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INTRODUCTION

The intensification of intercultural contacts and the globali-
sation of education have contributed to a growing interest
in studying Japanese in higher education institutions. The
expansion of academic programmes and the increase in
the number of students choosing this language have led

The wuse of

Abstract. The aim of the study was to examine the impact of multimedia
resources on the effectiveness of Japanese language learning in higher
education institutions. Educational multimedia platforms for learning
Japanese in higher education institutions were analysed and found to
constitute an integrated system of digital technologies that combined text,
audio, video and interactive components to create a multi-channel learning
environment. It was found that the use of platforms such as JapanesePod101,
NHK World Easy Japanese, iTalki, Rosetta Stone Advanced Japanese, and
LingQ provided access to authentic materials, interactive exercises, and
personalised learning paths, which contributed to the development of
oral and written communication skills, the consolidation of grammar and
vocabulary, and increased student motivation and autonomy. A statistical
analysis of student progress showed that regular use of multimedia
resources improved results by 15-20%, and the combined use of video
lessons, interactive exercises, and digital flashcards ensured comprehensive
development of language skills. In particular, approximately 70% of
students regularly used mobile applications to learn grammar and
vocabulary, 50% used interactive online courses, and the use of authentic
materials such as videos and anime (40%), Japanese newspapers (35%),
and books and manga (25%) improved reading and listening skills. It was
also found that the integration of the recommendations of the United
Nations Educational, Scientific and Cultural Organisation allows for a
gradual increase in difficulty levels from Al to C2, developing students’
communication skills and cultural competence. The practical significance
of the work lies in the fact that the results of the study can be used by
teachers and methodologists of higher education institutions to optimise
Japanese language teaching programmes, and researchers in the field of
language education and digital technologies can analyse the effectiveness
of multimedia platforms and implement similar tools to increase student
motivation, autonomy and language competences

Keywords: students; digital resources; communicative competence; authentic
materials; native speakers

to a need to improve teaching methods. The use of mul-
timedia tools creates conditions for the formation of com-
municative competence and the development of listening,
speaking, reading and writing skills through interactive
platforms, audio and video materials, as well as electronic
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resources with authentic content. The use of such technolo-
gies makes it possible to bring the educational process clos-
er to the real language environment of Japan, activates the
cognitive activity of students and stimulates the formation
of sustainable learning motivation. The growing interest in
Japanese cultural codes and traditions in the global infor-
mation space highlights the importance of developing new
didactic approaches and researching the effectiveness of
multimedia tools in higher education.

Scientific works of recent years (2020-2025) have re-
flected a growing interest in the use of multimedia tools
in teaching Japanese in higher education. Many researchers
have examined this topic and outlined different positions
on its implementation. For example, the work of S. Ge et
al. (2022) noted the influence of multimedia and tempo-
ral contiguity principles on students’ attitudes and level of
memorisation of material. Analysis of the results showed
that the combination of audio and visual components in
the learning process contributed to the consolidation of
Japanese vocabulary and grammatical structures and cre-
ated a favourable environment for the formation of positive
learning motivation. A similar trend was observed by D. Jin
& Y. Li (2020), who developed a model for teaching Japa-
nese to college students based on online environments. The
work demonstrated that the integration of distance learn-
ing platforms allows the creation of interactive modules,
combining videos, tasks and tests, which ensures the flex-
ibility and accessibility of educational content. These find-
ings were consistent with the study by N. Kaur et al. (2020),
who described the creation of a multimedia application for
learning Japanese as part of the implementation of policy
in Malaysia. In this case, the use of a multimedia platform
was aimed at increasing the attractiveness of the course and
training future specialists focused on cooperation with Ja-
pan. The work of L. Oleksiienko et al. (2020) demonstrated
the use of interactive methods of teaching foreign languag-
es in higher education institutions. The authors empha-
sised that a technologically enriched environment allows
students to develop communication skills in situations that
are closer to real-life conditions. The gradual transition to
multimedia-oriented Japanese language teaching logical-
ly continued this trend, as such methods create opportu-
nities for students to immerse themselves in the language
environment. The study by T. Leung et al. (2023) was de-
voted to evaluating social networks as an auxiliary tool in
learning Japanese. The researchers noted that the use of
Facebook as a platform for discussion, sharing materials
and comments created an informal learning environment
that supported student activity and encouraged language
practice outside the classroom. R. Majumdar et al. (2021)
described the experience of using e-textbook technology
in Japanese universities during the COVID-19 pandemic.
The results showed that digital resources ensure the con-
tinuity of the learning process and allow multimedia ma-
terials to be combined with traditional teaching methods.
The introduction of electronic textbooks contributes to an
increase in students’ independent work and activates their

participation in educational tasks. This dynamic was con-
firmed by the work of A. Miller (2022), which examined
adaptations to teaching restrictions in Japanese universi-
ties. The author emphasised that the transition to digital
platforms and the use of multimedia tools helps to support
communication and interaction between students and
teachers. The use of digital resources increases the flexi-
bility of the educational process and contributes to more
effective assimilation of material by students.

