abstraction of learners’ characteristics and to emphasize the existence of multiple contextual elements
that correlate with motivation. However, developing a functional, useful, and realistic strategy for the analysis of
motivation remains a challenge to this approach (Dérnyei & Ushioda, 2011).

The second theory is suggested by Dornyei (2005 & 2009a) and is known as the L2 motivational self-system.
This theory has three main components: The Ideal L2 Self, the Ought-to L2 Self, and the L2 Learning Experience.
The Ideal L2 Self is a typical reflection of one’s ideal self. The learner’s “ideal L2 self” is a strong motivation
toward learning another language, since the learner has the desire to shrink the gap between the actual self and
ideal self. Moreover, traditional approaches such as integrative and internalized instrumental motivations can
actually be classified under this component. The Ought-to L2 Self refers to the attributes that a learner believes
he/she must possess in order to meet social or institutional expectations and to prevent potential negative
outcomes. This component requires extrinsic instrumental motives. In other words, this component is less
internalized. Finally, the L2 Learning Experience is a situated executive motivation that comprises the learner’s
experience in a particular learning environment, whether formal or informal (e.g. impact of instructors, peers,
curriculum, media, etc.). Therefore, the Ideal L2 Self and the L2 Learning Experience are the most significant
components of this theory on account of their reliability in predicting the learner’s motivation and achievement
(Csizér & Kormos, 2009; Taguchi et al., 2009).

Last but certainly not least is an approach to motivation from a complex dynamic systems perspective. This
approach was developed by Dérnyei (2009b) in order to breakdown motivation into its essential components,
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thereby aiming to achieve a model that can account for all motivational phenomena. The complex dynamic
system model suggests that motivation, cognition, and affect are inseparable dimensions. There is no single
explanation for any motivated behaviors. What poses a challenge to this approach is to identify a level of
analysis that captures the three dimensions in one situation. In fact, all we need to do is to dig deeper into
motivation and “ask the right questions” (Dornyei & Ushioda, 2011).

To sum up, there has been a steady flow of motivational theories in the previous few decades. The integration of
motivation from psychology into SLA is a contemporary movement toward language learning and teaching. It
has been suggested that language learners are driven by multiple-dimensional factors, like the idea of possible
selves that reflects the learner’s imagination and fantasy and the idea of multiple contexts and affects, which also
possibly includes cognitive abilities. The aforementioned theories may help in explaining why Arabic native
speakers are attracted and motivated to learn the Japanese language.

2.3 Previous Studies on Japanese Animations and Motivation

Throughout literature, the impact of animation series as an informal learning tool has not been studied
thoroughly (Spindler, 2010; Han & Ling, 2017). Previous studies have focused on the use of anime clips in a
formal educational environment, where the content is manipulated and controlled; little attention is given to
those learning Japanese informally (Armour & Iida, 2016). Moreover, certain researchers have proposed
different models and techniques that can be used for educational purposes by adopting anime in Japanese foreign
language classrooms (Han & Ling, 2017), while others have questioned the effectiveness of this method and
have discussed a few advantages and disadvantages of its usage in classrooms. Further, a few studies have
highlighted the motivational factors of learning Japanese language as L2 (Fukunaga, 2006; Allison, 2006;
Shamoon, 2010; Swenson, 2010; Northwood & Thomson, 2012).

Most anime-related studies are rather new. Several researchers have discussed the positive impact of animations
in increasing learners’ linguistics competence (Arikan & Taraf, 2010; Velez Gea, 2013; Munir, 2016). For
example, one study by Bahrani and Soltani (2011) emphasized the effectiveness of anime videos in providing
visual and auditory information. Visual information is usually processed by the right-side of the brain, which is
concerned with analyzing holistic and artistic data. On the other hand, auditory information is analyzed by the
left-side of the brain, which usually performs analytical calculations and interpretations. In contrast, traditional
learning tools (e.g., paper-based methods) extensively stimulate the left hemisphere of the brain and make the
learning process dull and boring. Moreover, anime characters put language into use by implementing Japanese
expressions in suitable situations or events. Conversations and interactions among characters as part of the
storyline provide the learner with rich, comprehensive input. Further, the use of animations adds entertainment to
the learning process, which makes the educational environment enjoyable.

Only a few studies have investigated Japanese language literacy and vocabulary development. Fukunaga (2006)
evaluated the influence of anime on the literacy level of American students in terms of aspects such as word
recognition, listening, and pronunciation. Her research concluded that the advantage of anime lies in developing
a learner’s overall literacy, particularly listening skills. In addition, another research by Kayaoglu and Akbas
(2011) investigated whether there was a difference between learning vocabulary through animations as compared
to learning vocabulary through traditional methods (i.e., the paper-based method). They conducted an
experiment in which they randomly divided pre-intermediate students into two groups: experimental and control
groups. Although the statistical results showed no significant differences between the two groups in the post-test
scores, the experimental group outperformed the traditional group in vocabulary learning. The study concluded
that animations contributed to better performance of the students. However, English as a foreign language (EFL)
instructor must pay attention to the type of content presented and to the learners’ proficiency levels.

Devi (2005) highlighted a few points in favor of the effectiveness of utilizing animations in language learning.
Among the positive outcomes of the study were that the learner’s motivation as well as the contextual
comprehension both increased. The study also found that animations support reducing affective filters (e.g.,
school curriculum) and also help to decrease anxiety levels. In addition, animations also help the retention of
new concepts as compared to traditional learning methods. However, the study encountered a few challenges as
well. The researcher found that utilizing animation in language learning may have negative effects such as
causing distractions and repeated watching, which may negatively affect health and well-being on account of
extensive exposure to electronic devices. In addition, Matsumoto (2007) investigated the peak learning
experience (Note 2) among American students who were studying Japanese as a foreign language. The
researcher reported that, from the students’ perspective, their most positive experience was being understood by
Japanese natives, while the negative experience was losing motivation if their learning did not progress.
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Motivational factors in Japanese language learning are still part of an open area for investigation among
researchers. One view supports that the popular culture of Japanese anime has motivated learners to enroll into
formal Japanese learning classes. Numerous advocates of this view have claimed that anime series have a
positive effect on students’ enrolment into Japanese as a foreign language (JFL) courses (Fukunaga, 2006;
Allison, 2006; Shamoon, 2010; Swenson, 2010; Northwood & Thomson, 2012). Data provided by The Japanese
Foundation (2011) also support this view. Over 13,000 learners of Japanese language participated in a survey
that revealed that 50.6% of the respondents are interested in learning the language because of anime and manga
rather than studying Japanese history and literature. On the contrary, a more recent study by Armour and lida
(2016) supports a contrasting view. They investigated whether or not Australian anime lovers are motivated to
learn Japanese and the findings concluded that the participants’ interest in anime did not necessarily motivate
them to enroll in Japanese language education. However, the study was conducted in an Australian context and it
is possible that the findings cannot be generalized.

Thus, the use of animation series as a learning tool is a rich and relatively new subject for research. Most
previous studies have not come to a clear conclusion regarding learners’ motivations in learning Japanese or
regarding learners’ linguistic competence. Further, previous work has focused on formal education and research
that addresses Arabic native speakers who are learning Japanese informally remains limited. The current study
aims to investigate the motivation of Arabic natives learning Japanese as a third language. The study
hypothesizes that learners from an Arabic language background are motivated to learn Japanese due to
multidimensional factors. In addition, the study also discusses the linguistic competence of and whether using
animations would enhance the vocabulary competence of Arabic natives who are learning Japanese. It will also
highlight the influence of learning progress in grammatical aspects and the type of content (i.e. genre) during
consistent exposure to Japanese animation series.

