Kokand
@ University

00°QON UNIVERSITETI
XABARNUMASI

10N J H

KOKAND UNIVERSITY
HERALD ‘ 202 3



QO‘QON

UNIVERSITETI

XABARNOMASI
1-SON

KOKAND
UNIVERSITY
HERALD

VOLUME 1

BECTHUK

KOKAHJICKOT'O

YHUBEPCHUTET
BBIMYCK 1




1/2023

QO'QON UNIVERSITETI

XABARNOMASI

Ilmiy-elektron jurnali

Tahrir kengashi raisi:

G'.E.Zaxidov

Bosh muharrir:

Sh.R.Ruziyev

Tahrir kengashi mas’ul kotibi:

A.A.Yusupov

Tahririyat hay’ati:

N RO R = = = = = = = = e WO

I.f.d., prof., S. G'ulomov (O'z.R. Fanlar Akademiyasi)

DSc., prof., Sh. I. Mustafakulov

DSc., Mark Rozenbaum (AQSH)

PhD., 1. Bobojonov (IAMO, Germaniya)

PhD., N. Djanibekov (IAMO, Germaniya)

PhD., K. Akramov (IFPRI, AQSH)

PhD., N. Yusupov (Woosong University, J.Koreya)
DSc., D. Xosilova (University of Wyoming, AQSH)
1.f.d., prof., B. Salimov (TDIU)

1.f.d., prof., K. Axmedjanov (KIUT)

1.f.d., prof., N. Maxmudov (TDIU)

PhD., Sh. Aktamov (Singapur universiteti)
1.f.d., prof., U. Gafurov (TDIU)

1.f.d., prof., X. Qurbonov (TDIU)

F.f.n., dotsent D. Xodjayeva (QDPI)

1.f.n., dotsent, N. Urmonov (TDIU)

F.f.d., prof., Sh. Shaxobidinova (ADU)

F.f.d., prof., M. Umarxodjayev (ADU)

I.f.n., dotsent, J. Qambarov (FarPI)

PhD, dotsent, D. Rustamov (ADU)

L.f.n., dotsent, A. Islamov (Qo'qgon universiteti)
PhD., M.Najmiddinov (Qo‘'qon universiteti)

Tahririyat manazili:

150100, Farg'ona viloyati, Qo'qon shahri, Turkiston
ko'chasi, 28 a-uy, 1-xonadon

Qo'gon universiteti xabarnomasi
("BecTHuk KokaHACKOrO yHuBEp-
cnteTa — Kokand University He-
rald”) ilmiy-elektron jurnali Qo'qon
universiteti Kengashining qarori-
ga asosan tashkil etilib, 2020-vyil

10- oktabrda O'zbekiston Respub-
likasi Prezidenti Administratsiyasi
huzuridagi Axborot va ommaviy
kommunikatsiyalar agentligi to-
monidan N21138 ragami bilan
ro'yxatidan o'tkazilgan, shuning-
dek davlatlararo standartlar talabi
asosida O'zbekiston Milliy
kutubxonasidan jurnal uchun
2181-1695 ISSN-ragami olingan.

© “Kokand University” — 2023



Mundarija:/Outline:

Iqtisodiyot / Economy

1. K. Konstantin Factors and vector of the development of institutions in the sme sector of the 3-7
national economy
2. B. Khursanaliev The impact of population growth on the country's economic development 8-11
3. N. Sharapova Network analysis of social media research in entrepreneurship development 12-15
4. M. A6baynnaes TeHAEeHUMWN 1 NepCneKTUBbI Pa3BuTUA chepbl ycayr B y3bekucTaHe 16-20
5. T. Kapabaesa CTMMyANbl Pa3BUTUA Manoro b1sHeca 419 NOBbIWEHUA KaYecTBa XU3HU HaceneHns 21-24
6. A. Baxromov Problems of the digitalization process in networks and sectors of the economy 25-28
7. Sh. Dexkanov Qurilish materiallari sanoati aksiyadorlik jamiyatlarida korporativ boshgaruv 29-34
mexanizmi samaradorligini oshirish
8. N. Karimova Analysis of the current state of retail advertising: a systematic mapping study 35-38
9. O. Ucaes BHegpeHne mexayHapoaHbIX CTaHAAPTOB NPU UCNAMCKOM GUHAHCUPOBaHUK B 39-42
y36eKucTaHe
10. J. Nuritdinov, O‘zbekistonning jahon savdo tashkilotiga a’zo bo‘lish uchun uzoq yo’li va xitoy 43-47
A. Abdullayev tajribasi
11. J. Qodirov Davlat-xususiy sherikchiligi asosida amalga oshirilgan loyihalarning investitsiyaviy 48-50
samaradorligini oshirishda soliq va sug‘urtalashning o‘rni
12. S. Rustamova Korxonalarda gabul gilingan garorlarni boshgaruv samaradorligiga ta’sirini iqtisodiy 51-56
matematik modellashtirish
13. A. Sattorov Auditorlik tashkilotlari tomonidan auditorlik tekshiruvlari o‘tkazish jarayonida 57-60
dalillarni to‘plash ahamiyati va zaruriyati
14. B. Turanboyev Does inflation significantly affect stock investments and their price? 61-64
Sh. Nishonkulov
15. A. Xojayev Oliy ta’lim muassasalarida byudjetdan tashqgari faoliyatidagi daromadlari va 65-68
xarajatlari hisobini takomillashtirish yo‘llari
16. M. Xomidov Mamlakatimiz igtisodiyotini takomillashtirish jarayonida innovatsiyalarni joriy 69-72
etishning o‘rni
17. N. Yuldasheva, Sun'iy intellekt va ragamli igtisodiyot rivojlanishi 73-75
A. Umarov,
A. Abdullayev
18. A. Yusupov O‘zbekiston igtisodiy sharoitida inson resurslaridan foydalanishdagi faoliyat turlari 76-78
19. M. Turg‘unov Ozig-ovqat sanoati korxonalari faoliyatini boshgarishda ekonometrik prognoz 79-83
ko‘rsatkichlaridan foydalanish
20. D. MamatocynoBa Mamnakatusga AasnaT-Xycycui LepuKANIM acocuaa TypusmHm 6apkapop 84-90
PUBOXKNAHTUPULL UCTUKBONNAPK
21. K. AxmepaykaHoB AX0/1 AapoMaanapu Ba XaparkaTtnapu banaHcmra }XKUCMOHMI LWAxcnap Aapomas, 91-96
®. 3aitHues CO/IMFUHWUHT ONTUMAN TabCUPUHU TAbMUHAALW Mynnapu
Pedagogika / pedagogy
22. Sh. Jumanova Peyzajning ijtimoiy - psixologik motivni anglatishdagi o‘rni 97-99
23. 0. Kasimova Bo'lajak boshlang‘ich sinf o‘gituvchisining ijodiy faoliyati jarayonida pedagogik 100-102
improvizatsiyaning o‘rni
24. B. Safarov Xalgaro baholash dasturlari (pirls) asosida bo‘lajak boshlang‘ich sinf 103-105
o‘qituvchilarinining kasbiy-metodik tayyorgarligini takomillashtirish
25. A.TaHrpues ManaKkanu astofoumnapHu Taiépnawaa 6ypanub ynoktmpuw 6yimnya manaka 106-111
TascuAnap
Lingvistika / Linguistics
26. D. Azimova Learning english language as a second language with augmented reality 112-115

D. Solidjonov

Qishloq xo‘jaligi / Agriculture

27.

A Xatamov
X. Jabborov

«BUXOROISHARIF» zavod tipining asosiy xususiyatlari

116-118



KOKAND UNIVERSITY

HERALD

SCTENTIFIC E-JOURNAL
ISSN: 2181-1695

QO‘QON UNIVERSITETI XABARNOMASI
KOKAND UNIVERSITY HERALD
BECTHUK KOKAHACKOIo YHUBEPCUTETA

OAK: 01-08/1819/6

www.herald.kokanduni.uz

LEARNING ENGLISH LANGUAGE AS A SECOND LANGUAGE WITH AUGMENTED REALITY

Dilobarkhon Azimova

Lecturer of World language department

Kokand university, Kokand, Uzbekistan.

Dilyorjon Solidjonov

3rd year student of English language and literature
Kokand university, Kokand, Uzbekistan.
dilyorjonsolidjonov@gmail.com

MAQOLA HAQIDA ANNOTATION

Qabul gilindi: 24-mart 2023-yil

Tasdiglandi: 26-mart 2023-yil

Jurnal soni: 1

Magola ragami: 26

DOI: https://doi.org/10.54613/ku.v6i6.264
KALIT SO‘ZLAR/ Kniouesble cnosa/ keywords

Augmented reality, English language
learning, language learning technology,
language learning apps, language learning
pedagogy, vocabulary learning.

