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ABSTRACT

This study aimed to investigate Saudi EFL students’ perceptions of using the
Duolingo application as a tool for learning English. Employing a descriptive research
design, the study gathered data from 163 student participants through structured
questionnaires. The findings revealed that students generally held highly positive
perceptions of the application’s features and its role in language learning.
Specifically, a significant majority of participants find Duolingo easy to access on
mobile devices and laptops (91.8%), and they report that the app’s features are user-
friendly and facilitate interaction with other learners (82.3%). Additionally, most
participants agree that Duolingo offers convenient, anytime, anywhere access for
practicing English (83.7%). Duolingo was found to be highly effective for improving
various English skills, with over 85% of participants acknowledging its usefulness for
enhancing reading, writing, listening, and speaking abilities. Moreover, it supports
vocabulary enrichment (83.7%) and offers opportunities for self-learning outside the
classroom. A majority of participants also agreed that Duolingo encourages
responsibility for self-learning, enhances motivation, and provides valuable
opportunities for cross-cultural exchange and communication with teachers. However,
the study also highlighted some challenges, such as the need for reliable devices and
strong Wi-Fi connections, with 67.4% of participants recognizing that Duolingo
requires specific electronic devices and skills. Additionally, some participants (over
30%) felt that Duolingo might be more expensive than traditional learning methods.
Despite these challenges, most students found the app engaging and reported feeling
motivated to use it for improving their English outside the classroom. Overall, the
findings suggest that Duolingo is a beneficial and effective tool for language learning,
offering flexibility, accessibility, and enhanced learner motivation, though it requires
appropriate technology and internet resources for optimal use.

Keywords: English language learning apps, EFL students, Saudi students, Perception,
duolingo.
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Introduction

In the era of globalization, coupled with rapid advancements in technology, it has
become easier than ever to communicate and interact with people worldwide. These
developments have opened up new opportunities in the global job market and
economy, including in Saudi Arabia (Vision, 2023). English is no longer seen as
merely an additional skill but has become an essential prerequisite for career success.
As a result, university students must prioritize improving their English skills to
enhance their career prospects.

However, despite years of learning English, many university students in Saudi Arabia
continue to face significant challenges in mastering the language. Although they begin
learning English in elementary school, most students only receive instruction three
times a week in the classroom, with little to no practice outside of class (Alzahrani,
2021). This limited exposure to the language, combined with the heavy reliance on
traditional teaching methods, significantly impacts their ability to achieve fluency.
Moreover, the focus of classroom instruction often leans toward grammar and
vocabulary memorization, rather than practical language use and communicative
competence (Alzahrani, 2018). As a result, students struggle with real-world
applications of English, such as speaking, listening, and writing fluently in diverse
contexts.

To address these challenges, educators bear the responsibility of innovating teaching
methods and incorporating effective learning tools to enhance the quality of
instruction and improve student outcomes. It is crucial to find ways to engage and
motivate students to practice English both inside and outside the classroom.
Observations and interviews conducted by the researcher revealed that most students
frequently use smartphones and laptops in their daily lives (Kukulska-Hulme, 2006).
They often spend their time making calls, sending messages, playing games, or
browsing social media, with many students spending between 3 to 12 hours a day on
their smartphones. Notably, during breaks, whether in the classroom or elsewhere,
students are often seen playing games. When asked about this habit, they described
gaming as fun, engaging, and even addictive. Many expressed that they enjoy the
challenge of competing with peers and find gaming to be a relaxing and enjoyable
activity.

These findings highlight the potential of leveraging students’ existing familiarity and
comfort with digital technology to create innovative and interactive learning
experiences. By integrating game-based or app-based learning strategies into English
instruction, educators can tap into students’ enthusiasm for technology and transform
their passive learning habits into active, engaging, and motivating opportunities to
practice and improve their English skills.

In recent years, web-based and educational games have increasingly been utilized to
support learning processes. Numerous researchers and educators emphasize the
significant educational value of games, highlighting their ability to create an engaging
and stress-free learning environment that reduces student anxiety. According to Chen
(2013), games foster communicative competence and encourage the creative and
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spontaneous use of language. They are highly effective in boosting motivation and
promoting learner-centered activities. Games also aid in shaping positive attitudes
among students and provide them with increased opportunities to practice speaking.
Moreover, Zarzycka (2016) points out that games introduce variety, break monotony,
add excitement to activities like grammar exercises, and motivate students to engage
in their learning tasks.