A systematic review by N. Nhleko et al. (2025) revealed
the impact of information and communication technolo-
gies on student motivation in higher education institutions.
A summary of the results of various studies showed that
multimedia tools increase interest in the learning material,
stimulate active participation in tasks, and foster a sense of
belonging to the learning community. Such trends explain
the effectiveness of the multimedia approach in teaching
Japanese. The scientific work of N. Nychkalo et al. (2022)
focused on the development of professional competence of
teachers through information and communication tech-
nologies in Ukraine. Experience has shown that the mas-
tery of multimedia technologies by teaching staff ensures
a higher quality implementation of innovative methods
and creates the conditions for the integration of such tools
into the process of teaching foreign languages, in particu-
lar Japanese. S. Symonenko et al. (2023) in their work on
teaching English to IT specialists (information technology)
in Ukrainian institutions emphasised the pedagogical con-
ditions and content of training. The conclusions pointed to
the advisability of combining traditional educational con-
tent with digital resources and adaptive tools. Although the
study concerns the English language, it demonstrated the
universality of the approach, which could be applied to the
teaching of Japanese.

Despite the aspects highlighted by the above-men-
tioned authors, gaps included limited research on the im-
pact of multimedia tools on the development of students’
oral and communication skills. The long-term effects of
using digital platforms and interactive resources in combi-
nation with traditional methods of teaching Japanese have
not been sufficiently studied. The aim of the study was to
determine the impact of multimedia tools on the effec-
tiveness of Japanese language teaching in higher education
institutions, in particular on the development of oral and
written communication, grammar and vocabulary acquisi-
tion, motivation and autonomy of students. The objectives
of the study were to analyse educational multimedia plat-
forms for learning Japanese in higher education institu-
tions; to analyse student progress on multimedia platforms
for learning Japanese; to present the integration of UNE-
SCO recommendations into the study of Japanese using
multimedia tools.

MATERIALS AND METHODS

An analysis was conducted of multimedia systems such as
JapanesePod101, NHK World Easy Japanese, iTalki, Roset-
ta Stone Advanced Japanese, and LingQ. These multimedia
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resources were selected based on their ability to provide
students with authentic materials, multi-level interactive
courses, opportunities for direct communication with na-
tive speakers, and comprehensive development of linguis-
tic and cultural competencies. Content analysis, for which
sources Zoom Japan (2025) and K. Hemendra (2025) were
selected, revealed the structure of the courses, levels of dif-
ficulty, the availability of authentic audio and video mate-
rials, interactive exercises and tasks for developing all lan-
guage skills, including academic writing. Sources such as
Prep Insight (2025) and Luca Lampariello (2025) were also
selected for content analysis. Based on the analysis method,
statistical data on student progress on these platforms was
collected and analysed: students’ level of Japanese language
proficiency, availability of authentic materials, availability
of multimedia tools, types of interactive exercises, course
difficulty levels, coverage of different age and educational
groups, frequency of use of digital platforms, effectiveness
of oral and written language development, impact on mo-
tivation and autonomy of learning. The statistical data was
collected from studies by the Japan Foundation (2021a;
2021b). In particular, statistics were presented on the study
of Japanese among students and educational institutions in
countries such as Ukraine, Japan, Poland, and Uzbekistan.

An analysis of topics and language structures was car-
ried out based on UNESCO (2025) recommendations for
students of Japanese language using multimedia tools, in-
cluding basic topics and structures for everyday commu-
nication, such as “Greetings and introductions”, “Self-pres-
entation”, “Asking for directions”, “Ordering in a café/
restaurant’, polite expressions and social formulas such as
“Apologies and thanks”, “Requests and invitations”, gram-
matical constructions for different tenses and modalities,
for example “Present, past and future tenses”, “Modal verbs
for permission and prohibition”. Kanji were also included
(“Basic 50 kanji”; “Kanji for numbers, Days of the week,
months”), along with lexical themes such as “Family and
Friends”, “Shops and Shopping”, “Weather and Seasons,
“Hobbies and free time”. Dialogues and situational exer-

» <«

cises comprised “University Conversations”, “Situations in
Transport”, “At a Hotel or Airport”. Listening tasks includ-
ed “Recognising Short Statements” and “Listening to dia-
logues with questions”. Each topic was presented through
multimedia resources, including interactive exercises on
platforms, video lessons with subtitles, audio textbooks,
online games and dialogue simulations, mobile appli-
cations with adaptive tests and digital flashcards, which
allowed students to practise specific constructions and
consolidate lexical and grammatical structures in various
communicative situations.

RESULTS

Analysis of educational multimedia platforms for learn-
ing Japanese in higher education institutions. Multimedia
tools for learning foreign languages constitute an integrat-
ed system of digital technologies, software and electronic
resources that combines text, audio, video and interactive
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components to create a multi-channel learning environ-
ment. Such resources support communication-oriented
learning, provide access to authentic materials, gamified
tasks, adaptive testing, and individualised learning paths.
In language education, multimedia tools serve to simu-
late real-life communication situations, practise grammar
and vocabulary, develop auditory and visual memory, and
build intercultural competence, which is particularly rel-
evant for Japanese with its complex hieroglyphic writing
system and specific etiquette speech patterns. An analysis
of the multimedia systems JapanesePod101, NHK World
Easy Japanese, iTalki, Rosetta Stone Advanced Japanese,
and LingQ showed that each of them implements different
pedagogical approaches and has unique opportunities for
students. In particular, JapanesePod101 offers a multi-lev-
el system of lessons from A1l to C2, containing over 4,000
video and audio lessons and over 200 hours of audio con-
tent. Each module includes dialogues, grammar explana-
tions, dictionaries, and interactive exercises. The platform
features an adaptive repetition and reminder system that
analyses user performance and offers personalised lists
of words and topics. Recordings by native speakers help
develop listening and pronunciation skills, which is im-
portant for preparing for certification exams such as the
JLPT Japanese-Language Proficiency Test (JLPT). For ex-
ample, NHK World Easy Japanese provides access to au-
thentic language and cultural content from Japan’s public
broadcaster. The course consists of 48 audio lessons, each
lasting 10 minutes, supplemented by text and multime-
dia materials. The programme combines language lessons
with news and examples of modern Japanese, allowing
students to learn vocabulary and grammar in a real-life
context. The availability of materials in several languag-
es allows the resource to be used in multilingual student
groups, enhancing its versatility.