The use of augmented reality (AR) in teaching English as a second language is examined in this
article. Traditional language teaching techniques sometimes fall short of engaging students and
offering real-world applications, which results in boredom and slow development. Through the
use of augmented reality (AR) technology, digital content can be superimposed on the actual
world to create an immersive and engaging learning environment. Real-world context, quick
feedback, and immersive language learning experiences are all provided through AR. This article
examines a number of ways that AR may be used to teach vocabulary, pronunciation, grammar,
reading, and writing in English. English labels, grammatical rules, and text may be added to real-
world items using augmented reality (AR), giving students a useful and fun method to practice
what they have learned. Additionally, with the help of AR, learners can practice their language

abilities in a variety of simulated real-world settings. The use of augmented reality (AR) in English
language instruction has the potential to improve current teaching strategies and give non-
native speakers of the language an enjoyable and productive learning experience.

Introduction. Technology is at the forefront of the fast change
that is occurring in the globe. Augmented reality (AR) is one of the
most intriguing technology developments in recent years. A
technology known as augmented reality (AR) overlays digital material
on the physical environment to produce an immersive and interactive
experience. AR has been more well-liked recently in several industries,
including education. The use of augmented reality (AR) in education
has the power to completely change how we teach and learn.
Language instruction is one of the areas where augmented reality is
being used more and more. It can be difficult to learn a new language,
especially for non-native speakers. Textbooks, audiotapes, and
classroom lectures—all common traditional language learning
techniques—frequently fall short of motivating students, which
breeds boredom and apathy. Additionally, these approaches have
trouble giving students real-world context and useful applications.
These drawbacks might be overcome by augmented reality
technology, which could also offer a fun and immersive environment
for language learning. One of the most commonly used languages in
the world and the primary language of commerce, instruction, and
intercultural exchange is English. People can benefit from learning
English in many ways, including by advancing their careers and
developing personally. But for non-native speakers, learning English
can also be a difficult task. The use of augmented reality technology
can improve current English language instruction strategies and give
students a more interesting and useful learning experience. In this
article, the use of augmented reality in language learning is examined
along with any potential advantages. We'll talk about how augmented
reality (AR) technology can provide learners immersive language
learning experiences, real-world context, and quick feedback. We will
also look at a number of ways that AR may be used to learn the English
language, such as for vocabulary, pronunciation, grammar, reading,
and writing. The purpose of this essay is to provide readers a thorough

grasp of how augmented reality technology may improve English
language learning. It will showcase several AR applications for
studying the English language and go through the possible advantages
of adopting AR in language learning. The essay will also go through the
difficulties and restrictions of utilizing augmented reality (AR) in
language learning and offer suggestions for teachers and students
who want to use AR in language learning. This article's overall goal is
to give readers a comprehensive grasp of how augmented reality
technology might improve English language learning and to
encourage teachers and students to investigate the possibilities of AR
in language learning.

Material and methods. The material and methods section of this
article outlines the research methodology used to investigate the
application of augmented reality (AR) on learning the English language
as a second language. The research methodology consists of three
main components: literature review, AR application development,
and user testing. The literature review aimed to identify previous
studies on the application of AR in language learning and provide a
theoretical foundation for the study. A comprehensive search was
conducted on electronic databases, including Google Scholar,
ScienceDirect, and ProQuest. Keywords used in the search included
"augmented reality," "language learning," "English language," and
"second language acquisition." The search was limited to articles
published in the last 10 years, and only peer-reviewed articles were
considered. The literature review identified several studies on the
application of AR in language learning, particularly in the context of
vocabulary learning, pronunciation learning, and grammar learning.
The literature also highlighted the potential of AR in creating
immersive language learning experiences and providing learners with
instant feedback.

Ar application development. The AR application development
aimed to create an AR application for learning English vocabulary,
pronunciation, and grammar. The AR application was developed using
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Unity, an open-source game engine, and Vuforia, an AR development
platform. The development process involved several stages, including
designing the user interface, creating 3D models, and integrating AR
functionality. The AR application was designed to overlay English
labels, grammar rules, and text onto real-world objects, enabling
learners to learn and practice in a practical and engaging way. The AR
application also incorporated speech recognition technology to
provide learners with immediate feedback on their pronunciation.

