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ABSTRACT

This research had the purpose to discover the effectiveness of Playing the Duolingo level-up game
to improve students’ vocabulary mastery. This research was carried out using a mixed method.
Students with good English vocabulary competence at seventh-grade junior high school in Ciamis
are still low. The average of pre-test value in the experimental group is 61,1 while the minimum
criteria of mastery learning (KKM) for seventh-grade junior high school is 67. The sample
consisted of two classes with a total number of 37 students taken out of the total population using
the random sampling technique. One class as the experimental group was taught using the
Duolingo game and the other class as the control group was taught using conventional strategy.
The instrument for data collection was pre-test and post-test with 15 numbers of multiple choices
tests consisting of 5 items of essays and questionnaires. The data were processed using the mean of
the test, the t-test formula, and questionnaires. Data results showed that the t-observed value was
higher than the t-table value (>2.000) at a level of significance 0.05 with the degree of freedom (df)
35. Since the t-observed value was higher than the t-table value, it means Ha was accepted and Ho
was rejected. Therefore, the finding of the first research question revealed that teaching vocabulary
mastery using Duolingo is effective because the score of the experimental group is highest than the
one of the control group. It is recommended for English teachers practice Duolingo as teaching
media to improve students' vocabulary mastery.
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Introduction

People from all over the world communicate in a variety of languages. One of which is
English. As we know, English is a language for international communication. Mastering the four
abilities necessary for oral and written communication demonstrates the success of learning
English. These language skills consist of listening, reading, speaking, and writing. To be successful
in English skills there are three components requirements include grammar, vocabulary, and

pronunciation.
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According to Yoku Jonova (2020, p.68) “we can't understand a language speaker not
knowing how to acquire vocabulary.” Learning English is not only for us to know the rules of
grammar, but the increasing vocabulary is also important to assist in English skills. VVocabulary has
an important role to play in the acquisition of a new language, and that role is especially crucial in
the early stages of learning a foreign language. According to Stuart Webb & Paul Nation (2018,
p.1) “while it has long been honored that vocabulary knowledge is an important element of L2
proficiency, vocabulary tutoring and literacy appears to be (re)gaining traction in the area of
alternate language (L2) education.” According to Alabsi (2016, p.27), “vocabulary is an important

component of students' comprehension and communicative ability in any language”.

Vocabulary helps students make their reading comprehension much better, particularly
students with low-level achievement who need to "catch up" with their peers their age (McQuillan,
2019). Yanti (2018, p.3), moreover, argued that learning vocabulary items is important in all
language skills (listening, speaking, reading, and writing) in English as a second language (ESL)
and English as a foreign language (EFL). Meanwhile, increasing vocabulary is very important
because it is the main capital for learning sentence structure and other language skills, especially for
EFL students.

Learning a lot of vocabulary will make EFL students easier to read, write, listen and speak
English. Albodakh, M. K. K. & Cinkara, M. (2017, p.280) defined the other hand, students in EFL
classrooms, maybe bored and fearful of communicating in the target language with their teachers.
As a result, they find it challenging to maintain long-term conscious concentration on explicit
vocabulary learning. Motivation is so closely linked to students' learning, that problems relating to
learner motivation have long piqued the interest of educators and motivation researchers (Tuan,
2012, p.431).

According to Zin, N. A. M., Jaafar, A., & Yue, W. S. (2009, p.323) “digital games is an
interactive technology within a multimedia learning environment, could help young learners learn
more successfully and interestingly”. To encourage students to be motivated in learning English,
especially vocabulary, the researcher chose the use of a fun digital game. Nowadays, students are
dissatisfied with traditional educational techniques, and they are looking for more fascinating,
exciting, inspiring, and engaging learning experiences (Anastasiadis et al., 2018). Belda Medina
(2021, p.1) defined the widespread of smartphones and tablets, as well as the novel interactive
options they provide, academic interest in DGBVL (Digital Game-Based Vocabulary Learning) has

expanded in lockstep with the proliferation of commercial games, and the growing number of



players.