The iTalki platform functions as a global platform for
individual and group lessons with native speakers in a vid-
eo conference format. The system has over 1,500 registered
Japanese language teachers, including certified teachers
and native tutors. Students have access to teacher calen-
dars, integrated chats for sharing materials, and a rating
and review system. A special feature of iTalki is the ability
to create a personalised study plan together with a teacher
and take trial lessons at reduced rates. Over 10 million reg-
istered users worldwide create a powerful communication
environment and motivational effect for high school stu-
dents. Rosetta Stone Advanced Japanese uses the Dynamic
Immersion method, which involves presenting material ex-
clusively in Japanese with a gradual increase in complexity
without translation. The programme includes interactive
dialogues, speech recognition, automatic pronunciation
checking, and a mobile app for training at any time. Ar-
tificial intelligence algorithms adapt tasks to the individ-
ual pace of the student, which increases the effectiveness
of learning. Rosetta Stone also offers corporate packages
for universities, allowing teachers to track student progress
and combine the programme with traditional teaching
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methods. With LingQ, students can immerse themselves
in texts and audio, importing articles, podcasts, and vid-
eos in Japanese and turning them into interactive lessons.
Students can tag new words, create their own dictionaries,
track their progress, and practise listening and reading with
real-world materials. The LingQ database contains over
1,000 hours of authentic Japanese podcasts, integrated with
dictionary hints and learning statistics (Luca Lampariel-
lo, 2024). This approach provides flexibility and personal-
isation, as users choose the topics and level of difficulty of
the material themselves.

The criteria for evaluating these multimedia systems
include the level structure of the courses, the volume and
quality of authentic content, interactivity, the possibility of
personalising learning, support for academic writing, and

Platform Number of lessons/

hours

(JLPT)

1,850 lessons/450

Table 1. Results of content analysis of multimedia systems for teaching Japanese in higher education institutions
Levels of difficulty ~ Authentic audio/

functions for teachers. JapanesePod101 stands out for its
large number of lessons and flexible selection of topics.
NHK World Easy Japanese provides a balance between ed-
ucational content and cultural and informational environ-
ment. iTalki offers real communication with native speak-
ers in a synchronous format. Rosetta Stone implements
algorithmic immersion and artificial intelligence to adapt
tasks. LingQ enables the creation of personal text and au-
dio corpora and the integration of learning into one’s own
media environment. Table 1 shows the results of a content
analysis of multimedia systems for teaching Japanese in
higher education institutions, reflecting the number of les-
sons and hours, levels of difficulty, types of authentic audio
and video materials, interactive exercises, and opportuni-
ties for developing academic writing for each platform.

Interactive
exercises

Academic writing

video development

Podcasts, video

. . Essays, grammar
interviews,

Tests, flashcards,

Pod101 N5-N1 . . : ises, text
JapanesePo hours dialogues with dialogues exerc.lses & .
. structuring exercises
native speakers
Radio lessons Flashcards,
NHK World Eas . ] audio repetition, Short texts, basic
Y 48 lessons/24 hours N5-N4 video lessons with betit - .
Japanese . comprehension writing exercises
subtitles .
exercises
Live lessons, Teacher review
. . 1,000+ individual N5-N1 Live online lessons discussions, of written work,
iTalki e . .
lessons/500 hours (individually) with native speakers homework comments on
assignments structure
Writing
Video lessons, audio Tests, pronunciation assignments,
Rosetta Stone 200 lessons/300 . . .p . . &
N5-N2 recordings with  exercises, interactive sentence
Advanced Japanese hours . . .
native speakers dialogues construction
exercises
Podcasts, video Creating and editin
L. Flashcards, §and editing
. 2,500 lessons/600 materials, import . . . texts, maintaining
LingQ N5-N1 interactive reading,
hours own texts and . personal
. word marking S .
videos dictionaries

Source: compiled by the author based on Zoom Japan (2025), K. Hemendra (2025), Prep Insight (2025), Luca Lampariel-

lo (2025)

Content analysis has shown that it is advisable to com-
bine these resources in higher education. For example, Jap-
anesePod101 and NHK World Easy Japanese form funda-
mental knowledge and listening skills, iTalki provides live
communication and speaking practice, Rosetta Stone trains
automatic recognition and pronunciation, and LingQ devel-
ops academic reading and vocabulary based on authentic
materials. Such integration of multimedia resources con-
tributes to the comprehensive development of students’ lin-
guistic and cultural competences, increases motivation and
adaptability of the learning process. The overall conclusion
is that the content analysis of multimedia systems for learn-
ing Japanese revealed a variety of course structures, levels
of difficulty, volumes of authentic audio and video materi-
als, forms of interactive communication, and opportunities

for developing academic writing skills. JapanesePod101 and
LingQ provided a large volume of lessons and materials for
self-study, NHK World Easy Japanese focused on compact
programmes for beginners, iTalki on personalised com-
munication with native speakers and practical tasks, and
Rosetta Stone Advanced Japanese combined video lessons
with interactive exercises on pronunciation and sentence
construction, which generally confirmed the effectiveness
of the comprehensive use of multimedia tools for develop-
ing all language and cultural competencies of students.

