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AB S T R A C T 

Vocabulary skills. While previous research has demonstrated the effectiveness of the Duolingo app in enhancing 
vocabulary acquisition, studies focusing on students’ learning experiences remain limited. A pre-research survey 
indicated that Duolingo is the most preferred application for independent vocabulary learning. This study 

explores the experiences of eighth-semester students in learning English vocabulary using Duolingo, focusing 
on cognitive, affective, and behavioral aspects. A qualitative case study method was employed, with data 
collected through questionnaires and semi-structured interviews involving students from the Faculty of Teacher 

Training and Education in a private university in West Kalimantan. The findings underscore the importance of 
integrating mobile technology as a standalone, enjoyable, and meaningful tool for vocabulary learning. 
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INTRODUCTION 

In the current context of higher education, the student learning experience is a central 
element that not only reflects the quality of the learning process, but also greatly influences 
the level of engagement, motivation and academic success of the students themselves. As 

stated by Matus et al. (2021), a thorough understanding of the student learning experience 
allows educational institutions to identify hidden barriers to learning, develop more targeted 
learning support, and design personalized and meaningful learning strategies. Furthermore, 

they state that a positive learning experience has a strong correlation with increased student 
retention, academic achievement, and overall study success. 

Based on this understanding, this research highlights how technology, specifically the 

Duolingo app, plays a role in shaping an independent, fun and challenging learning 
experience for students in learning English vocabulary. Duolingo app is chosen because it 

offers a gamification-based learning approach that is considered to increase students' 
motivation and engagement in learning independently outside the formal classroom. To 
deeply understand how this learning experience is formed, this research refers to the 

theoretical framework proposed by Inayah et al. (2020), which divides students' learning 
experience into three main aspects, namely cognitive, affective, and behavioral aspects. 
Cognitive Aspect (Material Understanding) 

The cognitive aspect refers to the extent to which students understand the learning 
material, especially English vocabulary, through the use of the Duolingo application. This 
understanding includes students' ability to recognize, remember, and use vocabulary 

appropriately in the context of appropriate sentences. Thus, this aspect reflects the 
effectiveness of learning in terms of material mastery. 
Affective Aspect (Emotional Response to Gamification) 
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The affective aspect relates to the emotional response of students in using the app, 

especially through the gamification elements offered by Duolingo, such as XP (experience 
points), badge system, and leaderboard. Responses such as pleasure, excitement, enthusiasm, 
and frustration show how emotional experiences shape students' perception of the learning 

activity. 
Behavioral Aspect (Application Usage Pattern) 

The behavioral aspect observes students' habits in using Duolingo app, including their 
frequency and consistency in accessing the app for learning. This aspect is important to see the 
extent to which students show commitment to continuous self-learning, whether they study 

regularly or only occasionally access the app. 
In relation to language learning, vocabulary mastery plays a very important role in 

language learning. Andini (2024) states that vocabulary is a basic component in 

communication, both oral and written, as well as a major indicator of one's language 
proficiency. This view is reinforced by Machfudi and Afidah (2022) who state that no 
information can be conveyed without grammar or vocabulary. Thus, vocabulary mastery must 

be an integral part of the language learning process, equal in importance to other language 
skills. 

In defining vocabulary, Eichholz and Barbe, as cited by Angela (2024), refer to it as "all 

the words in a language" or "a list of words usually organized alphabetically and defined." 
Angela (2024) adds that vocabulary learning involves not only the recognition of new words, 
but also the understanding and ability to use them in various communication contexts. 

Furthermore, Al-Faris and Jasim (2021) describe vocabulary as the "glue" that holds stories, 
ideas and content together, thus enabling better understanding for language learners. 
Abdulazizovna and Kizi (2023) also emphasize that vocabulary includes understanding words 

and their definitions.  
In line with this, Aprilani (2021) asserts that it is impossible for someone to learn a 

language without understanding its vocabulary. A broad and precise vocabulary not only 

improves communication skills, but also becomes the foundation in mastering other linguistic 
aspects, such as grammar. Therefore, vocabulary development is a crucial aspect of English 
language learning, as it contributes to confidence and fluency in communication, both in 

academic and professional contexts. 
In an effort to get an initial picture of students' interest and learning behavior related to 

self-learning of English vocabulary through technology, a pre-research survey was conducted 

among semester  8 students of the Faculty of Teacher Training and Education in a private 
university in West Kalimantan. The survey involved three study programs, namely 
Mathematics Education, Physics Education, and English Education. The survey results show 

that most students around 63% still have a strong desire to learn English independently at 
home. However, there were also 36% of students who stated that they did not take the time to 
study independently. Interestingly, the majority of the group who did not take the time came 

from study programs outside of English Education, namely from Mathematics Education and 
Physical Education. 

