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AHHOTAIIUA

B »sTomM Te3uce paccMaTpHBAaEeTCS MCIHOJb30BaHUE IUIAT(HOPM BIEKTPOHHOTO
oOyuenus (E-learning) a1 u3y4eHus AMOHCKOTO s13bIKa CTyICHTAMH Y HUBEPCUTETA
MUPOBBIX SI3BIKOB  Y30ekucrana. llenp »3Toro Tesuca — HCClENOBaTh
sbdextuBHOCT, TwIaTGopM  Duolingo, Minato u Quizlet B peanbHOM
oOpazoBarenbHOM Tiporiecce. B uccnenoBanuu npunsiau ydactue 120 cTyaeHTOB,
M3Yy4arolnX SMOHCKUH s13bIK HAa ypoBHE A1-B1. B 3TOM Te3uce paccmaTpuBaroTcs
KaK TEOpeTHYECKUEe acrekThl (Mojenu E-learning, METONMKH AMCTAaHIIMOHHOTO
oOyuenusi, gamification), Tak ¥ MPAKTUYECKUE: PE3YIbTAThI OIIPOCOB, HAOIIOICHUH,
TECTOB M aHAJIMU3 €XKEIHEBHOW aKTUBHOCTU CTYJIEHTOB. Pe3ynbTaThl moKa3aiu, 4yTo
78% CTYJIEHTOB YJIYUIIIWJIA HABBIKK ayaupOBaHus, 65% — MUCbMEHHBIC HABBIKHU, a
5% aKTHUBHO WCHOJIb30BaIM TUIATGOPMBI BHE y4eOHBIX 3aHsaTH. Kpome ToTO,
BBISIBIISIETCSA KJIFOUYEBBIE MpoOsieMbl uHTerpanuu E-learning B ydeOHBIN mporiecc:
OTPAaHUYEHHBIM [JOCTYIl K WHTEPHETY, HU3KUHA YPOBEHb CAMOCTOATEIbHOU
MOTHBAIIUM y YacCTH CTYACHTOB, HEOOXOJUMOCTb METOJAMYECKON TMOAJACPIKKU
npenogaBartesia. BeIBOAbl MOIUEPKUBAIOT, YTO KOMOWHHUPOBAHUE TPAAUIIMOHHBIX
MeTtonoB oOyueHusi ¢ E-learning (blended learning) cnocoGctByeT O0mee
3¢ (HEKTUBHOMY OCBOCHUIO SITTOHCKOTO SI3bIKA, YIYUIIaeT MOTHUBAIIMIO U TIOBBIIIAET
YCIIEBAEMOCTH CTYJICHTOB.

Kuarouessble ciioBa: E-learning, ssmoHCKui 361K, ITUGPOBBIC TUIATPOPMBI, OHJIANH-
oOyueHue s3bIKaM, CMellaHHoe oOyueHue, reimudukamnus, Duolingo, Quizlet,
OCBOCHHUE f3bIKA, Pa3BUTHE CJOBAPHOTO 3amaca, W3y4YeHUE KaHJI3M, XHparaHa,
KaTakaHa, WHTEPAKTUBHOE OOYy4YE€HHE, BOBJICUEHHOCTh CTYJIEHTOB, aBTOHOMHOE
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06yquI/Ie, neagarorut4ycCKuc METroabl, 06pa3OBaTCJ'IBHLIC TCXHOJIOTHH, MCTOOOJIO0I'Us
npcrogaBaHus sA3bIKA.

E-LEARNING PLATFORMS FOR JAPANESE LANGUAGE
ACQUISITION: CASE STUDY AT USWLU
Kim Anna Vasilevna
Teacher, lecturer at Uzbekistan State World Languages University
annakim1981@gmail.com

ABSTRACT

This thesis examines the use of E-learning platforms for Japanese language
instruction at the Uzbekistan State University of World Languages. The purpose of
this thesis is to investigate the effectiveness of Duolingo, Minato, and Quizlet in real
educational settings. The study involved 120 students studying Japanese at levels
Al1-Bl.