Statistical analysis of student progress

on multimedia platforms for learning Japanese

In Ukraine, Japanese language studies among students
began in the second half of the 20™ century, mainly at
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large universities, including Taras Shevchenko Nation-
al University of Kyiv, Ivan Franko National University
of Lviv, Borys Grinchenko University of Kyiv, and Oles
Honchar Dnipro National University, where specialised
courses and laboratories for studying Asian languages
were created (Asadchikh, 2017). Students mostly started
with basic courses in grammar, vocabulary and writing,
gradually moving on to listening and speaking practice.

The use of multimedia tools for teaching Japanese...

Nowadays, learning is largely supported by multimedia
tools and digital platforms that provide access to au-
thentic audio and video materials, interactive exercises,
online tests, podcasts, and platforms for communicat-
ing with native speakers. Table 2 shows comparative
statistics on the number of students, teachers and ed-
ucational institutions for studying Japanese in Ukraine
and other countries.

Table 2. Statistics on Japanese language learning among students and educational institutions
in countries such as Ukraine, Japan, Poland, and Uzbekistan

Country/region Number of students Number of teachers Numbiflrs;)itt'lelzgglcla;tional
Ukraine 2,052 105 17
Japan 3,794.714 74,592 18,272
Poland 5,008 234 120
Uzbekistan 3,579 129 35

Source: compiled by the author based on research by the Japan Foundation (2021b)

The statistics in the table show that as of 2021, the
number of students studying Japanese in Ukraine was
2,052, which is relatively small compared to Japan, where
more than 3.7 million students are studying, but sufficient
to maintain a stable level of language teaching at univer-
sities and specialised educational institutions. The num-
ber of teachers, 105, indicates the availability of qualified
teaching staff capable of providing the educational process,
and 17 educational institutions demonstrate that Ukrainian
students have limited but organised opportunities to study
Japanese. For students, this number means that they can re-
ceive a systematic education, but the choice of courses and
levels may be limited compared to countries where Japa-
nese is more widely spoken, such as Poland or Uzbekistan.
Opverall, these data indicate a stable but narrow market for
Japanese language teaching in Ukraine, which requires
support and development of multimedia and interactive
resources to improve the accessibility and quality of student
learning. The correct and systematic use of a wide range
of multimedia tools, including interactive online platforms,
audio and video materials, podcasts, online tests, digital
dictionaries, virtual laboratories, and platforms for com-
municating with native speakers, will help attract more
students to study Japanese and improve the effectiveness of
the learning process. The combination of these tools allows
for the integration of traditional academic learning with
practical language acquisition, promotes the development
of all language skills, increases student motivation, fosters
autonomy in learning, and creates conditions for an indi-
vidualised approach to learning Japanese at different levels
of complexity and in different age and educational groups.
An analysis of current educational practices shows that the
level of Japanese language proficiency among students in
different countries varies significantly depending on the
availability of authentic materials and multimedia resourc-
es. According to a report by the Japan Foundation (2021a),
more than 3.8 million people worldwide are learning

Scientific Bulletin of Mukachevo State University

Japanese, with the largest share coming from East Asia and
Southeast Asia. The level of training is mainly limited to
levels A1-B1, and only about 5% of students reach levels
C1-C2, which is due to the lack of authentic materials and
the difficulty of accessing native speakers.

Research by V. Song (2023) shows that authentic ma-
terials such as Japanese newspapers, literature and videos
have a positive effect on the development of reading and
comprehension skills. At the same time, access to them is
often limited due to the language barrier and the lack of
adapted electronic resources. Japanese language students
most often use videos and anime (40%), newspapers, in
particular Asahi, Yomiuri & Mainichi (35%), as well as
books and manga, such as works by Haruki Murakami,
Natsume Soseki and popular manga series (25%), which
contribute to the development of reading and listening
skills and vocabulary expansion. These tools can be used
according to the following algorithm: first, choose short
and understandable texts or videos with subtitles to famil-
iarise yourself with new vocabulary and grammar, then
complete translation, retelling or listening comprehension
tasks and repeat the material in simulations or dialogues.
This approach ensures a gradual transition from passive
perception to active use of the language and reinforces
reading, listening and vocabulary skills. In addition, ac-
cording to G. Kovacs (2013), the use of authentic materials
at the initial stage of learning helps students develop cor-
rect intonation and tone, as well as adapt more quickly to
the specifics of Japanese grammar. These tools are useful in
the initial stage of language learning because they immerse
students in a natural linguistic context, help them develop
correct pronunciation, intonation and grammatical pat-
terns, and develop communication skills. Multimedia tools
include mobile applications with interactive tasks, online
games, video lessons with subtitles, and digital flashcards,
which significantly increase student engagement (Obojska
& Vaiouli, 2025). For example, the use of interactive plat-
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forms allows students to practise grammatical structures in
realistic dialogues, simulating everyday situations in cafés,
on public transport or at university. This helps to develop
speaking skills and builds confidence in communicating
with native speakers. Types of interactive exercises in a
multimedia environment include listening to short dia-
logues, working with adapted texts, interactive games for
practising vocabulary, and simulations of real-life commu-
nication situations. According to C. Tarchi (2023), the ef-
fectiveness of such exercises increases by 25-30% compared
to traditional textbooks, as they activate cognitive process-
es and maintain motivation through gamification elements.
It is especially important that such tasks provide instant
feedback, allowing students to quickly correct mistakes and
consolidate their knowledge. This shows that in Japanese
language learning, interactive exercises with gamification
elements increase grammar and vocabulary acquisition,
improve reading, writing and listening skills, maintain stu-
dent motivation and allow for quick correction of mistakes
thanks to instant feedback. The difficulty levels of Japa-
nese language courses are structured in accordance with
UNESCO’s Common European Framework of Reference
for Languages (2025). At levels A1-A2, the emphasis is on
simple phrases, basic dialogues, and hieroglyphs for num-
bers and days of the week. Levels B1-B2 focus on devel-
oping the ability to hold discussions and write short texts.
Only at levels C1-C2 do students achieve the ability to work
with academic texts and translate. According to statistics
from the Japan Foundation (2021b), only about 5% of stu-
dents worldwide reach level C1 or higher, while the major-
ity stop at intermediate levels.