In recent years, the concept of gamification has gained significant attention and
popularity, particularly since 2010. Alzahrani and Alhalafawy (2022) suggest that
gamification holds the potential to enhance motivation, inspire behavioral changes,
foster friendly competition, and encourage collaboration across various contexts.
Werbach (2015) defines gamification as the integration of game elements and design
principles into non-game contexts. In the educational context, gamification refers to
the incorporation of game mechanics into learning environments to create a more
enjoyable, engaging, and comfortable experience for students. Pappas (2015)
describes gamification as a methodology that employs game design elements and
strategies to motivate and actively involve learners in their educational journey. This
approach transforms traditional learning into an interactive and dynamic process,
encouraging students to take an active role in their own education.

Building on the explanation above and the findings from pilot studies, the researcher
developed the idea of selecting a suitable educational game to support her students'
learning process. Numerous educational game applications are available to enhance
teaching and learning activities. However, it is crucial for instructors to guide students
in selecting applications that align with their needs, meet learning objectives, and
integrate seamlessly into the existing curriculum. Properly chosen tools can help
students improve their English skills not only in the classroom but also during
independent study outside of class.

After reviewing several educational game applications, the researcher decided
to implement a gamification approach in her teaching activities using a browser-based
and mobile application called Duolingo. This application serves as both a language-
learning tool and a game, encouraging students to use their free time to practice and
enhance their English skills outside the classroom in an engaging way. Duolingo is a
freemium language-learning platform designed for mobile devices and computers,
created by Luis von Ahn and Severin Hacker in 2012. The platform offers 68
language courses across 28 languages and boasts over 300 million registered users
worldwide, according to its website. It is one of the most acclaimed language-learning
applications on the market and has received numerous awards for being a leading
educational startup and an innovative learning tool. Duolingo incorporates all four
essential English language skills—reading, writing, listening, and speaking. These
skills are practiced through interactive exercises, including questions, short texts for
listening and transcription, and pronunciation assessments requiring students to record
their speech. This combination of features not only helps students practice language in
a structured manner but also fosters motivation and enjoyment in learning.

Many experts have shared positive feedback regarding the use of Duolingo in English
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language teaching and learning. Krashen (2014) describes Duolingo as a web-based,
self-paced language learning platform that guides students through a series of tasks,
primarily focused on translation. The application encourages both conscious and
subconscious language acquisition as students listen to and read language samples. In
addition, Munday (2016) notes that Duolingo is a modern, game-like application. The
activities in the app center around translation, dictation, and pronunciation, while
incorporating gamification elements to engage and motivate learners. For instance, it
awards "lingots" for completing skills, features a weekly leaderboard where users can
compete with friends based on experience points (XP), displays a flame symbol next
to a user's name showing their streak of consecutive days on the platform, and
includes a strength bar to indicate progress within a lesson. Moreover, White (2014)
emphasizes that Duolingo is an online program that offers free language courses,
driven by user-generated translations. Inspired by these insights, the researcher was
motivated to incorporate Duolingo into her students' English learning experience.
Consequently, the goal of this study was to explore students' perceptions of using
Duolingo in their English language learning process.

Literature Review
- The Use of Mobile Apps in Language Learning

The rapid advancement of technological devices has revolutionized the field of
education, breaking down traditional barriers such as distance and enabling learning
to be accessible from virtually anywhere. Technology has become an integral part of
students' daily lives, offering tools they find valuable, user-friendly, and motivating—
particularly when it comes to learning a foreign language (Cakir, 2015). This form of
learning, often referred to as Educational Technology (ET) or "e-learning,” involves
the deliberate integration of networked Information and Communication Technology
(ICT) into teaching and learning processes (Naidu, 2006). Simply put, it leverages
modern scientific and technological innovations to enhance and streamline the
teaching-learning experience.

- M-learning

Mobile technology, a pivotal scientific breakthrough, plays a transformative role in
advancing education. Tyler (2014) defines mobile technology as “a device such as a
PDA or smartphone that can store, access, create, modify, organize, or manipulate
data in various forms from any location without being confined to a specific spot.” In
essence, mobile technology includes tools like personal digital assistants (PDAS) or
smartphones, offering versatile and convenient applications due to their portability.
The rapid advancement of mobile technologies has catalyzed the emergence of
‘mobile learning’ (m-learning), a progressive evolution of ‘e-learning.” Kukulska-
Hulme and Traxler (2005) describe m-learning as being intrinsically linked to learner
mobility, emphasizing that educational activities can be conducted without the
limitations of a fixed physical location. This definition highlights "mobility,” the
freedom to move and learn seamlessly across different environments. EI-Hussein and
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Cronje (2010) further elaborate on m-learning, framing it around the mobility of
technology, learning processes, and learners themselves.

