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Summary. The article is devoted to the aspect of using a virtual museum for
studying Japanese language and culture by future translators. This paper aims to
explore the benefits and applications of virtual museums (VMs) for the development
of intercultural communicative competences (ICCs) of graduate students while
they are studying Japanese language and literature. To achieve the goal of our
research, as well as to clarify the specifics of the use of virtual museums for the
development of intercultural communicative competence of future translators of
the Japanese language, the following methods were used: a comparative analysis
of methodological, pedagogical and special literature on the usage of virtual
museums in teaching of Japanese language by teachers to students of a philological
profile; study of pedagogical experience regarding the usage of virtual museums
during the teaching of the Japanese language by teachers of higher educational
institutions (HEIs) to students of a philological profile during the implementation
of educational projects,; analysis of the pedagogical experience of using virtual
museums at Educational and Scientific Institute of Philology of Kyiv Taras
Shevchenko National University, analysis of research results by surveying students
who participated in educational projects using virtual museums to study Japanese
language and culture. The survey results revealed that VMs have a positive impact
on students' learning experience, in particular, on understanding the Japanese
culture, literary creativity and communication. The majority of respondents
consider VMs as motivational tools and an integral part of university life. However,
some students were unsure about the specific benefits, pointing to areas where
VMs’ implementations could be improved for more consistent and efficient use.
Encouraging greater discussion and structured student interaction with VMs can
further enhance their educational value.

Key words: virtual museums, language education, cultural memory, memory
study, ICC, teaching and learning Japanese, philology students, methodological
aspects.

Anomauin. Cmamms npucesaduena acnekmy GUKOPUCTHAHHA BIPMYATbHUX
My3ei6 0151 BUBYEHHS ANOHCHKOT MOBU MA KYIbIYpU MAUOYMHIMU Nepekiaoaiamu
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cxionux moe. L{a cmamms mae ma memi euguumu nepesazi 3AcCmocy6aHHsl
GIPMYANbHUX — My3eie  ONd  PO3BUMKY — MINCKVIbIMYPHOI  KOMYHIKAMUBHOTL
KOMNEMeHmMHOCMI CyOeHmie-nepexiadadie nio 4ac 6U4eHHs SNOHCbKoi Mosu
ma nimepamypu. [ 00CASHEeHHS Memu HaAulo20 O0CIIONCEHHS, d MAKOH#C 340715
3’acyeanns 0cobrusocmel GUKOPUCMAHHS GIPMYANbHUX MY3€ei6 04 pO3GUMKY
MIICKYTIbMYPHOT KOMYHIKAMUBHOI KOMIEMEHMHOCII MAtOymHIX nepekiadadie
ANOHCLKOI  MOBU  OVIU  GUKOPUCIAHI  MEMOOU:  NOPIGHANLHO2O — AHANI3Y
neoazo2iunol, MemoouuHoi ma cneyianvbHoi aimepamypu wooo 6UKOPUCTIAHHS
BIPMYANLHUX MY3€i8 NPU BUKIAOAHHI GUKIAOAUAMU SNOHCLKOT MOBU CIYOEHMAM
Qinonoeiunoco npointo,; suUsUEHH Neda202iuHO20 00C8IdY W00 BUKOPUCTIAHHS
GIPMYANbHUX MY3€i8 Ni0 Yac BUKIAOAHHA ANOHCLKOI MOBU BUKIAOAUAMU
BUWUX HABYAILHUX 3AKIA0I6 CMyOeHmam Qilono2iunoeo npogino nio uac
peanizayii 0C8IMHIX NPOEKMIB, AHANI3 Neda202iYHO20 00CBI0Y BUKOPUCTIAHHSL
sipmyanvHux myseie y Hasuanono-naykosomy Incmumymi ¢inonoeii Kuiscvkozo
HayionanvHozo yuieepcumemy imeni Tapaca lllesuenka, ananis pesyibmamis
Q0CHIONCEHHS, WLIAXOM AHKENYBAHHS CMYOEHmMI8, SKI Opaiu yuacms y 0CGIMHIX
NPOEKMAax 3 GUKOPUCMAHHAM GIPMYANbHUX MY3€i8 Olsl GUEHUEHHS ANOHCLKOI
Mo8u ma Kyremypu. Pesynemamu ankemyeanns noxkasanu, wjo ipmyanvhi mysei
Manmes NO3UMUGHUT 6NAUE HA HABYATLHUL 00C8I0 CmyOdenmis, 30Kpema Ha
PO3YMIHHA ANOHCLKOI KYIbmMypU, IMepamypHoi meopuocmi ma MidiCKyIbnypHo20
cninkysanus. Binowicms pecnondenmis poszensioaroms gipmyainvbHi mysei 5K
MOMUBAYIUHI IHCIMPYMEHMU MA K HeBI0 €MHY YACMUHY VHIBEPCUMEMCbKO20
orcumms. JJesaxi cmyoenmu He 6ne@HeHi w000 KOHKpemHUx nepeeae, GOHU
6KA3VIOMb HA XAPAKMEPONO2iuHe KONO AKMYAIbHUX NpoOIeM NOo8 aA3aHUX 3
Peanizayicio ipmyaibHux my3eis, UpPIULeHHs Yux npobiem modice nOKpawumu
CyyacHull cmaw 3 GUKOPUCMAHMAM My3eie ma cmamu OcHO80I0 015 Oinbul
nOCII008HO20 MA epeKMUBHO20 X UKOPUCIMANHA. 3A0XOUeHHs 00 002080peHHs
6 WUPUIOMY MINCOUCYUNTTHAPHOMY KO, NO8 SI3AHOMY 3 GUSUEHHAM apmedarmis
nam’simi, ioei cmpykmyposanoi 63aemMo0ii cnyoenmis i3 gipmyanbHUMU My3esmu
mae menoenyiio 00 niosuuyeHts IXHb0l 0C8IMHbLOI YIHHOCMI.