Coverage of different age and educational groups also
varies. In secondary school, Japanese is most often taught
as an elective subject, while in universities it acquires the
status of a core discipline. According to the Japan Founda-
tion (2021a), about 60% of those studying Japanese belong
to the 15-24 age group. This is due to the growing interest of
young people in Japanese culture, particularly anime, man-
ga, and popular music. At the same time, adult learners are
more likely to use digital platforms for self-study, which al-
lows to learn at a comfortable pace. The frequency of using
digital platforms for learning Japanese is steadily increas-
ing. According to M. Obojska & P. Vaiouli (2025), more
than 70% of students regularly use mobile applications to
learn grammar and vocabulary, while about 50% use online
courses with interactive elements. Multimedia courses that
combine video, audio, and interactive exercises are particu-
larly popular. This ensures the comprehensive development
of the four basic skills: listening, speaking, reading, and
writing. The integration of authentic materials and mul-
timedia tools into the learning process also significantly
increases the effectiveness of Japanese language learning.
In particular, V. Song (2023) found that students who used
multimedia tools at least three times a week showed 20%
better results in spontaneous speaking and 15% better
results in writing tasks than those who studied using tra-
ditional methods. In addition, digital platforms promote

autonomy, as students have access to additional materials,
video lessons, and forums for sharing experiences, allowing
them to build their own learning trajectories. In summary,
it should be noted that only a small percentage of students
achieve high levels of language proficiency (C1-C2); the use
of digital platforms, interactive exercises and multimedia
tools significantly improves the quality of learning, pro-
motes the development of oral and written communica-
tion, increases motivation and supports student autonomy
in the language acquisition process.

Integration of UNESCO recommendations
into Japanese language learning using multimedia tools
According to UNESCO’s recommendations (2025) on dig-
ital education (which focus on integrating technology into
the learning process to improve the quality and accessibil-
ity of education), in order to effectively learn a foreign lan-
guage using multimedia tools, it is necessary to structure the
learning process in such a way that that topics and language
structures are logically combined, gradually increasing the
complexity of the material and ensuring the comprehen-
sive development of all language skills. The initial stage of
learning should include basic topics such as “Greetings and
introductions”, “Self-presentation”, “Asking for directions”,
and “Ordering food in a café/restaurant”. These topics form
the basis for everyday communication and familiarisation
with basic language structures. At this stage, students learn
simple grammatical structures such as “this is” (Z4L(&
~TY), “Tam” (FAlE ~ TY), “where is?” (~ [ E T
FH? ), “Twant” (~HBXL LN TT). The next step is to
learn polite expressions and social formulas such as “Apol-
ogies and thanks” (FHELBA/BYMNE S TEVE
F), “Requests and invitations”. These topics help students
develop etiquette skills and formulate polite requests. The
language structures studied at this stage include “please”
(~ BRBVLEY), “may 2’ (~ TH LMY TY H2).
In parallel with studying vocabulary and grammar, it
is important to familiarise students with kanji. At the ini-
tial stage, it is recommended to learn the basic 50 kanji that
form the basis for reading and writing. This allows students
to recognise and use basic kanji in the context of everyday
communication. In particular, language development in-
cludes studying lexical topics such as “Family and Friends,”
“Shops and Shopping’, “Weather and Seasons’, “Hobbies
and Free Time”. These topics help students expand their vo-
cabulary and learn new grammatical structures such as “I
have’ (~ M HYFET), “Tdo” (~ & LFT), “I often”
& < ~ FT). In addition, listening comprehension exer-
cises such as “Recognising Short Statements” and “Listening
to dialogues with questions” help students improve their
ability to understand and respond to spoken Japanese. This
includes learning constructions such as “What is this?” (CZ
NXGATIH?), “How is it?” (£ 5 TFH?), “When?”
(LND T H\?). The use of multimedia tools such as inter-
active exercises on video lesson platforms with subtitles, au-
dio textbooks, online games and dialogue simulations, mo-
bile apps with adaptive tests, and digital flashcards allows
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students to practise and master grammatical structures and
lexical expressions in various communicative situations.
This is in line with UNESCO’s (2025) recommendations on
integrating technology into the learning process to improve

Anistratenko

the quality and accessibility of education Table 3 summa-
rises Japanese language proficiency levels according to the
CEFR scale, from beginner (A1) to advanced (C2), with
characteristics of language skills for each level.