Some students have developed more interesting learning methods with technology. The 

use of technology, such as smartphones, to get information is important in this era. Some 
students have a strong belief that technology can be used for education, especially in learning 
English. Observations show that students have access to apps that offer engaging learning 

methods, including higher-level learning and competence among users through the XP 
(Experience Points) system. The acquisition of XP is effective in increasing the intensity of use 
of the application which can encourage users to continue learning English where users 

compete to collect the most XP, with points earned from various activities such as completing 
lessons, answering correctly, maintaining a daily learning record, and participating in special 
challenges and the name of the application is Duolingo Application. Figure 1 shows the apps 

most frequently used by students to improve their English vocabulary.  
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The diagram shows that the majority of the semester 8 students prefer the Duolingo 

application which can help accompany learning English, especially to learn to improve 
vocabulary independently at home. Duolingo is an online language learning application 

created by Ahn and Hacker (2011). Duolingo is a language learning app designed to help users 
master vocabulary and other language skills through an interactive and engaging approach 
(Matra & Kunci, 2020). The app is available for free and can be accessed through various 

platforms such as Web, Android, iOS, and Windows, making it easily accessible to users from 
all walks of life (Pratasik, 2022). 

Duolingo's imain iadvantage ilies iin iits ifun iand iinnovative idesign, iwhich iactively 

iengages ilearners iin ithe ilearning iprocess. iThis imakes iDuolingo ia ipopular ichoice 
iamong istudents iof iall iages iFebriani et al. (2023)iAccording ito Purwanto and Syafryadin 
(2023), iDuolingo inot ionly ihelps istudents iunderstand ithe imaterial ithey iare ilearning, 

ibut ialso iincreases iinterest iin ilearning iand imakes ithe ilearning iprocess imore ifun. 
Suci (2022)iadds ithat iDuolingo's imain iappeal ilies iin iits igame-based iapproach. iThe 

iapp ifocuses ion ivocabulary idevelopment ithrough ivarious imodules, isuch ias ibasic 

iknowledge, ifood, ianimals, icommon iidioms, iand iplural iwords. iThis igamification 
ielement iallows istudents ito ilearn iwithout ipressure, iwhile istill ibeing ieffective iin 
iimproving ivocabulary iacquisition. 

Duolingo iis ialso ihighly irelevant iin ithe icontext iof iindependent ilearning. iIts igame-
like idesign ican isignificantly iincrease iuser iengagement, iwhile ihelping ito iovercome 
ilearning ifatigue iand iboredom. iIn iaddition, ithe iapp ifacilitates istudents ito istudy 

iflexibly iin itheir ispare itime iwith ian iengaging iapproach, ithus iencouraging ithem ito 
ispend imore itime ilearning iEnglish.  

Studies ibetweenirevealed ithat ithe iDuolingo iapplication iwas ieffective iin 
iimproving iEnglish ivocabulary iacquisition (Astarilla, i2018; Inayah iet ial., i2020; Nurshiyam 
et al., 2022; Andini, 2024; Nurhayati iand iSuryaman, i2024). Nurshiyam et al. (2022) found 

ithat i10 istudents iof ithe iEnglish iLanguage iEducation iStudy iProgram iat iTadulako 
iUniversity ihad ia ipositive iperception iof iDuolingo, iwith ian iaverage iscore iof i89.76%. 
iThis iapplication iis iconsidered ieasy, iinteresting, iand ifun, ialthough iit irequires ian 

iinternet iconnection. Apoko et al. (2023) istudied istudents ifrom ivarious imajors iat ithe 
itertiary ilevel iand ireported ithat i83% iof irespondents ifound iDuolingo ieasy ito iuse, 
iflexible, iand ihelpful iin iimproving ivocabulary. iThis istudy irecommends iDuolingo ifor 