3. Methodology

The current study adopts a sequential mixed research design in order to obtain authentic data. The data collection
procedure included two data collection methods; first the researcher distributed an online survey questionnaire
targeting a large number of people across several Arabic countries. Based on the data collected from the survey,
participants were elected to engage in an experiment according to specific sampling criteria. The following
subsections present a detailed description of the methods employed.

3.1 The Online Survey Questionnaire

The first data collection method implemented in this study was an online survey questionnaire; this was done due
to reasons of practicality, suitability, and convenience. According to Wright (2005), in comparison to the
ordinary paper-based survey, the online survey method has more benefits but still has a few drawbacks. Wright
reported that an online survey enables researchers to reach a large number of targeted respondents worldwide
and also empowers respondents to reveal their honest opinions on the subject at hand compared to a paper-based
survey. On the other hand, he raised some concerns particularly with regard to receiving repeated responses from
a single participant, collecting inaccurate geographical information, or being biased to a certain group of people.
However, in our case here, we found the online survey method more appropriate in the context of the study for
the following reasons:

a)  The study targets only anime fans that are located in different Arabic countries and territories,
which makes it much easier to reach them via the online survey rather than a paper-based survey.

b)  Most, if not all, members of the targeted sample rely on Internet resources and websites to keep
up with their favorite anime series. Therefore, the Internet is also used to reach a wider range of age
varieties in this study.

c¢)  Members of different anime communities help in spreading the online survey faster using their
available facilities.

d)  Online surveys are more economical with respect to the time and effort of administration
compared to the paper-based surveys for both researchers and respondents.

3.1.1 Participants

The survey targeted Arabic native speakers from 14 different countries including Saudi Arabia, United Arab
Emirates, Kuwait, Oman, Yemen, Egypt, Sudan, Alegria, Morocco, Syria, Palestine, Iraq, Jordan, and Comoro
Islands. A total of 215 responses were received. However, 11 responses were excluded from the data since 3 of
them were repetitive, and 8 responses were submitted by subjects who have studied Japanese language formally
and hold certificates, thereby not meeting the current study’s sample requirements. Hence, the remaining 204
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responses were considered as the qualified participants for the study. The participants included 82 males and 122
females, aged from 15 to 35 years. The majority of the participants did not receive formal Japanese education
nor had they traveled or lived in Japan before. The following table summarizes the information of the targeted
sample in the survey.

Table 1. Respondents’ demographic information in the online survey questionnaire

Gender Age group Country L1 L2 Education level
Males = 82 (15-19) =38.2% 77% from Saudi Arabia.  100%  93.1% speak High school =39.7%
(40.2%). Arabic English.

(20-24) =45.6% Diploma = 5.9%
Females = 122 (25-29) = 11.3% 23% fr.om other Arab 6.9% speak Bachelor’s = 49.5%
(59.8%). countries. French.

(30-35 & older) = 4.9% Master’s =4.9%

3.1.2 Survey Design and Instruments

The survey was designed to follow a mixed data collecton approach,which combines both quanitative and
scale or -qualitative data collection methods. The quaniatative method is implemented in the form of Likert
ended -plemented is in the form of openchoice questions, whereas the qualitative method was im-multiple
quesions to elicit the honest views of the respondents. The survey questionnaire is adapted from Armour and
Iida (2016). However, a few changes were made by deleting certain irrelevant questions and adjusting others to
fit the Arab culture and be easily understood by the respondents. The general design of the online survey
includes four sections: Section (1) is an introduction that illustrates the aim of the study; Section (2) elicits the
respondents’ general demographic information; Section (3) includes questions regarding their interests, duration
of access, and resources of Japanese anime series; and Section (4) deals with informal Japanese language
learning, motivation, and skills. Most of the questions were multiple-choice questions, but a few others were
open-ended questions that were included in the survey in order to enable participants to better express their
perspectives (Appendix A).
3.1.3 Procedures and Data Analysis
The survey questionnaire was designed using Google Forms and was distributed online for a duration of

approximately three weeks in order to approach a large number of potential respondents. The data collected from
the survey were converted into sheets and analyzed using various data analysis tools and programs.

3.2 Experiment

The second data collection method adopted in this study was in the form of an experiment. Based on the data
obtained from the survey, it was important to dig deeper into motivation and test the effectiveness of anime as a
language learning tool. The nonrandomized pretest and posttest methods were appropriate for use in the current
study for several reasons (Salkind, 2010).

a) They provide an initial score from each individual prior to the exposure of any effect—in this
case, Japanese animations.

b) They also produce a post-effect score that predicts the amount of change that occurred after
watching animations.

c) They are rather practical in measuring the change not only between-subjects but also
within-subjects.

d) The pretest scores could be used as controls for each participant, and the posttest scores can
identify the experimental outcomes.

e) In order to avoid internal and external validity issues associated with randomization,
nonrandomized pretest and posttest methods are adopted (i.e. participants are equally divided into two
groups).
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3.2.1 Participants

The experiment included 51 participants from 8 Arabic countries including Kingdom of Saudi Arabia (KSA), the
United Arab Emirates (UAE), Bahrain, Oman, Yemen, Syria, Libya, and Sudan. The participants were 23 males
and 28 females and were selected on the basis of specific sampling criteria, which is described below.

a) All participants are Arabic native speakers who also speak English/ French as their L2.

b) All participants have the ability to understand some basic Japanese and they can read and
comprehend simple sentences written in Kana and some basic Kanji, they also can listen to short
conversations and comprehend simple utterances.

c) None of the participants in the experiment are enrolled in JFL courses or institutes.

d) None of the participants are Japanese heritage speakers, nor they have lived or studied in Japan
before.

Initially, there were 60 participants in the experiment and they were carefully divided into two equal groups in
order to avoid gender differences and to measure the variable of anime type (i.e., the between-subjects variable).
However, nine participants withdrew from the experiment in the first week. Consequently, their pretest results
were excluded from the analysis and the normality test was conducted using the SPSS program in order to ensure
that the participants are normally distributed in both groups. The remaining participants were assigned to group
A =reality anime (n = 25) and group B = action anime (n = 26). The ages of the participants ranged from 19-34
years and the gender distribution was almost equal in both groups (Group A had 11 males and 14 females, while
Group B had 12 males and 14 females). The normality test results in the table below show that all p-values were
greater than the significance level of 0.05, which indicates that data follow a normal distribution.