This study paper analyzes both theoretical aspects (E-learning models, distance
learning methodologies, gamification) and practical aspects: survey results,
observations, test outcomes, and daily student activity. The findings indicate that
78% of students improved listening comprehension, 65% improved writing skills,
and 52% actively used platforms outside class hours. Furthermore, this study
identifies key challenges in integrating E-learning: limited internet access, low self-
motivation among some students, and the need for methodological guidance from
instructors. The main idea and conclusions of this thesis highlight that combining
traditional teaching with E-learning (blended learning) enhances Japanese language
acquisition, improves student motivation, and increases overall performance.

Keywords: E-learning, Japanese language, digital platforms, online language
learning, blended learning, gamification, Duolingo, Quizlet, language acquisition,
vocabulary development, kanji learning, hiragana, katakana, interactive learning,
student engagement, autonomous learning, pedagogical methods, educational
technology, language teaching methodology.
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INTRODUCTION AND THEORETICAL BACKGROUND

This study examines the modern integration of digital platforms in teaching Japanese
in Uzbekistan. While traditional methods of language instruction often focus
primarily on grammar rules, reading comprehension exercises, and rote
memorization, students frequently face challenges in developing practical
communication skills, including speaking, listening, and applying knowledge in
real-life contexts.

This research highlights that E-learning platforms offer a wide range of tools and
activities to support these needs:

. Interactive exercises for learning kanji (G£%), hiragana (U5 HVE), and
katakana (734 717), allowing students to practice recognition, writing, and
pronunciation.

. Vocabulary reinforcement (8%, goi) through spaced repetition, flashcards,
and gamified quizzes, which help students memorize words more efficiently.

. Listening comprehension and sentence formation exercises that simulate real-
life conversations, enabling students to practice understanding spoken Japanese in
different contexts.

. Gamified motivation, including experience points, badges, and daily streaks,
which encourage consistent engagement and long-term learning.

Duolingo, created in 2011 by Luis von Ahn and Severin Hacker, provides gamified
lessons that make language learning enjoyable and accessible. Its Japanese courses

include:

. Lessons on hiragana, katakana, and kanji characters

. Vocabulary-building exercises

. Listening activities and short conversational sentences, such as:

° HlE &L 5 T ELVET (Ohayou gozaimasu) — Good morning
o — A2 B[ (Konnichiwa) — Hello

&Y H & S (Arigatou) — Thank you
Quizlet complements Duolingo by allowing students to create personalized
flashcards, test their knowledge through interactive games like Quizlet Live, and

O

reinforce their vocabulary retention. Example flashcards include:
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. FHE (ML, gakusei) — Student
. e B (RAZ & 59 5, benkyou suru) — To study
. 54 (H ALY, sensei) — Teacher

Picture 1. Learning Japanese language with Duolingo and Quizlet

Digital storytelling exercises provide students with opportunities to compose short
paragraphs, write dialogues, and create mini-stories in Japanese, improving both
writing and reading skills simultaneously. Additionally, the blended learning
approach combines online E-learning practice with classroom-based exercises, role-
plays, and collaborative group discussions, resulting in higher engagement and
better learning outcomes. By integrating multimedia elements such as images, audio,
and video, students can also develop their listening and speaking skills, making the
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learning process more engaging and interactive. Over time, digital storytelling
fosters creativity, cultural awareness, and confidence in expressing ideas in
Japanese, bridging the gap between classroom learning and real-world
communication.

METHODOLOGY

This research project was designed to investigate the effectiveness of digital tools in
language acquisition, utilizing a mixed-methodological framework that integrated
both quantitative and qualitative data. The study was conducted in April 2025 and
involved a cohort of 120 students enrolled in Japanese language courses,
encompassing both beginner and intermediate proficiency levels.

The data collection process was multi-faceted. Initially, surveys were administered
to gather information on participants' existing habits, including their frequency of
using language-learning applications, their platform preferences, and their self-
perceived progress. This was complemented by a three-month observational period,
during which the participants' daily engagement with two specific platforms—
Duolingo and Quizlet—was meticulously monitored. To obtain objective measures
of learning outcomes, a series of pre-tests and post-tests were conducted, assessing
key competencies such as listening comprehension, writing ability, kanji
recognition, and vocabulary retention.