First, technological mobility refers to devices equipped with Wi-Fi capabilities and
Wireless Application Protocol (WAP), enabling access to learning materials via the
internet or satellite connections, facilitating education anytime and anywhere. Second,
mobile learning fosters dynamic and personalized learning experiences, allowing
learners to collaborate easily and align their learning objectives with their unique
interests and goals (Sharples & Pea,, 2014). Lastly, m-learning promotes learner
mobility by supporting independence and autonomy in the learning process. Many
learners prefer self-directed approaches, valuing individuality, community, and the
ubiquity of learning opportunities, which collectively make the process more
engaging and effective (Kim and Kwon, 2012).

- Mobile-Assisted Language Learning

The rapidly expanding body of research on mobile learning has introduced a new
paradigm in language education, particularly in the context of learning English as a
foreign language. This approach, known as Mobile-Assisted Language Learning
(MALL), involves utilizing handheld devices to facilitate and enhance language
learning. According to Miangah and Nezarat (2012: 313), "MALL focuses on the use
of mobile technology in language learning. Students are not confined to studying a
second language in the classroom; instead, they can learn it using mobile devices at
their convenience and in any location.” In essence, MALL leverages mobile devices
to provide students with opportunities to acquire language skills both within and
beyond the traditional classroom setting.
MALL is rooted in Mobile Learning (M-Learning) and Computer-Assisted Language
Learning (CALL). Kukulska-Hulme and Shield (2008: 273) differentiate MALL from
CALL, highlighting that MALL relies on portable, personal devices that enable
flexible, spontaneous access to learning across diverse contexts, while CALL is
characterized by its use of computer technologies to foster creativity and
collaboration, often through social networking (Beatty, 2013). In simple terms, CALL
refers to the application of computer technologies in language learning, while MALL
represents a branch of M-Learning and a progression from CALL.
The transition from CALL to MALL has significantly influenced foreign language
learners' attitudes, making language acquisition more accessible and dynamic
(Kukulska-Hulme, 2009, as cited in Cakir, 2016). MALL is often regarded as an ideal
solution for overcoming time and place barriers in language learning (Miangah and
Nezarat, 2012). The advancement of mobile technology has also spurred the
development of mobile applications (apps), which serve as practical tools for MALL,
providing students with additional resources and opportunities to enhance their
language skills.
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- Mobile Apps for Language Learning

Mobile technologies offer the distinct advantage of being accessible "anywhere and
anytime,” making them particularly suitable for the integration of Mobile-Assisted
Language Learning (MALL) into educational settings, as they enhance students'
learning experiences (Kukulska-Hulme, 2006). Research into MALL has highlighted
the effectiveness of mobile devices and their apps in facilitating foreign language
acquisition, particularly due to their interactivity, portability, and omnipresence
(Klimova, 2018). According to Techopedia (2020), "a mobile application, often
referred to as an app, is software designed to run on mobile devices such as
smartphones or tablets. These apps provide services similar to those available on
personal computers.” In essence, mobile apps are software applications that operate
on mobile devices like smartphones and tablets, offering a wide range of functions.
They can be downloaded from app stores such as Google Play for Android or the
Apple App Store for i0S. Some apps are free, while others require payment. In the
context of English language teaching, mobile apps serve as essential and convenient
tools that allow EFL (English as a Foreign Language) students to acquire language
skills both online and offline. These apps are designed to align with educational
objectives, enhance learning quality, and facilitate the process by incorporating tools
like quizzes and games. According to Rossing et al. (2012), mobile apps make
learning enjoyable, collaborative, and valuable. Gilgen (2004) also supports this view,
noting that mobile apps are engaging and user-friendly in language learning contexts.
Additionally, studies by Bohm and Constantine (2016) and Zou and Li (2015)
emphasize that mobile learning applications provide EFL students with a variety of
resources to practice English, improve academic outcomes, foster positive attitudes
toward language learning, boost motivation, and increase students' eagerness to study
English. The cited research clearly demonstrates that mobile apps contribute
positively to learning by enhancing performance, motivation, and attitudes toward
language acquisition. The popularity of language learning apps has grown
significantly, with many students across various educational fields using them,
particularly in learning English as a foreign language. El-Hussein and Cronje (2011)
note the rapid increase in the number of teachers and students using mobile apps for
educational purposes. There are many freely accessible language learning apps
available, such as Duolingo, Memrise, Babbel, Busuu, LingQ, and others. This
dissertation specifically focuses on Duolingo.