Table 1. Tests of Normality

Kolmogorov-Smirnov* Shapiro-Wilk
Group Statistic df Sig. Statistic df Sig.
Pretest Scores A 0.102 25 0.200° 0.965 25 0.511
B 0.109 26 0.200° 0.975 26 0.753
Posttest Scores A 0.112 25 0.200" 0.965 25 0.519
B 0.119 26 0.200° 0.965 26 0.508

*_ This is a lower bound of the true significance.
a. Lilliefors Significance Correction
3.2.2 Material

In the current study, action anime and reality anime series (Note 3) were selected for the content. According to
Hand and Ling (2017), the selection of anime must satisfy a learner’s needs. Hence, participants initially joined
the study in order to improve their overall skills, particularly focusing on learning new vocabulary and grammar
autonomously. Although a few subjects withdrew from the experiment, they had expressed their desire to join
the experiment in order to achieve some linguistic improvements. Moreover, other criteria have been indicated
by Syaifuddin (2010) and these criteria are consistent with the selected animations in terms of the following
aspects: a) the selected anime series are culturally appropriate; b) the duration of the anime series exceeds 42
hours, which is the time required to accomplish the experiment based on the Japanese Language Proficiency Test
(JLPT)preparation timeframe; c) the selected anime series are publicly available online for free on numerous
websites, d) the visual quality of the anime is high in terms of drawings, characters voices, and written subtitles;
e) the anime selection is not only compatible with the test but also with the age and linguistic level of the
participants (i.e., participants were classified as Japanese N5 level, which is the first and easiest level that is
usually used to classify beginners).

With regard to the pedagogical value, the story lines in both anime types are enriched with numerous vocabulary
words and grammatical forms that participants can benefit from. Conversations and dialogues among characters
include frequent words that participants are familiar with and new words that they may have encountered for the
first time. In terms of grammar, instances of particles usage, negation, conjugation, word order, question
formation, etc. are presented in various scenes. Further, for reasons of convenience and practicality, the
participants follow the experiment from home, as instructed.
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3.2.3 Instrument

The instrument used in this experimental study to assess participants was a questionnaire comprising 45
questions that were selected from JLPT samples taken from a specialized website ( jtestdyou, 2014). These
questions reflect N5 Japanese proficiency level, which is specified for assessing beginners. The questions were
collected and verified with the help of three experts in Japanese language and were divided into two parts—the
first part included 30 vocabulary questions and the second part included 15 basic grammar questions.

The test was evaluated for content and validity in order to ensure that a) items in the test reflect the study
objective, b) the test level corresponds to the expected language level of the participant and was clear for all
participants, c¢) the questions were rather balanced and were not biased toward any specific group, d) the test
items sufficiently cover the content in terms of selecting common vocabulary and grammar, e) the grading
system is clear in assigning one point for a correct answer and zero for an incorrect answer.

Moreover, the internal consistency of the test was checked using SPSS program’s Cronbach’s alpha reliability
function. The Cronbach’s alpha reliability coefficient of items in the test was measured. This reliability
coefficient normally ranges between 0 and 1. The results indicate that Cronbach’s alpha value = 0.939 out of 1.0,
which implies that the test is not only consistent but also has a high level of reliability, which is in accordance
with George and Mallery (2003).

3.2.4 Design

The current study implemented a between-subjects (subjects-inter) design in which participants in different
groups were assigned to watch different anime genres. Group A participants were assigned to watch reality
anime series, and Group B participants were assigned to watch action anime series; the experiment lasted for
three weeks. The time of exposure was constant for both groups and was a total of 42 hours distributed
consistently over 21 days with a rate of 2 hours of daily consumption. The independent between-group variables
were the conditions of the anime genre. The dependent variables were included within the test design, which
comprises the vocabulary and grammar sections. The vocabulary section includes items of various parts of
speech such as nouns, verbs, and adjectives, while the grammar section focuses on basic rules. For example, the
use of adverbs, prepositions, particles, tenses, negations, conjunctions, and Japanese word order. Both groups
took a pretest before the utilization of anime series and a posttest immediately after finishing them. The test
design was the same in the pretest and posttest phases (Appendix B).

3.2.5 Procedures

Participants in both groups took an online pretest distributed using Google Forms. They were given 45 minutes
to answer 45 multiple choice questions. In the tests, participants were asked to perform two tasks: the first was a
picture-naming task including nouns, verbs, and adjectives in Japanese, and the second involved a grammar task
that dealt with basic Japanese grammar rules. After completing the pretest, participants engaged in the informal
learning phase in which they were required to watch anime series for two hours consistently in a daily basis until
the end of the experiment. During the first week, nine participants withdrew from the experiment, but their
withdrawal did not influence the results. Over the course of three weeks, a total of 84 episodes were completed.
After this phase, participants were given the same test immediately as a posttest in order to measure the amount
of change in their Japanese proficiency level; they were also given the same amount of time to complete this test
as that in the pretest. According to Tomlinson (2011), the production phase took place after extensive exposure.
Since there were no instructions to be enforced, this technique enables the participants to notice the mismatch
between what they do and what proficient Japanese anime characters typically do.

3.2.6 Data Analysis

In terms of the pretest and posttest analysis, one correct answer is counted as one point and an incorrect answer
is given zero. The ultimate test score is 45 points. After the scores were calculated for each participant, the data
were statistically analyzed using the SPSS t-test.

4. Results
4.1 Survey Results

This section provides the detailed findings obtained from the online survey. First, the participants’ interest in
Japanese is presented, followed by an explanation regarding their motivations. Then, the informal learning
techniques they used and the types of anime they usually watch are presented, including a few advantages and
disadvantages of the techniques that were indicated by the participants.
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M Japanese MKorean M French Spanish Chinese

Figure 1. Interesting languages to learn as L3*
*Respondents can choose one or more languages, total responses received=272.

The total number of responses is 204 and the gender distribution reveals that there are more females participants
(n = 122, 59.8%) than males (n = 82, 40.2%), yet gender differences are not considered as an intervening
variable in this study. When participants were asked about their L3 language interest, the results indicate that
64% were interested in learning Japanese (n = 174), while 15% were interested in learning Korean (n = 41),
followed by 10% for French (n = 27), also 6% for Spanish (n = 16), and the least attractive was Chinese, which
only accounted for 5% of responses (n = 4), as illustrated in Figure 1 above. Moreover, when participants were
asked about their previous experiences with Japan and the Japanese language, only 1 participant from among 251
responded that they had visited Japan before and 8 participants revealed that had taken formal Japanese learning
courses. With regard to the use of technology and internet, 52% of respondents used a smartphone to watch
Japanese animations, 36% used a personal computer or laptop, while 7% used a tablet device, and only 5% used
other types of devices (e.g., smart TV, projector, or PlayStation).

Moreover, respondents were asked how often they watch anime series, the majority responded “every day,”
followed by “once in few days,” and very few answers were “once a week.” With regard to the average time that
is spent daily on watching anime episodes, the responses were divided into four groups, two of which are almost
equal: “three hours per day” and “two hours per day,” followed by “one hour a day” and lastly, “half an hour
daily.” Surprisingly, the respondents indicated that their growing interest in Japanese animations began over five
years ago, which signifies a continuous motivation. In essence, the general picture of respondents in this study
indicates that Arab teenagers and young adults, whether males or females, have a high consumption of anime
series due to ease of access and potential interest in learning Japanese as a third language regardless of their
limited experience in visiting the country and almost absence of contact with Japanese native speakers.

With regard to the respondents’ motivations toward learning Japanese language and other anime-related factors,
the data indicate the following aspects. The initial motivations of respondents to watch Japanese anime and learn
the language are varied. Essentially, the participants’ motivations to watch anime either revolved around TV
programs (38.9%), were driven by the influence of their peers and relatives (34.8%), or were manifested from
the expansion of the Internet and the existence of online anime communities, fan blogs, and websites (26.3%).
These reasons result in the emergence of other factors that encouraged such people (i.e., anime fans) to consider
learning Japanese as L3. The data indicate that 49% confirmed that their general interest in Japanese culture
encouraged them to learn the language; 19% indicated that the uniqueness of the language is a strong motive and
that there is no other reason compared to 17% who were motivated to learn the language in order to watch
animations without subtitles or dubbing; only 8% had future plans to work or study in Japan; and 7% were
motivated to learn Japanese in order to improve their drawing skills (Figure 2).
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M Intrested in the cuture itself. B The language is unique.
M To watch anime without subtitles. Future plans to study or work in Japan.