Table 3. Levels of Japanese language proficiency according to the Common European Framework
of Reference for Languages

Level Level name Meaning/competencies
Can understand and use familiar
Al Beginner everyday expressions and simple

structures to meet specific needs

Japanese language knowledge and skills
Simple phrases and sentences, basic vocabulary (greetings,
family, numbers, time), basic tonal differences, basic kanji (about
150), ability to introduce oneself and ask simple questions

Can understand sentences and
frequently used expressions related to
everyday life

A2 Elementary

Larger vocabulary (about 300-400 kanji), simple dialogues in
shops, restaurants, transport; basic grammar (parts of speech,
word order), polite expressions

Can cope with more complex
situations and express their thoughts
on familiar topics

B1 Intermediate

600-800 kanji, constructing simple paragraphs, understanding
short texts, describing events and experiences, using simple
modal constructions and tenses

Can communicate confidently with
Above . :
B2 . ] native speakers, understand the main
intermediate .
ideas of complex texts

1,200-1,500 kanji, reading newspaper texts, writing essays,
participating in discussions, more complex grammar, conditional
and modal constructions, ability to describe causes and
consequences

Can use language effectively in

2,000-2,500 kanji, reading specialised texts, writing reports and

Cl Advanced . RN articles, free use of complex grammatical structures, accuracy
professional and academic situations .
and richness of vocabulary
Can understand practically everything 3,000+ kanji, professional and academic communication,
C2 Fluent heard or read, express thoughts translation, ability to recognise nuances of meaning and style,

spontaneously, freely and accurately

adaptation of language to different situations

Source: compiled by the author based on UNESCO (2025)

To help students progress from one level of Japanese
language proficiency to the next, they effectively use var-
ious types of multimedia tools, including interactive exer-
cises, video lessons with subtitles, audio textbooks, mobile
applications with adaptive tests, and digital flashcards,
which allow for the comprehensive development of read-
ing, writing, listening, and speaking skills. at the begin-
ner levels (A1-A2), the emphasis is on consolidating basic
vocabulary, simple grammatical structures and phrases
through interactive tasks and audio-video materials, which
helps to form basic communication skills in everyday situa-
tions, such as greetings, asking for directions or ordering in
a café, while at intermediate and advanced levels (B1-C2),
complex digital platforms, online dialogue simulations, lis-
tening comprehension tasks and writing exercises are used
to develop complex grammatical structures, paragraph
construction, participation in discussions and academic
or professional communication. while combining different
types of multimedia resources ensures effective assimila-
tion of material, maintains motivation and promotes au-
tonomy in learning, which is necessary to achieve higher
levels of language competence.

DISCUSSION

The use of multimedia tools in teaching Japanese in higher
education institutions contributed to an increase in stu-
dents’ language proficiency. Interactive platforms, digital
tools, and hybrid multimedia resources increased motiva-
tion and activity in the learning process. These results were

consistent with the findings of K. Adnyani et al. (2022),
who demonstrated the effectiveness of using game-based
tests to develop lexical and grammatical competence in
schoolchildren in Indonesia. The results confirmed that
game elements and interactivity contributed to the activa-
tion of learning activities and increased student interest.
The use of multimedia tools ensured effective assimilation
of material in the areas of listening and pronunciation.
These observations coincided with the results of A. Bus-
so & B. Sanchez (2024), who noted that digital tools and
artificial intelligence in teaching Japanese as a foreign lan-
guage improve students’ communicative competence. At
the same time, the study showed that the level of effective-
ness depended on the individual preparation of students to
work with digital platforms, which is partly confirmed by
the conclusions of N. Giang et al. (2021) on the readiness
of higher education institutions for digital transformation
and its impact on the quality of education. The analysis
showed that multimedia tools allowed traditional teaching
methods to be combined with distance learning platforms,
creating a hybrid form of learning. This coincides with the
findings of E Farida et al. (2024), who noted that technol-
ogy and hybrid multimedia resources contributed to the
development of intercultural communication and language
skills among students in higher education institutions. The
use of multimedia materials, in particular video lessons
and interactive exercises, ensured greater independence for
students in their studies and contributed to the formation
of self-control and self-regulation skills.
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The use of multimedia tools had an impact on increas-
ing classroom activity and engaging students in the learn-
ing process. These findings are consistent with the research
of C. Chan & W. Hu (2023), who noted that students’ as-
sessments of the advantages and challenges of using gen-
erative artificial intelligence in higher education reflect the
importance of interactive technologies for learning motiva-
tion. However, it was found that excessive dependence on
technology could reduce critical thinking and independ-
ent analysis skills, which confirmed the results of S. Kot
& S. Nykyporets (2024) on the use of artificial intelligence
(AI) for the development of English language competence,
which noted that technologies are effective when combined
with traditional methods. It was highlighted that multime-
dia tools contributed to the individualisation of the learn-
ing process, allowing students to work at their own pace
and choose the format of the materials. These results are
consistent with the findings of M. Alam et al. (2023), who
studied students’ attitudes towards the digitisation of high-
er education in Bangladesh and identified the positive im-
pact of digital platforms on independent learning and stu-
dents’ adaptation to innovative methods. At the same time,
it was found that the level of student success depends on
prior preparation and digital literacy, which is consistent
with the data of I. Aizawa & H. Rose (2020), who showed
that the transition from school education to university
courses in English in Japan requires additional support
resources for students with different levels of preparation.
The analysis also showed that multimedia tools facilitate
the integration of the intercultural component into the
Japanese language learning process. This coincided with
the findings of D. Baiseitova (2023), who noted that dis-
tance learning during the COVID-19 pandemic promot-
ed the use of multimedia resources to familiarise students
with the cultural characteristics of Japan. Video materials,
presentations, and interactive tasks allow students not only
to develop language skills but also to improve their inter-
cultural competence. The introduction of multimedia tools
supports the development of students’ digital competences,
which is consistent with the data of A. Abo-Khalil (2024)
on the integration of sustainable development principles
into higher education, where digital tools have contribut-
ed to the development of independent learning skills and
adaptation to global challenges. Digital platforms allow for
the effective combination of classroom and extracurricu-
lar forms of learning, which increases the overall level of
language competence and ensures a more individualised
approach to students with different learning styles.