- Duolingo

Duolingo is a language learning application that integrates gamification, available on
both Android and iOS platforms, as well as through its website. Created by Professor
Luis Von Ahn and his student Severin Hacker in late 2009, it was made available to
the public in June 2012. According to the Duolingo website, the app is designed with
a game-like structure consisting of various levels and challenges. Each level presents
users with tasks to complete in order to earn points and progress. Duolingo supports
multiple languages, including French, Greek, Arabic, Dutch, and English, though
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English has the highest number of learners (Duolingo, 2021). The app is built to
provide an enjoyable and engaging learning experience, combining education with
fun through gamified elements.

Gamification involves applying game mechanics, aesthetics, and thinking in non-
game environments to encourage engagement, motivation, and problem-solving
(Kapp, 2012). Duolingo incorporates several game elements, such as earning rewards
(lingots or gems) after completing lessons or daily goals, earning badges for
completing challenges, progressing through levels, and viewing a leaderboard to
compare progress with others. When users first access Duolingo, a placement test
helps determine their proficiency, so those with prior knowledge of a language can
skip introductory lessons.

Duolingo is designed for users of all ages and proficiency levels, from beginners to
advanced learners. Each lesson functions as a phase in a video game, unlocking new
challenges once completed. The app is easy to navigate, offers a variety of languages,
and supports users in their language-learning journey through tools like word lists,
repetition, user interaction, progress reminders, and translation exercises. As a game-
based learning platform, Duolingo is simple to use, offering levels, repetition, and
grammar exercises that complement language courses and activities (Munday, 2016).

- Advantages and Disadvantages of Duolingo

Advantages of Duolingo

White and Siracusa (2013) argue that Duolingo enables learners to establish
connections between their first language (L1) and the target language (TL) through
translation, while also providing numerous opportunities for enjoyment, rewards, and
a sense of accomplishment. Additionally, Duolingo offers strong customization
options tailored to each learner's needs. The platform incorporates a variety of
activities, such as listening, transcription, speaking, and translation, all within a
simple interface that guides users through words and phrases. Lionetti (2013)
highlights that Duolingo fosters comprehension by interacting with users in multiple
ways—verbally, in writing, and visually. He further notes that the application is user-
friendly and accessible from anywhere and at any time, making it a convenient tool
for language learning as long as an internet connection is available.

Disadvantages of Duolingo

White and Siracusa (2013) suggest that “Duolingo would not be suitable for learning
a completely new language with no prior knowledge.” They further note that the
platform is more effective for revisiting a language one has already begun learning or
for picking up a language closely related to one’s native tongue. One common critique
is that many users would benefit from more direct grammar instruction and practice.
This implies that some foundational knowledge of the language being learned is
necessary. Another limitation is that Duolingo does not provide explicit explanations
of grammar; instead, learners must figure out grammar rules through the lessons
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themselves.

Research Instruments

A questionnaire was administered to evaluate Saudi EFL students' perceptions of
using the Duolingo application for learning English, as shown in Table 1. The items in
the questionnaire were designed to address the following research question:

- What are Saudi EFL learners’ perception toward using Duolingo application to
learn English?

Table 1: Saudi EFL student’s perception toward using Duolingo application
in learning English

Item Statement

No.
1 I advise my colleagues to use Duolingo application because it have an advantage in learning English.
2 I will try to use Duolingo application as part of my personal studies.

3 Using Duolingo application gives me confidence while speaking English.

Learning through Duolingo application increases the sense of responsibility for self-learning over the

4 classroom in traditional classrooms.

5 Learning through Duolingo application offers opportunities to learn and exchange cultures between
learners.

6 Learning through Duolingo application offers opportunities for communication between learners and

teachers.

7 Use of Duolingo application requires special electronic devices.

8 Using Duolingo application requires specific knowledge and skills in electronics.

9 Using Duolingo application requires reliable devices, strong WiFi, and sufficient data.

10 | Using Duolingo application stimulates and encourages learners to learn.