iboth iEFL iand inon-EFL istudents. Nurhayati and Suryaman (2024) through ia iquasi 
experimental istudy ishowed ia isignificant iincrease iin ipost-test iscores iin ihigh ischool 
istudents iin ithe iexperimental igroup iwho iused iDuolingo icompared ito ithe icontrol 

igroup. Astarilla (2018)iinvolved i135 iuniversity istudents iin iPekanbaru iand ifound ithat 
i82.3% ifound iDuolingo's ifeatures ieasy ito iuse, iand i90.4% ifound ithe iapp iuseful iin 
iimproving iEnglish iskills, idespite ishortcomings isuch ias ioffline ilimitations iand isome 

iunnatural isentences. Inayah et al. (2020)iwho iused imixed imethods ion i60 istudents iof 
iSyiah iKuala iUniversity, ifound ithat ithe imajority iof irespondents irated iDuolingo ias ia 

Figure 1. English Learning Application 
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iuseful iand imotivating itool, ialthough iits iuse iwas iless iconsistent idue ito itime 

iconstraints. iOverall, ithese ifive istudies ishow ithat iDuolingo iis ian ieffective, ipractical 
iand iengaging ilearning itool ito iimprove iEnglish ivocabulary iacquisition, iespecially iat 
ithe ihigher ieducation ilevel iin iIndonesia. iDespite iits itechnical ilimitations, ithe iapp iis 

istill irecommended ifor iboth iEFL iand inon-EFL istudents. 
Although previous studies have demonstrated the effectiveness of Duolingo in 

supporting EFL learners for vocabulary acquisition and revealed students' positive 

perceptions of its features, most of these studies have primarily focused on quantitative 
outcomes, such as test scores and app usage statistics. However, few studies have explored 
students' learning experiences, particularly in how they cognitively, emotionally, and 

behaviorally engage with the application. This study addresses that gap by investigating the 
actual experiences of students using Duolingo for vocabulary learning. By applying a 
qualitative case study approach, this research aims to provide deeper insights into how 

Duolingo shapes students’ independent learning of vocabulary from multiple dimensions.  iTo 
ithat iend, ithis istudy iis iguided iby ithe ifollowing iquestions: (1) How ido istudents 
iexperience iin ilearning iEnglish ivocabulary iusing iDuolingo iapplication ias ia iself-

learning imedia? (2) How ido istudents iutilize iquizzes iin iDuolingo iapp ito ihelp ilearn 
iEnglish ivocabulary? 

These iquestions iaim ito iexplore ithe icognitive, iaffective, iand ibehavioral iaspects 

iof ithe ivocabulary ilearning iprocess ithrough iDuolingo ifrom ithe iperspective iof ithe 
istudents ithemselves. iUnderstanding ithese iexperiences iis icrucial ito iimproving 
itechnology-based ilanguage ilearning istrategies iand iencouraging ia imore ipersonalized 

iand ienjoyable iapproach ito ivocabulary iacquisition iin ihigher ieducation. 
This iresearch ifocuses ion istudents' iexperiences iin iunderstanding iEnglish 

ivocabulary imaterials ithrough ithe iDuolingo iapplication. iThe iresearch ialso ihighlights 

ihow istudents iuse ithe iapp iby ianswering iquizzes iin ilearning ivocabulary. iThe 
iimportance iof ithis iresearch ilies iin iits icontribution ito iimproving ithe iquality iof 
ilanguage ilearning ithrough itechnology. iWith itechnology, iusers ior ilearners ican ilearn 

iindependently iand ienjoyably iby iusing ian iapplication. iThis iresearch iis ialso iimportant 
iin iproviding ivaluable iinsights iinto ihow itechnology ican ibe iintegrated iinto iteaching 
istrategies iand ican iinspire ito iexplore inew iways iof iacquiring iknowledge ithrough 

itechnology. 
 