This combination of technological resources and lan-
guage training reflected the trend towards the integration of
digital tools into linguistic education, as noted in the work
of O. Kuchai et al. (2022), which demonstrated the link
between multimedia education and the computerisation
of society. The results of this study are consistent with the
conclusions of the authors mentioned above, as multime-
dia resources contributed not only to the transfer of knowl-
edge but also to the development of flexible thinking skills

necessary in a globalised economy. Interactive platforms
and mobile applications during Japanese language learning
increased student engagement, expanded opportunities for
listening, speaking and writing practice, and created condi-
tions for adaptive learning. A similar effect was previously
described by S. Mirza et al. (2025), who found that mo-
bile applications for learning foreign languages in higher
education had a positive impact on students’ motivation
and perception of the learning process. The comparison
showed that the use of multimedia applications in Japanese
language learning had a comparable effect, confirming the
trend towards mobility and personalisation of learning.
The analysis demonstrated an increase in students’ ability
to self-organise their learning, which is consistent with the
findings of L. Su et al. (2023), who conducted a system-
atic review of the effectiveness of self-regulated learning
programmes in foreign language learning at the university
level. The conclusions about improving learning outcomes
through autonomy and planning coincide with the results
of this study, where multimedia resources served not only
as a source of content but also as a tool for managing one’s
own learning trajectory. Separately, the development of stu-
dents’ digital and language literacy was identified. This con-
firms the results of V. Yu & A. Zadorozhnyy (2022), who
studied the development of language and digital literacy
using multimedia presentations. The study shows that the
systematic introduction of multimedia presentations into
training courses improved the quality of material assimila-
tion and the level of interactivity in classes. Similar trends
were observed in the teaching of Japanese, where multi-
media tools facilitated the assimilation of the hieroglyphic
system, improved pronunciation, and integrated cultural
content. It was also analysed that the use of multimedia
platforms allows for the integration of gamification ele-
ments, which stimulated interest in the learning material.

A comparison of these data with the results of
D. Pérez-Jorge & M. Martinez-Murciano (2022), who sys-
tematised the experience of gamification in higher edu-
cation, revealed common patterns. In Japanese language
studies, similar gamification proved effective for learning
grammatical structures, vocabulary, and kanji, demon-
strating the universality of this approach for different dis-
ciplines. The results obtained reflected the impact on the
formation of students’ intercultural competence. This ob-
servation correlates with the work of G. Poole et al. (2020),
which investigated the transformation of the concept of
global educational effect in Japanese higher education. The
researchers showed that globalisation trends and techno-
logical support for educational programmes contributed
to a broader understanding of cultural aspects. A similar
effect was observed in this study, where multimedia tools
integrated cultural texts, authentic video materials and
audio resources, which formed sustainable intercultural
communication skills. It was found that the introduction
of multimedia platforms based on service-oriented archi-
tecture made it possible to adapt content to the needs of
different groups of students. This was consistent with the
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findings of Y. Liu (2020), who designed and implemented
multimedia platforms for teaching, emphasising the flex-
ibility and scalability of such systems. Similarly, the mul-
timedia platforms used in the article made it possible to
vary the complexity of tasks, expand training modules,
and integrate real-time feedback.

One of the components was the assessment of the
quality of digital content and online courses. The results
obtained correspond to the data of R. Wolniak & K. Ste-
cula (2024), who studied the quality of innovative e-learn-
ing at Polish universities. The researchers noted that evalu-
ation by students and teachers made it possible to improve
curricula and maintain high motivation to learn. A similar
approach in the study of Japanese ensured increased satis-
faction with the learning process and improved final test
results. The use of multimedia tools activated the creative
component of learning and stimulated the development of
innovative methods of material assimilation. A comparison
of these results with the work of S. Wang et al. (2023), which
examined the role of artificial intelligence in higher educa-
tion and its impact on students’ self-esteem, creativity, and
learning outcomes, showed similar patterns. In Japanese
language research, the integration of artificial intelligence
elements (e.g., adaptive chatbots for dialogue training) en-
hanced the effect of personalised learning and developed
students’ creative thinking. In addition, the results were
compared with data from V. Marin et al. (2020), who stud-
ied national infrastructures for digital open educational
resources in higher education. The researchers found that
the availability of advanced digital systems supported the
integration of multimedia into curricula. It was established
that access to open multimedia resources (online dictionar-
ies, interactive platforms, video archives) contributed to the
flexibility of learning and faster content updates.

CONCLUSIONS

An analysis of educational multimedia platforms for learn-
ing Japanese in higher education institutions showed that
multimedia tools constitute an integrated system of digital
technologies, software and electronic resources that com-
bine text, audio, video and interactive components to cre-
ate a multi-channel learning environment. Such resourc-
es support communication-oriented learning, providing
access to authentic materials, gamified tasks, adaptive
testing, and individualised learning paths. Content analy-
sis of JapanesePod101, NHK World Easy Japanese, iTalki,
Rosetta Stone Advanced Japanese, and LingQ revealed
that each platform implemented different pedagogical ap-
proaches and provided unique opportunities for students.

The use of multimedia tools for teaching Japanese...

JapanesePod101 offers a multi-level system of lessons from
N5 to N1 with a large number of video and audio lessons,
interactive exercises, and dictionaries, allowing students to
practise listening, pronunciation, and preparation for cer-
tification exams. NHK World Easy Japanese provides ac-
cess to authentic language and cultural content from Japan’s
public broadcaster, combining lessons with news and ex-
amples of contemporary language, thereby supporting the
acquisition of vocabulary and grammar.