11 | Using Duolingo application requires a specific Internet browser and dedicated learning devices.

12 | Using Duolingo application is more expensive than traditional school learning methods.

Data Collection

Social media has become one of the most widely used and effective methods
for gathering study data, thanks to its accessibility and ease of use. As a result, a link
to a survey created on Survey Monkey was shared with the study participants via
WhatsApp over a period of three to four weeks.
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Data Analysis

Mean scores were utilized to assess participants' perception towards their use of
Duolingo application in learning English. A mean score between 1.00 and 1.80 was
categorized as "Strongly Disagree” (Very Low), while scores ranging from 1.81 to
2.60 indicated "Disagree" (Low). Scores from 2.61 to 3.40 represented an "Undecided
or Neutral Level of Agreement” (Moderate), 3.41 to 4.19 signified "Agree" (High),
and scores between 4.20 and 5.00 were classified as "Strongly Agree" (Very High).

Research Results

The overall perceptions of students regarding the use of the Duolingo application for
learning English are presented through descriptive statistics. As shown in Table 2
below, students have a highly favorable view of using Duolingo, with an average
mean score of 3.85.

Table 2: Saudi EFL student’s perception toward using Duolingo application in
learning English

No. Items N | Mean S_td..
Deviation
1 | adv_lse my colleagues to use Duolingo application because it have an advantage in learning 163| 444 056
English.
2 | will try to use Duolingo application as part of my personal studies. 163 | 4.36 .060
3 |Using Duolingo application gives me confidence while speaking English. 163 | 4.12 .066
Learning through Duolingo application increases the sense of responsibility for self-learning
4 . . 163| 4.07 .076
over the classroom in traditional classrooms.
5 Learning through Duolingo application offers opportunities to learn and exchange cultures 163| 417 057
between learners.
6 Learning through Duolingo application offers opportunities for communication between 163| 4.02 063
learners and teachers.
7 |Use of Duolingo application requires special electronic devices. 163| 3.22 .098
8 |Using Duolingo application requires specific knowledge and skills in electronics. 163| 3.37 .090
9 |Using Duolingo application requires reliable devices, strong WiFi, and sufficient data. 163| 3.94 .075
10 {Using Duolingo application stimulates and encourages learners to learn. 163| 4.13 .057
1 Usmg Duolingo application requires a specific Internet browser and dedicated learning 163] 3.33 092
devices.
12 |Using Duolingo application is more expensive than traditional school learning methods. 163| 3.01 .108
Overall perception toward using Duolingo application in learning English 163 | 3.85 0.07

Based on the results, the combination of responses from "Strongly Agree" and
"Agree" indicates that 91.8% of participants recommend Duolingo for learning
English due to its advantages. Additionally, 82.3% plan to incorporate Duolingo into
their personal studies, and 83.7% report that using the app boosts their confidence
when speaking English. This shows that participants value Duolingo for its ability to
support self-learning and increase confidence in using the language.

The findings also show that Duolingo enhances a sense of responsibility for self-
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learning, as 85.2% of participants agree that it encourages independent learning
outside of traditional classrooms. More than half of the participants strongly agree
that Duolingo provides opportunities to learn and exchange cultures with other
learners. Furthermore, 90.4% believe the app facilitates communication between
learners and teachers, highlighting its collaborative learning environment.

Moreover, the results indicate that 67.4% of participants acknowledge the need for
reliable electronic devices to use Duolingo, while 60.7% agree that it requires specific
knowledge and skills in electronics. Additionally, 84.4% emphasize that a stable Wi-
Fi connection, sufficient data, and appropriate devices are essential for effective use
of the app.

Furthermore, Duolingo is recognized for its motivational impact, with 91.8% of
participants feeling encouraged to learn through the app. However, some users (over
30%) find it more expensive compared to traditional classroom learning. Finally,
89.6% of participants find Duolingo engaging and enjoyable, while more than half of
the participants agree that it requires specific internet browsers and dedicated learning
devices to ensure the best learning experience.

Discussion and Conclusion

The findings of this study highlight the positive impact of Duolingo as a tool for
learning English, particularly in fostering self-learning, increasing confidence, and
facilitating communication within a collaborative learning environment. These results
are consistent with research that emphasizes the potential of mobile-assisted language
learning applications in enhancing language acquisition. For instance, studies have
shown that mobile applications, such as Duolingo, can significantly improve learners’
confidence in using a foreign language by providing interactive, accessible platforms
for practice (Miangah & Nezarat, 2012; Kukulska-Hulme, 2009). The high percentage
of participants (91.8%) who recommend Duolingo and the 83.7% who report
increased confidence in speaking English underscore the app’s effectiveness in
motivating learners and supporting their language development in a flexible, self-
directed manner.