METHOD 
Research Design 

This study employed a qualitative case study design to explore students’ experiences in 
learning English vocabulary through the Duolingo application. A case study can be defined as 
an intensive study about a person, a group of people, or a unit, which aims to generalize over 

several units (Heale and Twycross, 2018). Thus, the researchers attempt to reveal the students’ 
experience in a private University in West Kalimantan.  
Data Collection Technique i 

The iresearchers iused ipurposive isampling ito iselect i10 iindividuals ito ibe 

iinterviewed iin iorder ito igain ideeper iinsights. iThe iparticipants iconsisted iof i6 istudents 
ifrom ithe iEnglish iEducation iprogram, i2 ifrom ithe iMathematics iEducation iprogram, iand 
i2 ifrom ithe iPhysical iEducation iprogram. iThe ipurpose iof ithis isampling iwas ito iensure 

idiversity iof ibackgrounds iwhile iremaining irelevant ito ithe iresearch itopic. 
Data icollection iwas iconducted iin itwo istages, namely survey and interview.  The 

iclosed-ended iquestionnaire consists iof i15 istatements imeasured iusing ia iLikert iscale. 

iThis iquestionnaire iwas idesigned ito iassess istudents' iunderstanding, imotivation, iand 
iconsistency iin iusing ithe iDuolingo iapp. iThe icognitive iaspect iincluded iitems isuch ias 
iperceived iease iof iunderstanding ivocabulary, iusefulness iof iquizzes, iand iunderstanding 

iof iword imeaning iand istructure. iThe iaffective iaspect iexplored istudents' iemotional 
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iresponses ito igamification ifeatures isuch ias iXP, ileaderboards, iand idaily ichallenges. iThe 

ibehavioral iaspect imeasured iusage ipatterns, iincluding ifrequency, iconsistency, iand igoal 
isetting iin iusing iDuolingo. In iaddition ito ithe iclosed-ended iquestions, ithe iquestionnaire 
ialso iincluded ione iopen-ended iquestion ithat iallowed iparticipants ito idescribe ithe imost 

ienjoyable ior ichallenging iexperience iwhile iusing iDuolingo ito ilearn iEnglish ivocabulary. 
The  semi-structured iinterviews iwere iconducted ito iexplore istudents' iexperiences  

in ilearning ivocabulary ithrough iDuolingo iin igreater idepth, iparticularly ihow ithey 

utilized ithe iquiz ifeature iand itheir iperceptions iof ithe iapp's igamification ielements. Semi-
structured iinterviews iand iquestionnaires iwere ithe itwo imain itools iused ito icollect data. 
The ifirst istep iwas ito idistribute ipre-research iquestionnaires ito i107 isemester i8 students 

from ithree idifferent istudy iprograms iat ithe iFaculty iof iEducation iand iTeacher Training, 
Universitas iKatolik iSanto iAgustinus iHippo. i iThe ipurpose iof ithis isurvey iwas to  
identify istudents iwho iactively iused ithe iDuolingo iapp ito ilearn inew ivocabulary. iIt was 

found ithat i33 istudents iwere istill iactively iusing ithe iDuolingo iapp. 
Data Aianalysis 

The idata iin ithis istudy iwere ianalyzed iusing ia iqualitative icontent ianalysis 
approach based ion ithe imodel ideveloped iby iMiles and Huberman (2014), iwhich iconsists 
of ithree main icomponents: idata icondensatiom, idata idisplay, iand idata iverification 

analysis iof conclusions. 
Data iCondensation 

This istage iinvolved ithe iprocess iof itransforming, ifocusing, isimplifying, iand 

selecting idata iderived ifrom iquestionnaires iand iinterviews. iThe iresearcher iprovided 
information irelevant ito ithe iresearch iobjectives, inamely idata irelated ito icognitive i(word 
comprehension), iaffective i(emotional iresponse ito iDuolingo iapplication), iand ibehavioral 

(students' iuse iof iDuolingo) iaspects. 
Data iDisplay 

At ithis istage, ithe idata ihas ibeen iorganized iand ivisually ipresented iusing itheme 
analysis iand isummary itables. iThis idisplay iallows ithe iresearcher ito imethodically igroup 
the ifindings iaccording ito ithe ithree iaspects iof icognitive, iaffective, iand ibehavioral 

aspects ithat iallow ipatterns iand irelationships ito iemerge imore iclearly. 
Verification iand iAnalysis iof iConclusions 

After ipresenting ithe idata, ithe iresearcher ianalyzed ithe idata iand ianalyzed ithe 
students' ilearning iexperience iusing iDuolingo. iThe iconclusions iwere icontinuously 
monitored iand ianalyzed ito iensure ithey iwere iconsistent iwith ithe idata icollected. iThe 

researcher ialso iverified ithe iaccuracy iand iconsistency iof ithe idata iby ianalyzing ithe 
respondents' iresponses. 