To improve drawing skills.

Figure 2. Motivations to learn Japanese

In order to further explain the link between Japanese anime and motivation to learning Japanese, the respondents
were asked to determine which kind of Japanese products they looked up to the most, whether it is anime series
alone, or manga alone, or both. The responses revealed that the majority consumed both anime and manga but
they preferred anime over manga (n = 107), followed by preference of only anime series (n = 49), while others
had no preference at all and consumed both anime and manga equally (n = 35); unexpectedly, a few respondents
preferred manga sketched stories over anime series (n = 13). Moreover, participants were asked to specify the
language in which they usually watched anime, and a total of 87.3% agreed that the language used is spoken
Japanese with Arabic subtitles, compared to 10.8% who used spoken Japanese with English subtitles, and only
2% declared that they understood spoken Japanese without any translation. It is obvious that none of the
respondents actually favored dubbing in any way or watch anime with Japanese captions. Nevertheless, when
participants were asked about how long they had been learning Japanese informally, 57.4% declared that they
had begun informal learning two years ago or over; while 21.1% claimed that they began informal learning
recently, which meant almost three months ago; and 16.2% stated that they had begun almost one year ago; and
very few stated that they had begun learning Japanese almost six months ago (5.4%).

60.%
51%

50.%

40.%

30.% 24.8%

20.% I
10.% 5.8% R 5.8%
3.4%
o LI E = .
Friends Self-tought via Anime series Social media Video games Direct contact

YouTube only platforms with native
speakers

Figure 3. Informal learning techniques*

* Respondents could choose one or more methods out of 6 methods, and a total of 327 responses were received
for this question.
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With regard to the participants’ informal learning techniques, the genre of anime, and Japanese language
learning skills, there are few observation notes that can be derived from the data. First, with regard to the
informal learning techniques used to learn Japanese, the majority of the participants (51%) have confirmed that
they only learned Japanese through long exposure to anime. According to the data, the average time of exposure
was 2-3 hours per day and this number increased during weekends and holidays. Further, 24.8% were self-taught
via YouTube, 8.8% via social media, and 5.8% were observed to be learning Japanese through friends and video
games, and a small proportion was noticed in learning Japanese through direct contact with native speakers only
constituting 3.4% of the total responses (Figure 3). Second, when participants were asked about the genre of
anime they usually watched, the responses revealed that 25% watch action anime, 19% watch Shonen (Shonen
anime is directed to boys and usually discusses topics like dignity, fighting squads, and sports), 18% watched
drama anime, and 18% watched reality anime (i.e., Slice of Life). Third, since most (if not all) participants in the
survey were still learning Japanese informally, it was important to determine their initial level of proficiency
skills. Therefore, respondents were asked to self-evaluate the following Japanese learning skills: listening,
reading, writing, and speaking; the results are ranked from most frequent to least frequent, as depicted in Table 4
below.

Table 4. Proficiency skills of respondents in the self-evaluation question

Listening skills Ranking Reading skills Ranking
I can understand simple and short 60.8% I cannot read at all. 70.6%
utterances.
I can understand utterances of complex 22.1% I just started and can read Kana . 14.7%

sentences if spoken slowly.

I can understand daily communication in 9.3% I can read Kana but few Kanji 2. 11.3%
standard style (e.g., desu/masu).
I can understand different Japanese 3.4% I can read up to 100 Kanji. 2%
dialects.
I cannot understand at all. 2.9% I can read up to 300 Kanji.
I can read up to 500 Kanji. 0.5%*
Native/near-native proficiency. 1.5% I can read up to 1000 Kanji and more.
Writing skills Ranking Speaking skills Ranking
I cannot write in Kanji at all. 75% I can speak some words and simple 76.5%
sentences.
I can write my name and a few words. 19.6% I can speak with more complex sentences. 12.7%
I can write complete sentences. 4.4% I cannot speak at all. 7.4%
I can communicate and interact well. 2.9%
I can write a paragraph in Japanese. 1% Native/near-native proficiency. 0.5%

*The three statements are equally ranked according to the responses.
! Kana are Japanese characters of which one symbol represents a single sound.
2 Kanji are ancient Chinese picture words that are used in the Japanese writing system along with Kana.

From the respondents’ perspective, it is evident that anime series significantly enhance their Japanese listening
and speaking skills more than their reading and writing skills. In terms of listening proficiency, a majority of the
respondents declared their ability to comprehend simple and short utterances (60.8%,). With regard to speaking
proficiency, more respondents affirmed their capability to utter Japanese words and simple sentences (76.5%,).
On the contrary, reading and writing skills depend on an individual's effort, commitment, and dedication. That is
why these skills are less improved. In terms of the reading proficiency, most respondents agreed that they could
not read Japanese based on anime resources alone (70.6%). With respect to the writing proficiency, it is also
difficult to use Kanji logographs in the writing as beginners. Thus, that justifies the 75% who agreed that they
could not write in Kanji at all.

101



elt.ccsenet.org English Language Teaching Vol. 13, No. 8; 2020

With regard to the positive and negative consequences of utilizing anime as an informal learning tool,
participants described their peak learning experience, they indicated that the learning process was fun, and the
improvement was noticeable. Further, more benefits were also mentioned—that audio-visual inputs assisted in
learning Japanese accurately and retrieving new expressions and concepts and that anime with written subtitles
had a great impact since it eliminated filters and lowered stress. These benefits were compatible with those found
in Devi (2005). However, most of the participants agreed that extensive exposure to electronic devices was likely
to negatively impact their health and well-being. In addition, if the story reflected a fantasy world, the language
used might not be beneficial in real life situations.

In short, the interest of acquiring L3 in this study is dominated by Japanese language. Arab teenagers and young
adults, irrespective of their limited experience in visiting Japan or officially learning the language, make use of
the Internet and smartphones to access anime series and other forms of Japanese products like manga almost
every day. Their initial interest was found to be triggered by TV shows and the influence of their friends. Further,
the growing interest in Japanese culture generally acted as a strong motive toward learning the language. It was
evident that participants mainly relied on anime series and YouTube videos to learn the language, more
commonly the action anime type. Moreover, they relied on Arabic subtitles (Note 4) and translation rather than
dubbing or captions. Based on the self-judgment of their Japanese proficiency level, skills such as listening and
speaking were the most enhanced skills. From a peak learning perspective, the learning process was reported to
be fun and remarkable, yet consumed a lot of time behind the screen.

4.2 Experiment Results

This section highlights the findings obtained from the experiment in detail. First, a general overview of each
group statistics is presented. In other words, a comparison of the participants proficiency scores of the reality
anime group (Group A) versus the action anime group (Group B) are described. The results of the pretest and
posttest are obtained through an independent sample SPSS t-test. Then, an in-depth analysis of the pretest and
posttest scores per group is provided by measuring and comparing the paired sample t-test results. Finally, the
findings from the test dependent variables, which includes vocabulary and grammar proficiency, are discussed as
well.