User Testing. The user testing aimed to evaluate the
effectiveness of the AR application in enhancing English language
learning. The user testing involved 30 participants, aged 18-30, who
were non-native English speakers. The participants were recruited
from a local language school and were randomly assigned to two
groups: the experimental group and the control group. The
experimental group used the AR application for learning English
vocabulary, pronunciation, and grammar, while the control group
used traditional learning methods, such as textbooks, audio
recordings, and classroom lectures. Both groups received the same
amount of learning material and were given a pre-test and post-test
to assess their language proficiency. The pre-test and post-test
consisted of multiple-choice questions on English vocabulary,
pronunciation, and grammar. The test questions were designed to
assess the learners' proficiency in the English language and compare
the effectiveness of the AR application with traditional learning
methods.

Data Analysis. The data collected from the pre-test and post-
test were analyzed using descriptive statistics, such as mean and
standard deviation, and inferential statistics, such as t-tests and
ANOVA. The data analysis aimed to compare the language proficiency
of the experimental group and the control group and assess the
effectiveness of the AR application in enhancing English language
learning. The data analysis also aimed to identify the strengths and
weaknesses of the AR application and provide recommendations for
future development. The results of the data analysis were presented
in the results section of the article, along with tables and graphs to
illustrate the findings.

Results. The study aimed to investigate the effectiveness of
using augmented reality (AR) in learning English as a second language.
The study employed a quasi-experimental design with pre- and post-

tests to compare the English language proficiency of a control group
and an experimental group that used an AR application. The results of
the study indicated that the experimental group, who used the AR
application, showed a statistically significant improvement in their
English language proficiency compared to the control group, who
used traditional learning methods. The mean score of the
experimental group increased from 50% to 80%, while the mean score
of the control group increased from 50% to 60%. These results suggest
that AR can be an effective tool in enhancing language learning. In
addition, the study found that the AR application was particularly
effective in enhancing English vocabulary learning and pronunciation
learning. The speech recognition technology incorporated in the AR
application provided learners with immediate feedback on their
pronunciation, enabling them to improve their pronunciation skills
rapidly. These findings support previous research on the effectiveness
of AR in language learning, particularly in enhancing pronunciation
skills. However, the study also identified some weaknesses of the AR
application, such as limited feedback on grammar and writing skills,
and the need for a stable internet connection to access the AR
content. These limitations suggest the need for further research and
development to address these issues and enhance the effectiveness
of AR in language learning. The study's findings support the potential
of AR in enhancing traditional learning methods and providing
learners with real-world context. AR can provide learners with
immediate feedback and an engaging and practical way to practice
their language skills. However, further research and development are
needed to address the limitations of AR technology and enhance its
effectiveness in language learning. Another important finding of the
study is that the experimental group exhibited a higher level of
engagement and motivation compared to the control group.

The researchers developed Kartoon3D to facilitate children's
learning processes by teaching letters, words, numbers and
mathematical equations in three languages - Turkish, English and
Dutch. This application has not been tested with children. AR can also
be used to teach spatial geometry concepts to preschoolers. Another
useful AR app is the Mondly AR app. In this application, a model of an
artificial teacher appears in the real world and helps you learn a
language. (Figure 1)

)

Figure 1. A virtual teacher is teaching new words in the Mondly AR application interface.
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The AR application provided an immersive and interactive
learning experience, which motivated learners to practice their
language skills more frequently and for longer periods. This finding is
consistent with previous research that has shown the positive effect
of gamification and immersive learning experiences on student
motivation and engagement. Furthermore, the study found that the
AR application was effective in providing learners with real-world
context and practical language use. The AR application enabled
learners to interact with English language objects and environments,
such as a virtual supermarket, where they could practice their

language skills in a realistic and practical context. This finding supports
the potential of AR in enhancing language learning by providing
learners with authentic and relevant language use. However, the
study also identified some challenges in using AR in language learning.
The need for a stable internet connection to access the AR content
and the limited feedback on grammar and writing skills were
identified as limitations of the AR application. These challenges
suggest the need for further research and development to address
these issues and enhance the effectiveness of AR in language learning.

o The study found that using augmented reality (AR) technology in language learning can significantly improve learners'
language proficiency, particularly in vocabulary learning and pronunciation learning.
eThe AR application provided an engaging and interactive learning experience that motivated learners to practice their

language skills more frequently and for longer periods.

Strengths: AR technology can provide learners with a personalized and adaptive learning experience, which can enhance the
effectiveness of language learning.
o The study highlights the potential of AR technology to enhance traditional learning methods and provide learners with a
practical way to practice their language skills.
e The AR application relies on a stable internet connection to access the AR content, which can limit its accessibility in areas
with poor internet connectivity.
. eThe AR application has limited feedback on grammar and writing skills, which are essential components of language

learning.

o The study only focused on one language (English), and further research is needed to investigate the effectiveness of AR

technology in learning other languages.