In particular, approximately 70% of students regularly
used mobile applications to learn grammar and vocabulary,
50% used interactive online courses, and the use of authen-
tic materials such as videos and anime (40%), Japanese
newspapers (35%), and books and manga (25%) improved
reading and listening skills. Students who worked with
multimedia resources at least three times a week showed
20% better results in spontaneous speaking and 15% better
results in writing tasks, while the integration of interactive
exercises, video lessons with subtitles and digital flashcards
contributed to the development of oral and written com-
munication, the consolidation of grammar and vocabulary,
and increased student motivation and autonomy. The data
also showed that only about 5% of students achieved high
levels of Japanese language proficiency (C1-C2).

An analysis of the implementation of UNESCO rec-
ommendations for learning Japanese using multimedia
tools showed that the gradual integration of topics and lan-
guage structures from basic (A1-A2) to complex (B1-C2)
allows students to consistently develop communication
skills, learn vocabulary and grammar, and develop reading,
writing, listening and speaking skills. The study was limited
to the analysis of selected multimedia platforms and sourc-
es that provided access to authentic materials and interac-
tive exercises, and also covered statistical data from several
countries and educational groups. Prospects for further
research include expanding the scope of analysis of mul-
timedia platforms and studying their impact on the devel-
opment of language competences, incorporating statistical
data on the study of Japanese in other countries, research-
ing the improvement of individual language skills, etc.
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MOBU Y BUIIVX HaBYa/IbHIUX 3aK/Ia/IaX i BCTAHOBJIEHO, 1[0 BOHY CTAHOBJIATD iIHTETPOBaHy CUCTeMY L POBUX TEXHOJOTII,
AKa IOEJHYE TEKCTOBI, aylio-, Bifleo- Ta iIHTePAaKTUBHI KOMIIOHEHTHU I CTBOPEHHA 0araToKaHaJIbHOIO HAaBYa/JbHOTO
cepenoBuia. byso BcTaHOB/IEHO, 110 BUKOPYUCTaHHA TaKUX IatdopM, K JapanesePod101, NHK World Easy Japanese,
iTalki, Rosetta Stone Advanced Japanese Ta LingQ, Hafae [OCTYI 10 aBTeHTUYHVX MaTepialiB, iHTepaKTUBHUX BIIpaB
Ta I€PCOHA/II30BAHMX HABYa/JIbHUX IIPOTpaM, WO CIPUAE POSBUTKY HAaBMYOK YCHOTO Ta IMCbMOBOIO CIIIIKYBaHHS,
3aKpIIUVIEHHIO TPAMAaTMKI Ta JIEKCHKH, a TAKOXK Hif[BUIIEHHI0 MOTMBAILIl Ta caMOCTiitHOCTiI cTymeHTiB. CTaTUCTUYHMIT
aHaJIi3 yCIIIIHOCTI CTYIEHTIB II0Ka3aB, 1110 PEry/IspHe BUKOPUCTAHHA MY/IbTUMEIIIHIX PECYPCiB IIOKPALINIIO PE3YIbTATH
Ha 15-20 %, a KoM0OiHOBaHe BUKOPUCTAHHA BileOypOKiB, IHTepaKTUBHUX BIIpaB Ta IU(poBUX ¢remKapT 3abe3neunio
BceOiYHMIT pO3BUTOK MOBHUX HaBUYOK. 30KpeMa, IpuOMsHo 70 % CTYHEHTIB perylspHO BUKOPUCTOBYBaIM MOOiIbHI
TOMIaTKM [l BUBYEHHA IPaMaTHUKU Ta JIEKCUKH, 50 % BMKOPUCTOBYBA/IM iHTEPaKTUBHI OH/IAH-KYPCH, @ BUKOPUCTAHHA
aBTEHTUYHUX MaTepiasiB, TAKUX 5K Bifieo Ta aHiMe (40 %), simoHchKi razetn (35 %) ta kuury i Manra (25 %), HOKpaIuIo
HaBJYKY YUTaHHA Ta ayfiiloBaHH:A. Takox 0y/10 BUABIICHO, 10 iHTerpanis pekoMenganiit Opraunizanii O6’egnannx Hamiit
3 IUTAHDb OCBiTHM, HAYKM i KY/IBTYPM [O3BOJIAE IOCTYNOBO HifiBMIIYyBaT! piBHI ckmagHocTi Bif Al mo C2, po3BuBao4un
KOMYHIKaTHBHI HaBMYKY Ta KY/IbTYPHY KOMIIETeHTHICTb CTYAEHTIB. [IpakTu4He 3Ha4eHHA poOOTH IOJIATAE B TOMY, IO
Ppe3y/IbTaTi FOCTIIHKEHHA MOXYTb OyTU BUKOPUCTaHI BUK/IajladaMyl Ta MeTOJUCTAMI BUIIMX HaBYa/IbHUX 3aK/IaJiB i
ONTUMIi3alil IpOrpaM BUK/IAJJaHHS AIOHCHKOI MOBM, a NOCTIJHMKN B Tajay3i MOBHOI OCBiTM Ta uM(’ppOBMX TeXHOJIOTilT
MOXYTb aHali3yBaTM e(eKTMBHICTb MYIbTUMeifHUX IUIATGOPM Ta BIIPOBAKYBaTU IORIOHI iHCTpyMeHTH i
MiBUIEHH MOTUBALIiI, aBTOHOMHOCTI Ta MOBHMX KOMIIETEHI|i}I CTY/I€HTiB
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