Through ithis istructured iprocess, ithe istudy iwas iable ito iprovide iin-depth iinsights 

into ihow istudents iperceived iand iutilized ithe iDuolingo iapplication ifor ivocabulary 
learning, irevealing iboth ithe ibenefits iand ichallenges iencountered iduring iindependent 
learning. 

 

FINDINGS  AND DISCUSSION 
This section addresses the research questions by presenting the findings and analysis of 

students’ experiences using the Duolingo application to learn English vocabulary. The 
discussion is structured based on the two research questions and draws from the three 

theoretical dimensions of learning experience: cognitive, affective, and behavioral (Inayah et 
al., 2020) 
Students Experience in Learning English Vocabulary Using Duolingo Application as a Self-Learning 
media 
Cognitive Experience 

According to the majority of students, Duolingo improved their comprehension and 
retention of new English vocabulary. Through contextualized tasks including matching, 

sentence-building, and listening exercises, students (93%) agreed that the program enhanced 
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their comprehension. Students were able to observe terminology in action thanks to these 

interactive aspects, which promoted deeper processing and long-term memory. 
The overall results indicate that Duolingo has a strong positive impact on the cognitive 

aspect of English vocabulary learning. This is evident in students’ improved understanding 

and mastery of vocabulary, supported by both qualitative feedback and survey responses.  
Table 1. Survey Results on the Use of Duolingo in Cognitive Aspects 

Statement Percentage iof iagree/strongly iagree 

I ifind iunderstanding inew ivocabulary ieasier iwith ithe 
ihelp iof ithe iDuolingo iapp. 

100% i 

The iquis ifeature ihelps ime iunderstand ithe imeaning iand 

iusage iof iwords 
100% 

Duolingo ihelped ime iunderstand isentence istructure iin 
iEnglish 

100% 

Duolingo ihelps ime iunderstand ithe icontext iof ivocabulary 
iusage iin isentences 

97% 

I ican iremember ivocabulary ilonger iafter ilearning iit iwith 

ithe iDuolingo iapp 
94% 

Based on the results, it can be concluded that the Duolingo application makes a 

significant positive contribution to the cognitive aspect of learning English vocabulary. This is 
supported by the high percentage of students who felt aided in vocabulary understanding 
(93%), the effectiveness of interactive quiz features (90%), and the ability to use vocabulary in 

the right context (81%). The integration of technology in language learning, especially through 
mobile applications like Duolingo, proves to be an effective solution to improve cognitive 
aspects in vocabulary acquisition. Duolingo’s gamification strategy creates an engaging and 

interactive learning environment and has a measurable positive impact on learning outcomes. 
Therefore, it can be recommended as a complementary tool in language learning curricula to 
optimize students’ cognitive development. 
Excerpt 1: 

“Duolingo helps me understand new words in a sentence. It’s repeated in different 
forms until I get used to it.” (Student 5) 

These results are consistent with cognitive constructivist theories, which place an 

emphasis on active learning, multimodal input, and repetition (Bruner, 1966; Schmitt, 2008).  
The idea of recycling vocabulary across contexts for long-term acquisition, as proposed by 
Nation (2001), is shown by Duolingo's regular exposure to words in a variety of formats.  

Similar advantages were noted in studies by Nurhayati and Suryaman (2024) and Apoko et al 
(2023), which pointed out that contextual assignments on Duolingo assisted students in 
applying vocabulary in meaningful ways as opposed to memorization of lists.  The same 

process seen in this study was also supported by Inayah et al. (2020), who discovered that 88% 
of users reported increased vocabulary recall as a result of in-app quizzes and listening 
modules. Nevertheless, several students reported that it was occasionally more difficult to 

understand structural norms due to the absence of clear grammar explanations, indicating that 
the app functions best when combined with formal instruction.  This observation is in line 
with Matra and Kunci (2020), who suggest that for best results, Duolingo be used in 

conjunction with specific classroom-based grammar instruction. 
Affective Engagement 