Knrouogi cnoea: sipmyanvui mysei, MosHa 0ceima, KyIbMypHA Nam samb,
BUBYCHHA NAM AIMI, GUKIAOAHHA MA BUGHUEHHS ANOHCLKOI MOGU, CHYOeHmuU-
Ginonoeu, memoouuni acnexmu.

Introduction. In the rapidly evolving digital age, educational meth-
ods and tools are constantly being redefined to meet the demands of a glo-
balized world. One such innovative approach is the utilization of virtual
museums (VMs) in the educational process, particularly for the devel-
opment of ICC among graduate students — future translators and inter-
preters. VMs offer immersive, interactive experiences that can transcend
geographical boundaries, providing access to a vast array of cultural arti-
facts and historical contexts. This makes them a potent tool for fostering
intercultural understanding and enhancing the educational experience of
students majoring in translation techniques.

ICC development is crucial for translators, as it enables them to
navigate and mediate between different cultural contexts effectively.
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Traditional classroom settings often fall short in providing the depth
and breadth of cultural exposure required for this level of competency.
VMs, however, offer an unparalleled opportunity to explore diverse cul-
tural landscapes, historical periods, and artistic expressions from around
the world. They provide a dynamic and engaging platform for students
to experience and interact with cultural content, thereby enriching their
learning process and broadening their cultural horizons.

Also important is the study of memory, which examines how societies
remember and honor the past, and finds unique application in language
education, particularly in the teaching of Japanese literature. Museums,
with their rich collections and engaging environments, are exceptional
resources for language and literature learning. This research explores how
memory studies and museums can be integrated into the curriculum to
enhance Japanese language and literature teaching by offering students a
deeper understanding of both the language and the cultural context.

The problem statement. Nowadays when artificial intelligence,
WEB-Internet development, immersive technologies are rapidly develop-
ing, VMs have particular importance for ICC development of students —
future translators, that eliminate geographical barriers, allowing student
translators to explore a vast array of cultures from anywhere in the world.
They can access exhibits at their own pace and revisit them as needed.

Analysis of recent studies and publications. The problem of using
virtual museums in the educational process was studied by many scien-
tists investigating different aspects of using virtual museums of the educa-
tional process in general education institutions, namely: Arabacioglu, S.
& Okulu, H. Z. (2021) who focused on the examination of activity plans
on how activities can be conducted in virtual museums in pre-service
teacher education, and reveals pre-service teachers’ understanding of an
inquiry-based teaching process through the collection of ideas and con-
cepts of virtual museums through activity plans [1]; Christina Tsita, Maya
Satratzemi, Charalabos Georgiadis, Evi Papavergou, Syrago Tsiara, Dio-
nysios D. Kehagias, Dimitrios Tzovaras (2023) during research Virtual
Reality Museum to Reinforce the Interpretation of Contemporary Art and
Increase the Educational Value of User Experience [2]; Dr. Heba Mustafa
Abdullah (2024) during the study of virtual language museums for teach-
ing and learning foreign languages and, in particular, the development of
students' intercultural competences [3], etc.