* AR technology has the potential to provide learners with an immersive and practical learning experience, which can enhance
their language proficiency and prepare them for real-world language use.

Opportunities: . . . .
PP and interactive learning experience.

* AR technology can be integrated into language learning materials and activities, providing learners with a more engaging

o AR technology can enable learners to practice their language skills in a real-world context, providing them with the
confidence and competence to communicate effectively in their target language.

o AR technology requires significant financial investment in the development and maintenance of AR applications and
devices, which may not be feasible for some language learning programs.

Threats: .
language learning pedagogy.

* AR technology may require additional training and support for language teachers and educators to integrate effectively into

o The use of AR technology may lead to a dependence on technology in language learning, which may limit learners' ability

to develop their language skills independently.

Table 1. SWOT analysis of the application of augmented reality in learning English as a second language

Overall, the results of the study support the potential of AR in
enhancing language learning, particularly in vocabulary learning and
pronunciation learning. The AR application provided an engaging and
interactive learning experience that motivated learners and enabled
them to practice their language skills in a real-world context.
However, further research and development are needed to address
the limitations of AR technology and enhance its effectiveness in
language learning.

Discussion. The use of technology in language learning has been
a topic of research for several decades. Augmented reality (AR) is a
relatively new technology that has gained increasing attention in the
field of language learning due to its potential to provide learners with
an immersive and interactive learning experience. This study aimed to
investigate the effectiveness of using AR in learning English as a
second language. The results of the study showed that the
experimental group, who used the AR application, demonstrated a
significant improvement in their English language proficiency
compared to the control group, who used traditional learning
methods. The AR application was particularly effective in enhancing
vocabulary learning and pronunciation learning. The speech
recognition technology incorporated in the AR application provided
learners with immediate feedback on their pronunciation, enabling
them to improve their pronunciation skills rapidly. These findings are
consistent with previous research that has shown the effectiveness of
AR in enhancing language learning, particularly in improving
pronunciation skills. One of the strengths of the AR application is that
it provides learners with real-world context and practical language

use. The AR application enabled learners to interact with English
language objects and environments, such as a virtual supermarket,
where they could practice their language skills in a realistic and
practical context. This type of immersive and interactive learning
experience is known to enhance learner motivation and engagement,
which was also observed in this study. The experimental group
demonstrated a higher level of engagement and motivation
compared to the control group. The results of this study suggest that
AR has the potential to enhance traditional learning methods and
provide learners with an engaging and practical way to practice their
language skills. However, the study also identified some limitations of
the AR application, such as the need for a stable internet connection
to access the AR content and the limited feedback on grammar and
writing skills. These limitations suggest the need for further research
and development to address these issues and enhance the
effectiveness of AR in language learning. One area of further research
could be the integration of AR with other technologies, such as
artificial intelligence (Al), to enhance the feedback provided to
learners on grammar and writing skills. Al can provide learners with
personalized feedback and adaptive learning experiences, which can
enhance the effectiveness of language learning. Another area of
research could be the development of AR applications that are
specifically designed for learners with different learning styles and
preferences. Furthermore, the study highlights the importance of
teacher training and support in using AR in language learning.
Teachers need to be trained in the use of AR technology and provided
with appropriate support to integrate it effectively into their language
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teaching practices. This can include the development of appropriate
learning materials and activities, as well as guidance on the use of AR
technology in the classroom. The results of this study support the
potential of AR in enhancing learning, particularly in vocabulary
learning and pronunciation learning. The AR application provided an
engaging and interactive learning experience that motivated learners
and enabled them to practice their language skills in a real-world
context. However, further research and development are needed to
address the limitations of AR technology and enhance its
effectiveness in language learning. Teachers also need appropriate
training and support to integrate AR effectively into their language
teaching practices.

Conclusion. In conclusion, this study aimed to investigate the
effectiveness of using augmented reality (AR) in learning English as a
second language. The study found that the experimental group, who
used the AR application, demonstrated a significant improvement in
their English language proficiency compared to the control group,
who used traditional learning methods. The AR application was
particularly effective in enhancing vocabulary learning and
pronunciation learning. The speech recognition technology
incorporated in the AR application provided learners with immediate
feedback on their pronunciation, enabling them to improve their
pronunciation skills rapidly. The study also found that the AR
application provided learners with an engaging and interactive
learning experience that motivated them to practice their language
skills more frequently and for longer periods. The AR application
enabled learners to interact with English language objects and
environments, such as a virtual supermarket, where they could
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