The study hypothesis expects that participants in the reality anime group would outperform those in the action
anime group in the posttest as compared to the pretest. In order to test this hypothesis, data obtained from the
experiment’s pretest and posttest scores provide a general view of each group statistics. Using independent t-test
analysis, the difference between the two groups is presented in Table 5.

Table 2. Comparison of participants’ scores in the reality anime and action anime groups

Group Statistics Independent T-test
* -
Test Group N Mean Std. Deviation t p-value
Pretest Scores A 25 23.80 8.675 -0.574 0.568
B 26 25.19 8.635
Posttest Scores A 25 27.40 8.622 0.127 0.899
B 26 27.08 9.474

* The maximum test score is 45.

According to the data presented in the table above, the average score achieved in the pretest by the reality anime
group is 23.8 points, while the action anime group achieved a mean of 25 points. These results indicate that there
is no statistically large difference between the two groups in terms of the pretest average score when calculating
the scores of the independent t-test (p = 0.56). In addition, when applying the normality test on participants
under the standard count of n = 30, the results of the normality test reveal that the data follow the normal
distribution (Table 3). Considering the posttest results, even though there is no salient difference in the average
scores between the two groups (i.e., the average score of reality anime is 27.4 points and action anime is 27
points), the results of the independent t-test indicate a significant improvement in the posttest scores compared to
the pretest scores (p = 0.89 > p = 0.56, and both > 0.05).

However, the decision of which group outperformed the other group is not determined yet. Further analysis was
done using the paired sample t-test in which the pretest and posttest results are compared side-by-side for
participants in each group. The dependent t-test results are presented in Table 6 below.
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Table 6. Comparison of participants performance in the posttest versus the pretest in the reality and action anime
groups

Paired Samples Test
Paired Differences

95% Confidence
Std Interval of the
Std. Error Difference
Group Mean Deviation Mean Lower  Upper t df  Sig. (two-tailed)
A Posttest vs. Pretest  3.600 5.447 1.089  1.352 5.848 3305 24 0.003
B Posttest vs. Pretest  1.885 2.304 0.452  0.954 2.815 4172 25 0.000

Beginning with the reality anime group, the average score of the pretest is 23.8 and the average score of the
posttest is 27.4. In order to see if there is a significant difference between the pretest and posttest scores in this
group, the paired t-test results are used. The results reveal that the p-value of 0.003 is less than 0.05, and
considering the maximum score of 45, the p-value indicates that there is a statistically significant difference in
the posttest for those who watch reality anime compared to their pretest results. Moreover, the average increase
in the posttest results is 3.6 points among all participants in this group.

With regard to the action anime group, the average score of the pretest is 25 and the average score of the posttest
is only 27. Despite the fact that the p-value shows a difference between the pretest and posttest results,
p-value=0.00<0.05, the average amount of increase among all participants who watch action anime is only 1.8
points compared to those who watch reality anime which is 3.6 average increase. In other words, the paired t-test
results indicate a positive impact of anime on the posttest scores in both groups; however, participants in the
reality anime group show a higher degree of improvement. Figure (4) below visually compares the performance
of participants who consumed reality anime with other participants who consumed action anime.

28 Group

= Reality anime
= Action anime

Estimated Marginal Means

pretest posttest

Figure 4. Visual statistics that illustrate the participants’ performance in the experiment by comparing the means

With regard to vocabulary and grammar development, in the reality anime group, participants achieved an
increase of 69 points in the vocabulary section in the posttest, while members of the action anime group achieved
an increase of 26 points. From these results it is evident that the anime genre highly affects incidental vocabulary
learning. Reality anime tends to enhance the acquisition of vocabulary more than action anime as the events
along the story line probably increase enthusiasm and are a lot more distracting. In terms of grammar
development, the reality anime group achieved an increase of 21 points in the posttest compared to the pretest;
the action anime group achieved an increase of 25 points in the posttest compared to the pretest. Nonetheless, it
appears that grammar is not affected by the genre and both groups have developed a certain aspect of grammar
irrespective of the content of the consumed anime.

5. Discussion

From a theoretical perspective, the survey findings indicate that the consumption of anime series is a result of
leisure and daily life activities; moreover, Japanese language learning in this case is a relatively incidental type
of learning, which makes the current study consistent with the European Commission’s definition of informal
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learning (2001). Further, the relationship between informal Japanese language learning and theories of language
acquisition is salient in terms of the innatism and constructivist theories. With regard to the innatism view,
respondents in this study were exposed to anime as an authentic audio-visual kind of input. In addition, the
learning progress is constructive in a manner that the learning process is self-governed and centered around the
learners needs and desires. In other words, respondents can add new information over their previous knowledge
gained from utilizing such input. Therefore, the effectiveness of the interactionist approach on the one hand
compared to that of the innatism and constructivist approaches on the other hand can clearly be challenged in our
case here. That being said, the most suitable approaches to informal learning partially contradict Bahrani’s
typical view (2011).

Moreover, the motivations of Arabic learners for learning Japanese is multidimensional. The data collected from
the online survey and the experiment indicate that the two “person in context” and “complex dynamic system”
theories both failed to interpret the results of participants’ motivations. In order to elaborate more, the person in
context theory entails the learner's interaction with cultural and historical contexts during the learning process
which is not feasible in this case. Besides, the person-in-context theory has not established a complete model of
analysis that accommodates motivation in every aspect, as noted by Doérnyei and Ushioda (2011). Further,
complex dynamic system theory predicts three levels of analysis that are significantly correlated (i.e., motivation,
cognition, and effect). However, it is difficult to implement an optimal model that addresses these levels together,
and the theory is too recent to be adopted in this study. In addition, the cognition aspect of the theory involves
measuring individuals’ cognitive abilities and differences, both of which are difficult to predict and control.

Therefore, the findings obtained from the survey and experiment indicates that L2 motivational self-system is the
most suitable motivational theory in this case. The fundamental reason for adopting this theory is the strong
divergence found in the self-judgment question compared to the pretest results of all participants. In other words,
participants generally rated themselves very low in the self-evaluation question (as shown in Table 4), while
their actual results in the pretest are considerably high in terms of taking the test for the first time (e.g., in Table
5, the average score in the pretest ranges between 23 and 25 out of 45 for both groups). This could be attributed
to the idea that participants tend to underestimate themselves, thinking that there is a level of proficiency they
ought to possess. Consequently, the L2 motivational self-system theory is implemented to account for such
divergence.

Since the current study addresses Japanese as a third language, using L3 instead of L2 will be more accurate in
interpreting the results. Then, the theory of L3 motivational self-system encompasses the following three
dimensions: The Ideal L3 Self, the Ought-to L3 Self, and the L3 Learning Experience. With regard to the first
dimension, participants who showed a great interest in Japanese language and culture reflect an integrative type
of motive toward their /deal L3 Self. In addition, a few participants who declared their need to improve their
drawing skills also show an instrumental motive for developing their /deal L3 Self- Taking into account the
second dimension, the Ought-to L3 Self, participants showed both extrinsic and instrumental motives. In other
words, participants who believed that Japanese language is unique were extrinsically motivated, while others
who anticipated a future plan or career were instrumentally motivated toward what they think they ought to be.
The last dimension of the L3 Learning Experience takes place in an informal environment. Participants affirmed
that they were learning Japanese informally with the purpose of “watching anime without subtitles.” These
findings are in line with those of extant research (Csizér and Kormos, 2009; Taguchi et al., 2009), but they are
relatively new in predicting and interpreting the motivations of Arabic native speakers in light of SLA
motivational theories.