Affective engagement refers to students’ emotional responses during the learning 
process with Duolingo, including feelings of joy, enthusiasm, motivation, as well as possible 
boredom and frustration. The findings show that the majority of students reported positive 

affective responses while using the Duolingo application. 
The results suggest that emotional responses are highly individualized. Achievement-

oriented students were particularly motivated by XP and ranking systems, while others lost 

interest when exposed to monotonous material. This highlights the importance of varied 
content and personalization in educational apps to sustain emotional engagement.  
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Table 2. Survey Results on the Use of Duolingo in Affective Aspects 
Statement Percentage iof iagree 

I ihave ifun iusing iDuolingo ito ilearn iEnglish i vocabulary 100% i 
Features ilike iXP i(experience ipoints), ileaderboard, iand 
idaily ichallenges imake ime imore ienthusiastic iabout 

ilearning 

97% i 

I ifeel ilike ilearning iwith iDuolingo iis ilike iplaying ia ifun 
igame 

97% i 

I ihave ifelt ibored ior ilost imotivation iwhile ilearning 
iusing iDuolingo 

60% 

I istay imotivated ito ilearn ieven ithough ii idon’t ialways 

iget iprizes ior irewards 
91% 

Table 2 reveals 100% of students felt happy learning English vocabulary with Duolingo, 

with enjoyment mainly driven by the app’s interactive and playful elements. Furthermore, 
gamification features such as XP points, leaderboards, and achievement badges were seen as 
effective motivational tools. About 91% of students felt motivated by these game elements, as 

they created a sense of accomplishment and a healthy level of competition. In fact, 91% of 
students stated they remained motivated even without receiving material rewards, indicating 
that the intrinsic satisfaction of learning itself was a powerful factor. 

Excerpt 2:   
"Duolingo   ifeels  i like  i a  i fun i game, i so  iit i   doesn’t i feel i like i a  iburden i when i learning" 
(student 3) 

Excerpt 3: i 

"I i feel i motivated i to  ikeep i learning  ibecause  i Ii want i to i rank i up i on  ithee  

ileaderboard"(student 6) 

These responses highlight how Duolingo’s game-like interface succeeded in making 
learning enjoyable and emotionally engaging. The design helped remove the rigid feeling 
often associated with formal language learning. This reflects the findings of Vesselinov and 

Grego (2012) and Anton Adi Purwanto and Syafryadin (2023) who highlighted how 
Duolingo’s game mechanics transform passive learning into an enjoyable and rewarding 
activity. Gamification theory Yu (2023) suggests that elements like point scoring and 

competition stimulate dopamine release, leading to positive affect and deeper cognitive 
investment. However, the study also uncovered some emotional challenges. Approximately 

40% of students experienced boredom, which was generally caused by repetitive content and 
lack of variation. Some students also expressed frustration with restrictions in the free version, 
such as the “hearts” system that limits learning after several mistakes. This echoes Astarilla 

(2018), who found that 17% of students disengaged over time due to content fatigue.  
Behavioral Patterns 

 Behavioral patterns refer to how students use Duolingo in their daily routines, including 

frequency, consistency, and habit formation. Survey results confirmed these findings, showing 
that a majority of students developed relatively consistent study habits:  

Table i3. Survey Results on the Use of Duolingo in Behavioral Aspects 
Statement Percentage iof iagree 

I iuse iDuolingo imore ithan ithree itime ia iweek ito ilearn 
ivocabulary 

90% i 

I ihave ia ispecific ischedule ior itarget i12 iin iusing ithe 
iDuoingo iapp i 

81% 

I ifeel iconsistent iusing iDuolingo ito istudy ievery iweek 78% 

Sometimes iI ifind iit ihard ito ikeep iup iwith istudying iwith 
iDuolingo 

87% 

Using iDuoingo iis imore ieffective ifor ime ithan iother 
ivocabulary ilearning imethods 

100% 

Based on these findings, Duolingo appears to have a strong impact on students’ 

behavioral engagement with vocabulary learning. The app is effective in creating initial 
motivation and helping form study habits through its interactive interface and gamified 
structure. However, maintaining long-term consistency remains a significant challenge. To 
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enhance sustained engagement, it is important to incorporate additional strategies that foster 

intrinsic motivation—encouraging students to learn not only for points or rankings but also 
for the personal goal of mastering the English language. Interview results showed that most 
students demonstrated high enthusiasm at the beginning of using the Duolingo app. In fact, 

90% of students used the app more than three times a week in the initial phase of learning, 
indicating that Duolingo successfully attracted students' attention and initiated routine 
vocabulary learning. 