The procedural implementation required the students to dedicate 15 to 30 minutes
each day to structured practice. A key aspect of the methodology was that students
were actively involved in creating their own digital flashcards for the Quizlet decks,
which included 100 essential vocabulary words and 50 fundamental kanji characters.
This process of creating study materials themselves contributed to a highly engaging
and dynamic classroom atmosphere. Meanwhile, the Duolingo curriculum provided
interactive modules focused on developing aural comprehension, recognizing kanji
in context, and constructing short, grammatically correct sentences. To bridge the
gap between digital learning and practical application, the students also participated
in guided role-playing exercises. These activities simulated real-world
conversations, such as a simple exchange of greetings between a student and a
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teacher, ensuring that the skills practiced digitally were transferable to
communicative contexts.

The statistical results from the pre- and post-test comparisons revealed significant
improvements. Most notably, listening comprehension skills demonstrated a
substantial increase of 78%, while writing abilities showed a 65% enhancement. A
particularly telling finding was that over half of the participants (52%) independently
used the platforms outside of the required study time, suggesting a positive
correlation between the tools' design and learner motivation. The students actively
created their own digital flashcards on Quizlet, which was a key part of the engaging
methodology. These cards were simple and focused, designed for efficient
memorization and recall.

For vocabulary, the front of the card would display a single Japanese word, such
as 13 Z, and the reverse would show its direct English translation, Cat. Similarly, a
verb like =X % was paired with To eat, and an adjective like & & L with Blue.
For kanji characters, the approach was more detailed. The front of the card displayed
the character alone, for example, A. On the back, students would include not just
the meaning, Person, but also its essential readings: U & (hito), ¥ > (JIN). Another
example is the character 7K, which was learned with its meaning, Water, and
readings &9 (mizu), X 4 (SUI).

They also created cards for practical phrases. A card would have TR TI H
? on one side and the English equivalent, How are you?, on the other.

A sample from a student's Quizlet set might have looked like this:

. Front: 42 Z | Back: Cat

. Front: 7=X % | Back: To eat

. Front: A | Back: Person; (M & (hito), ¥ > (JIN)

. Front: JK | Back: Water; &9 (mizu), X4 (SUI)

. Front: HITR T9 H ? | Back: How are you?
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Flashcards

Picture 2. The method of “flashcards” with students

The findings of this investigation strongly indicate that consistent, daily interaction
with structured digital language-learning platforms is positively correlated with
measurable gains in linguistic proficiency. The data confirms notable advancement
in critical areas such as listening, writing, vocabulary acquisition, and character
recognition, highlighting the potential of these tools as valuable supplements to
formal language education.

RESULTS AND DISCUSSION

This section presents a detailed analysis of the findings from the three-month study
on integrating Duolingo and Quizlet into the Japanese language curriculum. The
results are discussed in two main parts: first, an examination of the quantitative
learning outcomes and engagement metrics, and second, a discussion of the
qualitative observations and pedagogical implications that provide context for the
numerical data.

L. Analysis of Learning Outcomes and Student Engagement

The quantitative data collected from pre- and post-tests, along with platform usage
statistics, provide clear evidence of the intervention's effectiveness. The most
pronounced improvement was observed in listening comprehension, which
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increased by 78%. This significant leap can be directly attributed to the constant
aural input provided by the digital platforms. Unlike the occasional listening
exercises in a traditional classroom, students engaged with Duolingo were exposed
to a high volume of spoken Japanese through interactive exercises that required them
to match audio to text or images. This repetitive practice in diverse contexts allowed
students to move beyond recognizing isolated vocabulary to understanding words
and phrases within the natural flow of sentences, effectively training their ears for
the phonetics and intonation of the language.

Furthermore, the data showed a 65% improvement in writing skills and kanji
recognition. This outcome highlights the efficacy of structured, interactive practice
for mastering the Japanese writing system. The process of manually typing or tracing
correct character strokes on a touchscreen, combined with the platforms' instant
feedback, created a powerful reinforcement loop. For kanji, the multi-faceted
approach was particularly effective; students used Quizlet to memorize the meaning
and components of a character like "water" (JK), and then encountered it in
contextual vocabulary within Duolingo lessons, thereby solidifying their knowledge
through application. This method proved far more engaging and effective than rote
memorization alone.