Developing of ICCs traditionally involves physical travel and immer-
sion in different cultures. However, this approach is often limited by cost,
time constraints, and logistical challenges. Additionally, traditional meth-
ods often focus on a single culture at a time, limiting exposure to the rich-
ness of global diversity.
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VMs provide a compelling alternative, offering several advantages,
including the following:

— eliminate geographical barriers, allowing student translators to explore
a vast array of cultures from anywhere in the world, showcases a wide range
of cultural artifacts, traditions, and customs, that allows student translators to
learn about different social norms, values, and communication styles;

— offer interactive features such as 360-degree tours, audio guides in
multiple languages, and gamified learning experiences.

The purpose is to study the advantages and applications of virtual
museums for the ICCs® development of students translators in their study
of the Japanese language and literature.

According to the Law of Ukraine "On Museums and Museum Mat-
ters", a museum is a scientific-research and cultural-educational institu-
tion, created for the study, preservation, use and popularization of museum
objects and museum collections for scientific and educational purposes,
attracting citizens to the national and world cultural assets, heritage [4].

According to their profile, museums are divided into natural (anthro-
pological, biological, botanical, geological, zoological, mineralogical,
paleontological), historical (general historical, religious history, histori-
cal-domestic, archaeological, ethnographic), literary, artistic (fine, dec-
orative-applied, folk, modern art), artistic (theatre, music, film muse-
ums), scientific and technical, complex (local history, ecomuseums),
industry, etc. All these types of museums have unique material for ICC
development of students — future translator in accordance to their curric-
ulum (https://philology.knu.ua/osvitni-prohramy/bak-opysy-op-ta-proh-
nd/035-069-b-jaml/rpnd-035-069-b-jaml-ok/).

VM is a subject of cultural and museum activity, created in the format
of an online information platform and is a multifunctional complex in vir-
tual space, which contains a system of digital products for familiarizing
users with expositions and collections with the help of an info-technolog-
ical form of an integrative nature [5].

Methodology/Methods. Research methods include analysis of meth-
odological, pedagogical and special literature on the usage of VMs for
ICCs development of students -translators in their study of the Japanese
language; study of the pedagogical experience on the use virtual muse-
ums for ICC development of students translators whose with the imple-
mentation of educational projects; analysis of the pedagogical experience
on the usage of VMs for ICC’s development of students -translators at the
Education and Research Institute of Philology of Kyiv Taras Shevchenko
National University; analysis of research results by surveying students
after the implementation of educational projects on the use VMs for the
ICC’s development of translators for learning Japanese culture.
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Results and discussions. VMs can be used by educators to teach stu-
dents for the following purposes:

— identifying and researching the peculiarities of the culture of the
country whose language they are studying;

— understanding of historical events that contributed to the culture of
the people;

— clarification of cultural and national traditions;

— study of folklore;

— comparison of different cultures of peoples of the world.

We will give examples of virtual museums that can be used by edu-
cators in the development of communicative international competence of
students majoring in Japanese language translation.

Saitama Prefectural Museum of History and Folklore (Virtual Museum
Link: https://artsandculture.google.com/partner/saitama-prefectural-mu-
seum-of-history-and-folklore). Saitama Prefectural Museum of History
and Folklore (Fig. 1), established as the Saitama Prefectural Museum in
1971 and updated by integrating a history museum covering three main
themes of history, folklore, and fine arts in Saitama life and culture. There
are 10 exhibition halls with periodic updates. Plaza Fantasy "Yume-Tai-
ken-Hiroba" consists of three different areas: Hands-On Room, Craft
Room and Playing Field. They offer a variety of programs designed not
only for children, but also for adults who study the history and culture of
the Sites.

B o L £ T

Fig. 1. Virtual room for Saitama Prefectural Museum
of History and Folklore

Wajima Museum of Urushi Art (Virtual Museum Link: https://artsand-
culture.google.com/partner/WajimaMuseumofUrushiArt). This is the
only museum in Japan that specializes in the art of lacquer (urushi). This
spacious museum displays a number of lacquer works by various artists
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belonging to different periods, some of whom are members of the Acad-
emy of Arts and individuals designated as "Living National Treasure".
Visitors can also watch videos related to lacquer art (Fig. 2). The museum
has a collection of not only Wajima's lacquer art, but also lacquer works
from various regions of Japan, as well as from abroad. The museum gives
an idea of lacquer art artefacts, its development and origin.