In summary, the experiment results indicate that there is a significant improvement in the posttest scores
compared to the pretest scores. This is an indication of the positive effect of Japanese anime on informal third
language learning. Moreover, it is found that reality anime group outperformed the action anime group in terms
of one aspect of Japanese proficiency test—vocabulary learning. However, the findings also indicate that the two
groups equally improved in terms of grammar competence regardless of the anime selection and this result
contradicts with Han & Ling’s (2017) anime selection view. In essence, the selection of anime based on genre
could be distractive or constructive in learning vocabulary, but it could be constructive in incidental learning of
basic grammar rules. The reason in this case could be attributed to the fact that grammar is related to and
affected by language usage rather than the type of content presented in any anime series.

6. Conclusion, Limitations, and Implications

The findings of the online survey indicate that Arabic native speakers are highly motivated to informally learn
Japanese as a third language. Even though some participants tended to underestimate themselves in terms of
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Japanese language proficiency, the results of the experiment indicate the following aspects: a) their motivation to
learn Japanese is multidimensional according to the L2 motivational self-system theory; b) participants’
consumption of anime series reveal a significant enhancement in Japanese vocabulary learning, and the
acquisition of vocabulary in this case is highly influenced by the selection of anime; c) although participants did
not show a significant level of grammar proficiency, they were able to elicit basic Japanese grammar rules from
anime videos without instructions and irrespective of the genre selected.

Further, this study has certain limitations. First, it is still unknown what type of strategies or techniques informal
learners of Japanese employed to improve their Japanese proficiency level along with watching anime series
(e.g., pause, repeat and rewind scenes; memorize words and expressions; imitate characters; take notes; and
divide episodes into shorter clips or learn with their peers). In addition, it is also unknown whether the high
motivation of Arab teenagers and young adults will lead them to enroll into formal Japanese foreign language
education. The limited literature on the topic of target Arabic speakers makes it difficult to compare the results
obtained with any official statistics.

The general implications and future directions of motivation in the context of the current study and in light of
informal language learning are summarized in the following manner. First, the study of motivation is an
interdisciplinary field that involves further investigations of various factors related to linguistics, psychology,
and education (Dornyei & Ushioda, 2011). It is evident that the mode of learning, the source of input, and time
of exposure make a significant contribution to the learning of a foreign language, particularly expanding both the
internal and external motivation of learners (Cole & Vanderplank, 2016). Second, the integration of motivation
with formal education is beneficial in enhancing the quality of learning and the students’ engagement in
classroom activities apart from reducing students’ procrastination and dissatisfaction levels. Similarly, the
incorporation of popular culture and enthusiasm into class curriculum boost students’ confidence, encourage
critical thinking, and breakdown cultural stercotypes (Matsumoto, 2007). Therefore, informal learning
maximizes the potential learning benefits more than the duration of formal education (Peters & Webb, 2018).
Thus, teachers must emphasize the value of out-of-class exposure to TV programs, videos and films, computer
games, and various websites. Moreover, teachers must encourage their students to create, share, and evaluate
authentic online resources to build their digital literacy and experience and avoid imparting them with outdated
skills (Warner & Dupuy; 2018, Godwin; 2018b, Lankshear & Knobel; 2003, Fukunaga; 2006).

With regard to the implications of animation as a learning tool, autonomous learning and self-evaluation guide
informal learners to sense and observe their learning progress. Further, utilizing animation videos with subtitles
is most suitable for beginners in furthering comprehension and understanding of the material presented in a
foreign language. For advanced learners, it is recommended that captions be used instead of subtitles in order to
enhance their reading and writing skills as well as their general linguistic knowledge (Montero; 2017, Mariotti;
2015). Further, short anime clips are more comprehensive and valuable in expanding vocabulary knowledge and
grammar competence (Rodger, 2013).

Thus, it is obvious that the mindset of today’s informal language learners is changing in parallel with recent
advancements in technology. Consequently, further research is required in order to account for current
motivations and attitudes toward informal language learning. Moreover, the effectiveness of contemporary
learning tools and materials must also be addressed in future research as well. In fact, more research is needed in
order to capture instances of successful informal language learning in various settings and for different purposes.
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Notes

Note 1. Lingua franca usually refers to a third language used for communication among native speakers of two
distinct languages, also known as bridge language (Oxford dictionary).

Note 2. Peak learning experience is a concept developed by Bloom (1982) based on Maslow’s Peak Experience
(1959, 1970). It is focused on investigating classroom motivational factors and their integration into research.

Note3. The titles of reality anime series used in this study were Silver Spoon seasons 1 & 2, Shirobako, and
Barakamon, while the action anime series were Ajin, 91 Days, Kabaneri of the Iron Fortress, and Vinland Saga.

Note 4. It was found that 15 participants in the online survey were actually working or volunteering in the anime
industry, specializing in voice acting, producing, and translating the anime content into Arabic.

Appendix A
The survey questionnaire sample
1.  Your gender identity: 11. How much are you inclined to anime/manga?
e  Male e 1 (very little)
e  Female e 2
e 3
e 4

e 5 (enthusiastically as Otaku)

If you regard yourself as 'Otaku’, in what sense do
you think you are 'Otaku'?

2.  Your age range: 12. Which animation production do you prefer?
e  10-14 years old e  Japanese anime series
e  15-19 years old e  Western animations

e  20-24 years old
e  25-29 years old
e  30-34 years old
e 35 years old and more

3. Your nationality: 13. Do you like anime or manga or both?
.................................... (please e  Anime only
specify) e  Manga only

e  Both anime and manga

108



elt.ccsenet.org

English Language Teaching

Vol. 13, No. 8; 2020

4. Your native language:
e  Arabic e Every day
e  Other........... (please specify) e  Once every few days
e  Once a week
e Once every few weeks
e  Once a month
e  Rarely
e  never
5. Your second language:
English time?
e  French ¢  Less than one hour
e Other.......... (please specify) * 2hours
e 3 hours
e  Other....... (please specify)
6. A language you are interested to
learn as L.3: e  Less than a year
e  French e 1-2years
e  Japanese e  3-4years
*  Chinese e  5Syears and more
e  Korean
e  Spanish
Other .......... (please specify)
7.  You live with:
No one e  Friend
e  Parents e  Family member
e  Siblings without parents e TV program
e  Relatives e  Magazine
e  Friends e  Comics at bookstores
e  Flat mate e Internet and fan sites
Host family
8. Have you been to Japan before?
Yes e  Action
e No e Drama
e  Comedy
e  Historical
e  Horror
e  Slice of life
e  Psychological
e  Shonen
e  Fantasy
e Mystery
e  Sci-fi
e  Shoujo
9. If yes, how many times you visited
Japan? e  Yes
e  Once e No
e  Twice
e  3-4times

