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THE ROLE OF AR(AUGMENTED REALITY) TECHNOLOGIES IN MODERN EDUCATION

Bahodirov Aribjon

NamDU, Jahon tillari fakulteti,
Fakultetlararo chet tillar
kafedrasi katta o‘gituvchi

Annotatsiya: Ushbu ishda ingliz tili leksikasini qabul qilish va ozlashtirishda
kengaytirilgan hagiqat (AR) texnologiyalarining ta'siri o‘rganilgan. Tadgiqotda AR yordamida
leksikani o‘gitishning nazariy jihatlari ko’rib chiqilib, an'anaviy va AR asosidagi usullar
tagqoslangan. AR texnologiyalaridan leksikani o‘zlashtirish uchun foydalanishning afzalliklari,
jumladan, gizigishning ortishi va eslab qolishning yaxshilanishi ta'kidlanadi, shuningdek,
yuzaga kelishi mumkin bo‘lgan muammolar va ularni hal etish bo‘yicha amaliy tavsiyalar
keltirilgan. Oldingi tadgiqotlarning empirik natijalari va amaliyotga oid tavsiyalar AR
texnologiyalarining zamonaviy til ta’limidagi rolini chuqur anglashga yordam beradi.

Kalit so'zlar: tez rivojlanish, ragamli texnologiyalar, innovatsiya, kengaytirilgan reallik
(AR), o'rganish, lug'at

Annotation: This paper examines the impact of augmented reality (AR) technologies on
the perception and acquisition of English vocabulary. The study explores theoretical
perspectives on AR-enhanced vocabulary learning, comparing traditional and AR-based
methods. It highlights the advantages of using AR for vocabulary acquisition, such as
increased engagement and retention, while also addressing potential challenges and practical
solutions. Empirical findings from previous studies and practical implementation insights are
discussed to provide a comprehensive understanding of AR’s role in modern language
education.

Key words: rapid development, digital technology, innovation, augmented reality (AR),
explore, vocabulary

AHHOTaumAa: JlaHHaa paboma noceAweHa uccnedoB8aHUKD B8/UAHUA mexHosno02ull
dononHeHHol peanbHocmu (AR) Ha eocnpusmue u oceoeHue aHeaulickol seKcuku. B
uccnedo8aHUU PACCMamMpUBaOMCA meopemuveckue dacrieKkmosl 00y4eHUA s1IeKCUKe ¢
ucnone3zosaHuem AR, nposodumcsa cpasHeHUe MPAGUYUOHHbLIX Memooo8 C Memoodamu Ha
ocHose AR. Ocoboe sHuUmMaHue ydensaemcs npeumMyuw,ecmsam ucrnonb3osaHus AR 0n4
U3yyeHUA CAOBAPHO20 3AMNACA, MAKUM KaK Mo8bleHUe Momusayuu U yayvyuleHue
30rIOMUHAHUA, G MAaK#e aHAAU3Upyrmca 603MOXHble npobaemsl u npedaazaromcs
npakmuyeckue  peweHusa. Obcymwoaromca  smMnupuvyecKkue  OaHHble  MpPedblOyuux
uccnedosaHull U NpaKmMu4yecKkue pekomeHOayuu, 4Ymobel npedocmasume MOAHOE
npedcmassneHue o posau AR 8 cospemMeHHOM A3bIKo8OM 06pa308aHUU.
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KnioueBble cnoBa: cmpemumesibHOe passumue, yugposblie mexHos102uuU, UHHO8AUUU,
donosiHeHHas peanbHocms (AR), uccnedosaHue, neKCUKa

THE ROLE OF AR(AUGMENTED REALITY) TECHNOLOGIES IN MODERN EDUCATION

INTRODUCTION

In recent years, the rapid development of digital technologies has significantly
transformed the field of education. Among these innovations, augmented reality (AR) has
emerged as a powerful tool that offers new possibilities for enhancing language learning. AR
technology, by seamlessly blending virtual content with the real world, creates immersive and
interactive environments that can foster more dynamic and engaging vocabulary acquisition.
This research paper explores how AR technologies influence the perception of English
vocabulary and the potential benefits of integrating AR into language education.

Augmented reality (AR) technologies have emerged as transformative tools in modern
education, offering innovative ways to enhance teaching and learning processes. The
integration of AR into educational settings is driven by the need for interactive, engaging, and
student-centered learning experiences. According to Billinghurst and Diinser, AR facilitates
contextual learning by overlaying digital content onto real-world environments, thereby
promoting deeper understanding and retention of knowledge.

One of the primary roles of AR in education is to foster experiential learning. As outlined
by Kolb, experiential learning involves active participation, reflection, and the application of
concepts in real-world scenarios. AR supports this process by immersing learners in
interactive simulations and visualizations, allowing them to manipulate digital objects and
experience abstract concepts more concretely. For example, in language learning, AR
applications can display vocabulary words in context, helping students visualize and
comprehend their meanings.

Moreover, AR technology enhances motivation and learner engagement. A study by
Ibafiez et al. (2014) demonstrated that students using AR-based language apps exhibited
higher levels of interest and enthusiasm compared to those using traditional methods. This
increase in motivation is attributed to the immersive nature of AR, which transforms routine
exercises into dynamic, visually appealing activities.

AR also plays a significant role in promoting collaborative learning. As Dede (2009)
points out, digital technologies that encourage teamwork are essential in modern educational
paradigms. AR applications often include features that allow learners to work in groups,
sharing and discussing augmented content. For instance, language learners can
collaboratively explore AR environments, practice new vocabulary, and engage in problem-
solving tasks. This collective interaction fosters communication skills and peer learning.

Another critical aspect of AR in education is personalized learning. Tudor emphasizes
that learner-centered approaches should cater to individual needs and preferences. AR
applications can be customized to suit different proficiency levels, offering tailored exercises
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and real-time feedback. Such adaptability ensures that learners progress at their own pace,
thereby reducing anxiety and promoting self-confidence.

However, despite its potential, integrating AR into educational practices poses
challenges. Technical issues, such as device compatibility and software maintenance, can
hinder its widespread adoption. Moreover, educators may face difficulties in designing
pedagogically sound AR activities that align with curriculum objectives. Addressing these
challenges requires professional development and institutional support to equip teachers
with the necessary skills and resources.

To conclude, AR technologies hold substantial promise for modern education by
fostering engagement, collaboration, and personalized learning. As digital innovation
continues to evolve, understanding and addressing the challenges associated with AR
integration will be essential for maximizing its educational benefits.

CONCLUSION

In conclusion, the integration of augmented reality (AR) technologies into vocabulary
learning marks a transformative shift in modern educational practices. As demonstrated
throughout this paper, AR offers unique opportunities to enhance vocabulary acquisition
through interactive, contextual, and immersive experiences that traditional methods alone
cannot provide. By examining the theoretical foundations, previous studies, and practical
implementations, this work has highlighted both the potential and the challenges associated
with AR-enhanced language teaching.
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