Fig. 2. Virtual room of Urushi Art Wajima Museum

Mission of the museum The Shohaku Museum (Virtual Museum
Link:  https://artsandculture.google.com/partner/shohaku-art-museum)
was founded in March 1994 with donations from artists (Uemura Shoen,
Uemura Shoko and Uemura Atsushi) and funds from Kintetsu Corpora-
tion. The museum collects, preserves, and exhibits the works by Shoen,
Shoko, and Atsushi to introduce the artworks of Uemura family to visi-
tors. In addition to that, the museum works to raise awareness of Japa-
nese-style paintings through special exhibitions and publicly sponsored
exhibitions, giving a chance to young artists. The museum provides vis-
itors with an insight into the history of Japanese art, cultural values, and
personalities of 20th century artists.

et (ol O (T (B s ]

Fig. 3. The artwork “Sound of Tsuzumi” by Shoen Uemura
in virtual room of the Shohaku Museum
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Tokyo’s National Museum of Western Art in Ueno (Virtual Museum
Link: https://artsandculture.google.com/partner/the-national-muse-
um-of-western-art was established in April 1959 and was based on the
Matsukata Collection focusing on the Impressionist paintings and Auguste
Rodin's sculptures previously stored by the French government. The
museum's purpose is to provide the public with opportunities to appreci-
ate western art. This VM provides an opportunity for students to explore
the art of different countries, compare and understand the diversity of
cultures in certain years; in addition, it presents virtual rooms where stu-
dents can look at works of art from different distances and directions,
offers video recordings with tours in Japanese and English languages with
subtitles.

The educator can use VR to arrange excursions with students while
discussing the features of intercultural interaction between representa-
tives of different cultures, or the features of cultural traditions, historical
events, etc.

It should be noted that the educator is more efficient in conducting
educational projects for students, which significantly increases the moti-
vation of students to explore the culture of another country and learn a
foreign language [6; 7; 8; 9].

We offered students to choose one of the project topics: "Cultural
artifacts of Japan connected to Linguistic science"; "Literary Works and
Museums"; "Etiquette Forms of Modern Japan and Museums"; "ICCs and
its artifacts". 22 students of Education and Research Institute of Philology
of Taras Shevchenko National University of Kyiv participated in projects
during 2 semesters in 2021-2022.

We propose to consider these projects in more detail.

The project "Cultural artifacts of Japan connected to Linguistic sci-
ence". The purpose of the project is familiarization with cultural and his-
torical artifacts of Japan, that have following tasks: student must visit
virtual exhibitions of various Japanese museums, such as the Tokyo
National Museum, the Kyoto National Museum or the Museum of Con-
temporary Art in Tokyo, and choose three artifacts that interest him/her;
explore the history and significance of those artifacts; translate descrip-
tions of artifacts from Japanese into the native language while preserving
the cultural and historical context; prepare a presentation about selected
artifacts, their history and significance, using own translations.

The project "Literary Works and Museums". The purpose of the pro-
ject is studying the work of famous Japanese artists, translating artistic
terminology and determining their significance in the world dimension.
Tasks of this project are: visit the virtual galleries of Japanese artists such
as Katsushika Hokusai, Ando Hiroshige or Takashi Murakami; choose
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one artist and several of his works; explore the style, technique and his-
tory of creation of selected works; translate articles and descriptions about
the artist and his works from Japanese into Ukrainian language; write an
essay about the artist, including an analysis of his work and translations,
and prepare a virtual tour of his works.

The project "Etiquette Forms of Modern Japan and Museums". The
purpose of the project is familiarization with modern aspects of Japa-
nese culture and society. Tasks of this project are: visit virtual exhibitions
of modern Japanese museums, such as the National Museum of Modern
Art in Tokyo or the Museum of Modern Art in Nagoya; choose exhibits
that reflect contemporary Japanese culture, technology, or social change;
explore the meaning and context of selected exhibits; translate descrip-
tions of exhibits and related articles from Japanese into Ukrainian lan-
guage; create a multimedia presentation about modern Japan using own
translations and research.