Excerpt 4 : i 

i"I used this most ioften imaybe i4-6 itimes  ia iweek.  I About i10-15 iminutes  iper  iday because 
it tells me how many days I’ve studied " (student 1) 

These trends demonstrate how nudging, a behavioral economics principle that involves 
providing small cues (such as notifications or streaks) to stimulate engagement, influences the 

formation of habits in digital learning (Thaler & Sunstein, 2008).  These nudges are best 
illustrated by Duolingo's "daily streak" and "goal-setting" capabilities. However, 87% of 
students saw a reduction in usage over time.  Academic overload, app fatigue, and waning 

novelty were among the causes.  The results of Inayah et al (2020), who noted a decline in 
weekly consumption following the first month, are in line with this.  These practical obstacles 
highlight the limitations of extrinsic motivation and underscore the need for more 

comprehensive learner support and diverse content. 
Utilizing the Quiz Features in the Duolingo App to Learn English Vocabulary 

Quizzes were found to be the most engaging and beneficial feature for vocabulary 

retention. The format of matching, sentence arrangement, and fill-in-the-blank exercises 
allowed students to interact with words in meaningful contexts. 
Excerpt 5: 

"My iexperience iin iunderstanding inew ivocabulary iis ivery ieasy, ibecause iat 
ievery istage iof ithe iDuolingo iapplication ithere iare isentences ior iwords ithat 
icontinue ito ibe irepeated iuntil iwe ican iunderstand." (Student 4) 

Excerpt 6: 
"The iquiz ifeatures isuch ias imatching ipairs, isentence iconstruction, ilistening, 
iand imultiple ichoice iare ivery ihelpful. iBecause iby imatching ipairs iand 
icomposing isentences, iI ican iunderstand ithe icontext. iThe ilistening ifeature 
ialso iimproved imy iability ito irecognize ipronunciation." (Student 7) 

Excerpt 7: 
“The quizzes help me remember because I see the same word in many different 
types of questions. However, the incorrect answers are not explained” (Student 
10) 

These experiences are consistent with the Depth of Processing Hypothesis (Craik & 
Lockhart, 1972), which maintains that information is more likely to be recalled the more 
thoroughly it is processed (via involvement, context, and association).  Such opportunities are 

available through the variety of quiz types on Duolingo. As quizzes activate different learning 
pathways, students prefer learning through them over static flashcards Suci (2022). However, 
the quiz style does have certain drawbacks.  Several students expressed that they were left 

wondering because incorrect responses were not explained. Matra and Kunci (2020)have 
pointed out this drawback and contend that to facilitate learner development and correction, 
digital learning applications should include metalinguistic feedback. 

 

CONCLUSIONS 
This study examined the experiences of eighth-semester students in acquiring English 

vocabulary through the Duolingo application, focusing on the cognitive, affective, and 
behavioral dimensions of their learning.  The results demonstrate that Duolingo substantially 

facilitates vocabulary acquisition via interactive, contextual, and engaging learning 
experiences. Students indicated enhanced comprehension and retention of vocabulary 
through repetitive practice and contextualization inside sentences.  From an emotional 
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standpoint, gamification components like XP points, leaderboards, and daily challenges 

significantly enhanced students' motivation and enjoyment throughout the learning 
experience.  Nevertheless, several students encountered ennui owing to the monotonous 
content and restricted functionalities in the complimentary version.  Duolingo promoted the 

cultivation of self-directed learning habits among students, although sustaining long-term 
consistency poses a barrier. These findings confirm that Duolingo serves as a significant 
resource for autonomous English vocabulary acquisition.  The software fosters an effective 

and motivating environment for vocabulary acquisition by integrating technology, 
gamification, and contextual learning.  Consequently, Duolingo is advisable as an ancillary 
resource in language instruction, applicable in both formal classroom environments and for 

independent study.  App developers and instructors are encouraged to incorporate diverse 
content and methodologies to foster intrinsic motivation and ensure sustained learner 
engagement. 
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