5 times and more

14. How often do you watch anime?

15. How long in average do you watch anime at a

16. How long have you been watching anime?

17. What triggered you the most to watch anime?
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10. Total length of your stay in Japan 20. Have you ever studied Japanese formally

is: oo (please specify) before?
e Yes
e No
21. If yes, where did you study 31.Are you motivated to study Japanese by anime?
Japanese? e  Not motivated
e  Atschool e 1
e  Atcollage as a course e 2
e  Private institute e 3
e  Private tutor e 4
e 5 (highly motivated)
22. How long have you studied 32.If you are not learning Japanese now or have
Japanese? learned Japanese, are you interested in learning
........................ days/months/years Japanese because of your interest in anime?
e  Not interested
e 1
o 2
e 3
e 4

e 5 (very interested)

23. If you didn't study Japanese 33.In whatlanguage do you watch anime?
formally, how did you learn it informally? , 1, Japanese with Arabic subtitles

e  Self-learning via YouTube e In Japanese with English subtitles
e  Friends e  In Japanese with Kanji subtitles

e  Anime only e  Only Japanese without subtitles

e  Video games e  Arabic dubbing

e  Social media e  English dubbing

e  Contact with natives
24, How long have you been learning 34. Have you ever had an experience in fan

Japanese? subbing?

e 3 months e Yes

e 6 months e No

e Iyear If yes, what is the name of the site?

o 2years aNd MOIE | iuiieseeseseesessasessntsntsssessntessntsntsssntsnssssasessnssns
25. What motivates you the most to learn 35. Have you ever been involved in anime
Japanese? conventions?

e Interest in culture in general e Yes

e  Planning to work or study there e No

. Watch anime without subtitles or

translations If yes, please specify
e  Improve drawing skills

e  The language is unique

Which of the following describe your
current Japanese proficiency level the
best?
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26. Reading: ...............

e  Cannot read at all

e  Just started and can read Kana
e  Can read Kana but few Kanji
e  Canread up to 100 kanji

e  Canread up to 300 Kanji

e  Canread up to 500 Kanji

e  Can read up to 800 Kanji

e  Canread up to 1000 Kanji and more
e Near native level

27. Listening: .......

e  Cannot understand at all

. Can understand short

utterances

simple and

e  Can understand utterances of complex
sentences if spoken slowly

e  Can understand daily communication in
standard style(desu/masu)

. Can understand different
dialects

Japanese

e  Native/near native

28. Writing: .........

e  Cannot write at all

e  Can write my name and few words
e  Can write complete sentences

e  Can write a paragraph in Japanese

e  Can write an essay in Japanese

29. Speaking skills: .........
e  Cannot speak at all

e (Can speak some words and simple
sentences

e  Can speak with complex sentences
e  Can communicate and interact

e  Native/near native

30. Grammar:

e [ do not know grammar at all

e [ know word order

e [ know negation rules

e I know Wh-Q formation

e [ know yes/no Q formation

e [ know more complex rules

36. From your viewpoint, what are the advantages
of learning Japanese via anime?

e Learning is fun and the improvement is
noticeable

e  Remove affective filters (curriculum)

e  Lower stress and anxiety level

and

. Easier new words

expressions

retrieving of

e Subtitles aid understanding
e Audio-visual input assists accurate learning

37. From your viewpoint, what are the

disadvantages of learning Japanese via anime?
e Watching the anime repeatedly

e  Spending a lot of time behind the screen may
affect health

e  May lead to learn inappropriate language
e  Language of fantasy story may not be fruitful
e  Learning is inconsistent and boring

38. Why do you think anime gained its popularity
internationally and in Arabic world specifically?

e  Discuss varieties of issues

e Comics are fun

e  Detailed and continuous storyline
e  Deeply involved relationships

e  High quality voices

e Creativity

e  Target varieties of ages

39. Would you like to participate in an experiment
concern with anime?

e Yes

e No

If yes, ©please type in your contact
1111 (1 S
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Appendix B

The experiment test sample

Japanese language proficiency test

Part 1: Vocabulary test

Q1: You are, kindly, requested to choose the correct answer from 1, 2, 3 and 4 to make meaningful sentences.

Japanese English
) HBOAWETHDIEFELVANT TT, 1) That white building is a restaurant.
I. LAW 1. White.
2. <AHW 2. Black.
3. D
4. BB 3. Red.
4. Blue.
2) ROERATEBHEBITHWE LT, 2) I met a friend in front of the train station.
1. Wz 1. House.
2. &E 2. Store.
i i:g 3. Road.

4. Train station.

3) TDIRENPNE L,

1. ITA
2. 1FA
3. T A
7 v \‘\‘ - =
4. 1A

3) I wrote a book yesterday.

1. Half.
2. Book.
3. Ticket.
4. People.

4) ZOMDRERZ Lo THET D,
1. WA

2. X
3. 1372
4. <5bH

4) Do you know the name of this flower?

1. Color.
2. Tree.

3. Flower.
4. Mouth.

5) REEDNE DTV E £,

1. b6
2. 1
3. BT
4. Hi

5) I will go with my mother for shopping.

1. Father.

2. Mother.

3. Elder brother.
4. Elder sister.

6) ZEHLDSEL EZESTWVET,
1. &-T
2. BT
3. 9T
4. 5<» T

6) I am making children's clothes.

1. Stamp.

2. Wash.

3. Attack.

4. Make/produce.
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7y IN—T 4 =X A CIZHRE D £ 0,
L IXCED ET 0
2. HbUEL EI

3. bLEDFET,M 2@

4. LED £

7) What time does the party begin?

1. Does it start?

2. Do you start?

3. Do you beg?

4. Do you feel sorry?

8) ZEDOWNWAITETHEINWTT,
1. 137

2. O R
3. HF E.

4. TH

8) The color of the sky is very beautiful.

1. Flower.
2. Desk.
3. Sea.

4. Sky.

9 FNWEAT VA EETETET,

9) I am listening to the radio every night.

1 B X7 1. I speak.
2. BREET (jq 2. Twill talk.
3. EEERT o 3. Say.
4. & ET 4. Listen.
10) EOHFEHELDOZAL X 9T LT, | 10) My friend's birthday was yesterday.
1. K26
2. EiEH 1. A friend/companion.
3. AlEH 2. Left-friend.
4. F12H 3. Stone-friend.

4. Right-friend.

1) b TEnhz LV EL,

11) I caught fish in the river.

1. 1§
2. W 1. Ocean.
3. 4 2. Meat.
4. & 3. Fish.
4. Every.
12) T=55D9x2%AHTITEI, 12) Look at the table.
1. 7—7 v
2. ?“‘7‘71/ et 1. Table.
3. =7 2. Seven-bulls.
4. F—T ) 3. Nablus.
4. Raa-bull.

13) BOSIZ A =_E LT,

1. BFE L, m
2. BFE L, :‘;
3. BFE LA, ’ﬁ’ﬁ)
4, R_FE LT,

13) I ate bread at lunch.

1. Ate.

2. Warehouse.
3. Good.

4. To drink.

113

Vol. 13, No. 8; 2020




elt.ccsenet.org

English Language Teaching

1.

Eall

HTWE L,
BWE L7,
BH\E L7,
HwE L,

14) T/RX—=h Ty VEPOELE,

e

] 1
P

14) I bought a shirt at a department store.

1. To be noisy.

2. Was a member.
3. I bought it.

4. I had a shellfish.

1
2
3
4

<

. Bbe
o BhL
RSN

15 Fndhs () Z2OHET,

15) I drink () every morning.