The project "ICCs and its artifacts". The purpose of the project is stud-
ying Japanese folk culture and traditions through museum exhibits. Tasks
of this project are: visit virtual museums that are dedicated to the folk
culture and traditions of Japan, such as the Museum of Japanese Tradi-
tional Crafts or the Museum of Folk Culture in Osaka; choose traditional
objects, costumes, tools or rituals presented in the museum; research the
origin and meaning of selected objects or rituals; translate the descrip-
tions of these objects and rituals from Japanese into Ukrainian language.
The project outcome should be to prepare a short message about Japanese
folk culture and traditions using own translations and research.

After conducting the educational projects, we offered a survey to
the students to understand their attitude towards virtual museums while
learning Japanese language and culture (Table 1).

The survey aimed to gauge the effectiveness and impact of Virtual
Museums (VMs) on students' learning experiences, particularly in the
context of Japanese culture and related educational aspects. The responses
reveal significant insights into how students perceive and utilize VMs.

A vast majority (85.42%) of students agree that VMs help them learn
more about Japanese culture, indicating that VMs are effective tools for
cultural education.

Most students (83.8%) found that VMs enhanced their understanding
of Japanese literary creativity. However, 16.22% of students are unsure,
suggesting a need for more targeted content or additional instructional
support.

Similar to literary creativity, 83.8% of students feel that VMs con-
tribute to their understanding of ICC, emphasizing the role of VMs in
fostering of ICCs.
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Table 1

The results of students’ answers to the questionnaire

Suggested answers

Yes (%)/mumber
of respondents

No (%)/
number of
respondents

Don’t know
(%)/mumber of
respondents

1. VMs help me to
learn more about
Japanese culture

85.42% /15

14.58% /7

2. VMs helped me to
understand literary
creativity of Japan

83.8% /16

16.22% /6

3. VMs contribute
to my understanding
of ICC

83.8% /16

16.22% /6

4. Watching

VMs helps me

to develop better
communication skills
for my future visit to
Japan

100% / 22

5. VMs are essential

part of my university
life and my Oriental

language learning

83.8% /16

16.22% /6

6. My motivation

to study is getting
higher because I am
using VMs

100% / 22

7. My
communication
with educators are
becoming more
sufficient when we
have possibility to
watch VMs

59%/13

41%/9

8. Cultural aspect are
clarified while using
VMs

83.8% /16

16.22% /6

9. Iuse VM cach
time I have this
opportunity

100% / 22

10. I discuss with
other students the
possibility of VM
usage for my studies

59%/13

41%/9
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All respondents unanimously believe that VMs will help in better
communication in Japan, highlighting the perceived practical benefits of
VMs for real-world application.

A significant majority (83.8%) consider VMs essential to their uni-
versity life, though a small portion remains undecided, suggesting the
potential for further integration and emphasis on VMs in the curriculum.

All students reported increased motivation due to the use of VMs,
indicating a strong positive impact on student engagement and interest in
the subject matter.

While a majority (59%) feel that communication with educators
improves with VMs, a notable 41% are unsure. This suggests varying
experiences and possibly points to the need for more structured use of
VMs in all settings and interactions.

VMs are effective in clarifying cultural aspects for 83.8% of students,
though there is room for improvement to address the uncertainties of the
remaining 16.22%.

All respondents consistently use VMs whenever possible, indicating
high acceptance and habitual usage of VMs in their learning process.

While 59% of students discuss VM usage with peers, 41% do not dis-
cuss, we suggest opportunities for encouraging more collaborative dis-
cussions about VMs' educational benefits for future.

The survey results highlight the positive impact of VMs on students'
learning experiences, particularly in understanding Japanese culture, lit-
erary creativity, and ICCs. VMs are seen as motivational tools and essen-
tial parts of university life by most respondents. However, some students
are unsure about specific benefits, pointing to areas where VMs' imple-
mentation could be enhanced for more consistent and effective usage.
Encouraging more discussion and structured interaction with VMs may
further improve their educational value.

Conclusions. In conclusion, integration of memory study and museum
resources into the teaching of the Japanese language and literature offers a
complex approach that enriches the learning experience. Virtual museums
provide a wealth of authentic materials, cultural insights, and interactive
opportunities that help students understand and appreciate the language in
its historical and cultural context. By leveraging these resources, educa-
tors can create dynamic and immersive language learning environments
that foster deeper engagement and understanding among university stu-
dents.
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