Beyond specific skill acquisition, a key indicator of the program's success was the
high level of independent student engagement. The finding that 52% of students
actively used the platforms outside of mandatory class hours points to strong
intrinsic motivation, largely driven by gamification. Elements such as Duolingo's
daily streaks and experience points, along with the competitive gameplay of Quizlet
Live, transformed learning from a chore into a compelling activity. This fostered a
habit of consistent practice, which is crucial for long-term language retention and a
fundamental goal of modern education.
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Duolingo Quizlet Flashcards

STUDY DETAILS

e 120 students in Japanese language courses, both
beginner and intermediate proficiency levels

e Surveys and three-month observation period

e Pre-tests and post-tests assessing listening
comprehension, writing ability, kanji recognition,
and vocabulary retention

RESULTS
o o
78% 65%
increase in listening improvement in
comprehension writing ability

Picture 3. Effectiveness of digital tools in language learning

II.  Pedagogical Implications and Identified Challenges

The qualitative observations and survey responses provide a deeper, more nuanced
understanding of the integration process, revealing both powerful synergies and
critical challenges. A central factor in the study's success was the strategic decision
to have students create their own digital flashcards on Quizlet. This active process
of constructing knowledge—manually entering a word like "to eat" (=X %) or a
kanji character with its readings (&3, X A )—served as a powerful initial learning
event. It gave students a sense of ownership over their materials and transformed the
classroom into a more dynamic, collaborative environment where learners shared
and discussed their creations.

However, the study also identified significant hurdles that must be addressed for
successful implementation. First, the issue of uneven internet access created a digital
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divide among students, hindering consistent participation for some and highlighting
an infrastructural challenge. Second, varying levels of self-motivation were
apparent; while over half of the students engaged independently, a substantial
portion remained reliant on external structure, indicating that gamification alone
may not motivate all learner types. Finally, and most importantly, we observed a
crucial need for pedagogical bridging. Some students could excel at app-based
exercises but still struggled to spontaneously use the language in conversational role-
plays. E-learning platforms prove exceptional for building foundational skills
through consistent, engaging practice, thereby freeing up classroom time for higher-
order activities. The instructor's role thus evolves from a primary source of
information to a facilitator of communication and a designer of experiences that
make digital learning actionable. While challenges related to infrastructure and
motivation persist, the overall results demonstrate that a thoughtfully implemented
blended approach can significantly enhance motivation, improve core language
competencies, and create a more comprehensive and effective educational
experience for students of Japanese.

CONCLUSION

This study set out to investigate the effectiveness of integrating digital E-learning
platforms, specifically Duolingo and Quizlet, into the Japanese language curriculum
at the Uzbekistan State University of World Languages. The findings from this
three-month mixed-methods study, involving 120 students, provide a robust
affirmation that a strategic blended learning approach can significantly enhance the
language acquisition process. The empirical data demonstrates clear, measurable
improvements across key competencies: a remarkable 78% gain in listening
comprehension, a 65% increase in writing and kanji recognition skills, and a positive
shift in learner autonomy, with over half of the students engaging in independent
study outside the classroom.

The success of this model can be attributed to the synergistic combination of digital
and traditional pedagogies. Platforms like Duolingo and Quizlet excelled in
providing the extensive, repetitive, and interactive practice necessary for mastering
foundational elements such as vocabulary, character recognition, and aural skills.
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The gamified elements inherent in these tools proved to be powerful motivators,
fostering consistent engagement and turning daily practice into a compelling habit
for many learners. Furthermore, the active process of students creating their own
Quizlet flashcards emerged as a critical factor, transforming them from passive
recipients of information into active architects of their own knowledge. However,
the study also revealed that technology alone is not a panacea. The challenges of
uneven internet access, varying levels of student self-motivation, and the observed
gap between digital exercise performance and spontaneous communication
underscore the indispensable role of the instructor. The most effective learning
outcomes were achieved when digital tools were used not as a replacement, but as a
supplement to classroom instruction. The teacher's role evolved into that of a
facilitator and a bridge-builder—designing interactive role-plays, clarifying
complex concepts, and creating the pedagogical context that allowed students to
transfer their digital learning into practical, communicative competence.

In conclusion, this thesis argues that the future of effective language instruction lies
in a thoughtfully designed blended learning model. By leveraging the strengths of
E-learning platforms for consistent skill-building and harnessing the traditional
classroom for communication practice and personalized guidance, educators can
create a more dynamic, motivating, and comprehensive learning environment. For
the students of Japanese in Uzbekistan and similar contexts, this approach not only
accelerates proficiency but also cultivates the autonomous learning habits essential
for lifelong language mastery. Future research could explore the long-term retention
of these gains and the application of this model to other less-commonly-taught
languages.
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