1. Meat.

2. Tea.

3. Candy.

4. Vegetable.

16) () 250 ET,

16) Put on a (). (on one's head)

& 5\?35 1. Coat, outerwear.
2 XT‘F/ 2. Trousers.
3.1 2L 3 Hat.
4.<72 4. Shoes.
17) Z05<iZiE () B ET, 17) There are () in these clothes.
L 73—~} 1. Apartment.
2. =—F ) h! 2. Coat.
3 77 b s l 3. Calendar.
4. ATk 4. Pockets.
18) ZZTHLE () £FL X9, 18) Let us cross the road.
R 1. Stopover.
2. b1y 2. To cross over/to go across.
3. &9 3. Bird.
4. 2B 4. Line.
19) ZZ2TLH% () <&, 19) Please put your shoes here.
&< 1. To Come.
2. 1F»T ’I\é ; 2 Fnd.
3 Lo B 3. To Run.
4. BT 4. Take off.

1
2
3
4

L
. T
LB
L EED

20) HOTALRIZTZOZXITIE () £¥A,

20) That train does not (stop) in this area.

1. Poppy.
2. An indicator.

3. Line/arrange.
4. Stop.
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21) DLV o LAK () ITAET,

1. ©»»< T
2. -6 1L< T
3. 5%6< T
4. OAL T

21) My parents are ().

1. Young/youthful.
2. New.

3. Old/ancient.

4. Wide.

22) ZOL5EIF () BHLWTT,

1. HEL T

2. H57< T
3. -0 1L T
4. $FLLT

22) This grape is sweet and tasty/delicious.

1. Sweet.

2. Dangerous.

3. Fun/enjoyable.
4. Cool/refreshing.

23) () RICHAZEFEA,

b T
STe< T
<BLT
b 57T

Ll

23) () I cannot see anything.

1. Red.
2. It is cold.
3. It is dark.

4. It is dangerous.

24) ZDO A ZIFLNTT,

1. 72770

2. LT *=%
3. BH W TEB
4. BN &

24) This camera is cheap.

1. High.
2. Cheap.
3. Heavy.
4. Light.

25) IeExE () o THEHEA, bOVHLE
BLATLIESN,

1. DY ELE
2. blzLELE
3. bifnE L
4. bW L LA

25) () your name. I am sorry, please tell me again.

1. T understand.
2.1 gave.

3.1 forgot.

4. I passed.

2600 T X HODOLITAIT () . EAsbhot,

1. T ot

2. R Lo,
3. T Lot
4. T Lol

26) Today's exam was (). I understand/know
everything.

1. It was cheap.
2. It was easy.
3. It was difficult.

4. It was refreshing.
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27) BT HIEN D 5 TTh, 27) When does the summer break begin?
L3577 1. Spring vacation.
2. 18D A 2. Summer vacation.
3. HEXLTH 3. Autumn vacation.
4. S A 4. Winter vacation.
28) ZOHIZX L ) XADTT, 28) This car is from Sato.
I. Lo 1. House.
2. 134 = 2. Book.
3. XL 3. Young businessman.
4. X 5 E 4. Car.

) HDOZVRITHEDEE LAL ARV TT, | 29) That person is not very interesting.

1. That person is dangerous.

2. That person is lively.

:

l. HOZWNEH SN TT, 4. That person is fun.
L BDZNRFITEROTT,
'
/

3. That person is boring.

3
3. HOZNBITOELRNTT,
4. HOZNPIET=DOLWTT,
30) Vo EARICIFAZZEB LADATT, 30) Yang is a person who teaches Japanese.

1. Mr. Yang is a teacher.

2. Yang is a student.

3. Mr. Yang is happy.

4. Mr. Yang is nice.
L. YU SAFEAENTT,

{
Y S AERLENTT,
ST LR NWATT,
s ATVW LT,

AW DN
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Part 2: Grammar test

Q1: You are, kindly, requested to choose the correct answer from 1, 2, 3 and 4 to make grammatical sentences.

Japanese English
H 256 ( ) 2t E T 304300000 £9, | 1) It takes 30 minutes (from) home to the
1. 12X company.
2. B
3. ~b 1. For
4, L% 2. From

3. Indicator
4. The

)& rRAD3 A ( ) HARKE U720 | 2) Last year (in) March, I came to Japan.
1. M
2. & 1.1s
3. T 2. O-indicator
4. |Z 3. At
4.In
3) BRI ( ) BRONERA, 3) I cannot eat because my stomach is (hurting)
1. W= me.
2. Wepino iz
3. W< T 1. Ouch.
4. W< 72 2. It took.
3. Hurting.
4. Painless.
4 Frz () <IEavy 4) Could you please (close) the door.
1. LD
2. LOLET 1. To tie.
3. LT 2. To show.
4. Lz 3. Close.
4. All right.

5) XXX EEME (
1. BFE L,
2. BRIV T LT,
3. R TWE LT,
4, FXTWEHA,

) o

5) Today, I did not (eat) anything yet.

1.1 ate.

2. Did not eat.

3.1 was eating.
4.1 do not eat.

6) DL ( ) o

. > TLI,

. oMo,

. HONTT,

. OV T,

A W N P

6) Yesterday (was hot)

1. Became hot.

2. Was hot.

3. Is hot.

4. Was being hot.
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7) ALY £ 7) Because I do not understand kanji, please write
A ; e e—— it for me (by) hiragana
<TEE0N, '
1. OHAR . e
5 AT 1. Hiragana (syllabification).
2. To write.
3. T
- 3. By.
4. "5
4. From.
8) IRHDH, ~ 8) In the day off, I will do room's (cleaning).
Xk
Lo ; Cc)lf (pos.sesswe).
. . Cleansing.
2. 50 3T £
. To.
3. &
4. Want to do.
4. L7ZW\WTF
9) f‘tﬁ(’) EEFZo< a2 () < | 9)Ifyou have a cold, please (drink) this medicine.
723,
v
L. ®YT 1. Ride.
2. DAT 2. Drink.
3. Do 3. Get in.
4. OLT 4. Take.
10) +&b TnwiziZxfE4, | 10) "expression of gratitude before meals."
[, D ( ) FEbHoWEL X
2. | Mother "Oh, let's wash our hands () eating."
1. £x1Z
2. DEZIC 1. Before
3. bl 2. Of before.
4. DLl 3. Later
4. Of after

11) BR&ETH 7 +—" 1000 9 ( ) T | 11)Itis () 1000 yen by taxi to the station.
R

L <Bbn 1. About.

2. k& 2. Such.

3. 25 3. Around (time)
4. b 4. Also/too.

12) ELxpi~AZz () A7 E9. | 12) 1 will () a book from the library.

1. "0 T

2. DI 1. Borrower.
3. 0Tz 2. Borrow.
4. "0 % 3. Borrowed.

4. To borrow.
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13) 7V F % ( ) ~SAEE 9 LETL | 13)1am studying () to the radio.
1. & £7
2. HERNS 1. To listen
3. W& 2. While listening
4. H< & 3. Hearing.
4. When I hear.
14) BefAdT Ll () . 14) There is a (little) time ().
1. HV ET
2. HYEEAL 1. There is more.
3. b5 2. There is not enough.
4. HDH LN 3. Is there
4. Is not it.
15) 7S A, ( ) LTLIEEN, 15) Everyone, please be ().
1. L3
2. LT 1. Slow.
3. LI 2. Quietly
4, LTI 3. Has quiet.
4. Quiet
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