Moreover, the findings reveal that Duolingo promotes a sense of responsibility for
self-learning, with 85.2% of participants agreeing that the app encourages
independent learning beyond the traditional classroom setting. This supports previous
studies suggesting that mobile learning environments can foster greater autonomy
among learners (EI-Hussein & Cronje, 2010). By allowing users to learn at their own
pace and convenience, Duolingo provides opportunities for learners to take ownership
of their educational journey, aligning with research on the benefits of mobile-assisted
language learning (MALL) in promoting learner autonomy and motivation (Klimova,
2018; Kukulska-Hulme, 2009).

In addition to promoting independent learning, Duolingo also facilitates cultural
exchange and communication, as over half of the participants (more than 50%)
strongly agree that the app provides opportunities to interact with other learners and
exchange cultures. This finding aligns with the growing body of research on the role

354



DOI: https://doi.ora/10.33193/JEAHS.42.2025.592 () il
Auiluilllg Aaugyyill pglell 7ilag

Journal of Educational and Human Cciencee
www.jeahe.com

Volume (42) February 2025 2025 saised (42) saan

of mobile learning in fostering intercultural communication. Mobile platforms,
including Duolingo, are increasingly seen as tools for bridging cultural gaps and
enhancing global communication (Sharples & Pea,, 2014; Miangah & Nezarat, 2012).
Furthermore, the 90.4% of participants who believe the app enables communication
between learners and teachers highlights its potential as a collaborative learning tool,
where learners are not only engaging with the app itself but also participating in a
broader educational community. This is consistent with research that highlights the
collaborative aspect of MALL, which encourages learners to interact with peers and
instructors, enhancing the overall learning experience (Beatty, 2013; Kukulska-Hulme
& Shield, 2008).

Despite its many advantages, the study also points to challenges related to the use of
Duolingo, particularly in terms of the technical requirements for effective usage. A
substantial portion of participants (67.4%) acknowledge the need for reliable
electronic devices, and 60.7% agree that specific knowledge and skills in electronics
are necessary to use the app effectively. These findings resonate with existing
literature that suggests mobile learning platforms can be hindered by technical
limitations, such as the need for high-quality devices and strong internet connections
(El-Hussein & Cronje, 2010; Munday, 2016). Additionally, the need for stable Wi-Fi
and sufficient data, emphasized by 84.4% of participants, further highlights the
potential barriers to the widespread adoption of mobile learning, especially in areas
with limited access to reliable internet services.

Another challenge identified in the study is the perception that Duolingo may be more
expensive than traditional classroom learning, with over 30% of participants
expressing this view. While mobile apps like Duolingo are often marketed as cost-
effective alternatives to conventional education, the costs associated with internet
access, device maintenance, and app subscriptions can still present financial barriers
for some learners. This finding aligns with concerns raised in previous research
regarding the affordability of mobile learning tools, which may not be accessible to all
students (Klimova, 2018).

Despite these challenges, the study highlights Duolingo’s motivational impact. A
large majority of participants (91.8%) feel encouraged to learn through the app, and
89.6% find it engaging and enjoyable. This aligns with existing research on the
motivational benefits of gamified learning applications, which use rewards, levels,
and other game mechanics to enhance user engagement and retention (Kapp, 2012;
Rossing et al., 2012). The enjoyment derived from using Duolingo, as reported by
over 80% of participants, further supports its effectiveness in sustaining learner
interest and promoting long-term language learning.

In conclusion, the findings of this study suggest that Duolingo is an effective,
engaging, and motivating tool for learning English, offering significant benefits in
terms of accessibility, self-learning, confidence building, and cultural exchange.
However, it also faces challenges related to technical requirements and perceived
costs, which may limit its universal applicability. Despite these obstacles, the app’s
potential for fostering independent, collaborative, and engaging learning experiences
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positions it as a valuable resource for language learners, particularly in the context of
mobile-assisted language learning. Further research could explore ways to address the
technical and financial barriers to enhance the accessibility and effectiveness of
Duolingo for a wider range of learners.
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