As Zin, N. A. M., Jaafar, A., & Yue, W. S. (2009, p.322) rightly argues, Digital Game-
Based Learning (DGBL) strategy makes use of games as a means of delivering learning materials.
This study shows that DGBL activities can provide unique chances for vocabulary learning that are
superior to traditional vocabulary learning tasks and methodologies. The effect of DGBL on EFL
can become the research topic only in terms of students' developmental stage because students at
different school levels study other aspects of English, starting from simple to sophisticated ones
(Wang & Cai, 2021). Research has shown that teachers' roles (teachers must be trained), in-game
instructions, and prior knowledge have all been demonstrated to be crucial elements in the

effectiveness of DGBL for EFL learners who utilize it.

According to Huynh et al., (2016, p.270) “Duolingo is an application or website for the free
language-learning platform. Users can study languages while also assisting Duolingo with
document translation”. On its website, Duolingo is the most outstanding platform for language
learning in the world, with over 150 million users. Jiang et al. (2020, p.1) said that Duolingo is a
language-learning platform that provides free online classes through its website and mobile apps, as
well as cutting-edge vocabulary acquisition techniques. So, the researcher used the Duolingo game

because one of the strategies of vocabulary mastery is Digital Game-Based Learning (DGBL).

There is a previous study from the United States (Jiang et al., 2021) “How well does
Duolingo teach speaking skills?”” said Duolingo has already been proven to be an excellent tool for
training receptive listening and reading comprehension abilities. This study observed students with
speaking proficiency who had finished the beginning level of Duolingo course in Spanish and
French. Another research was implemented by Jordan Buenafio, C. D. R. (2021) entitled
“Gamification Strategy and The English Learning Vocabulary”. The purpose was to find out the
effectiveness of the proposed gamification strategy (Duolingo learning platform) in language

acquisition.

An overview of Vocabulary

According to Eshonqulova M. T., (2021,p.27) “one of the most crucial abilities for teaching
and studying a foreign language is vocabulary, it serves as the foundation for the improvement of
all other skills consisting of reading, listening, speaking, writing, spelling, and pronunciation”. The

primary tool for students to use English effectively is vocabulary. Vocabulary enables students to



improve their reading comprehension, especially low-achieving readers who required to "catch up"
with the peers of their age (McQuillan, 2019).

Teachers in senior high school and junior high school do not place a high priority on
teaching vocabulary, which makes it easier for their students to improve their ability to understand
the language because mastering vocabulary is required for all language skills. For example, in
reading, students will have difficulty understanding or comprehending the text if they are not
familiar with the meaning of the words in the text. If they only know a few vocabularies, it will be
difficult for them to converse in a foreign language. It is difficult to learn a new language without
first mastering the vocabulary, and mastering a language is not easy if you do not begin with the

easiest.

An overview of DGBL (Digital Game-Based Learning)

According to Zin, N. A. M., Jaafar, A., & Yue, W. S. (2009, p.322) “Digital Game-Based
Learning (DGBL) strategy makes use of games as a means of delivering learning materials”. This
study shows that DGBL activities can provide unique chances for vocabulary learning that are
superior to traditional vocabulary learning tasks and methodologies. Digital Game-Based Learning
(DGBL) is defined as a teaching method that engages in incorporating educational content or

learning values into video games to motivate students (Deubel, 2006).

Digital Game-Based Learning (DGBL) is a way of learning that employs games and game
applications that are specifically developed to aid in the learning process. We can stimulate three
crucial aspects of learning, namely emotional, intellectual, and psychomotor, by adopting game-
based learning. The constructivist philosophy of education is used in the applications of digital
game-based learning. DGBL advocates for expanded Internet connectivity for the four billion

people throughout the world who do not have it.

In (Wang & Cai, 2021), did research that saw the effect of DGBL on EFL can become the
research topic in terms of students' progress phases because students at different school levels study
other different aspects of English, starting from simple to sophisticated. The result of the research is
that teachers' roles (teachers must be trained), in-game instructions, and prior knowledge have all
been demonstrated to be crucial elements in the effectiveness of DGBL for EFL learners who utilize
it.



Playing Duolingo game in teaching vocabulary

According to Jiang et al. (2020, p.1), “Duolingo is defined as a language-learning platform
that provides free online classes through its website and mobile apps. It contains a variety of up-to-
date language learning strategies, particularly for vocabulary”. It provided gamification in the
learning process, it made it easier for students to understand and recall the words. It also increased
their interest, enjoyment, and happiness in studying.

Duolingo is seen as the future of language learning. It is quite useful for those who wish to
learn a new language because it is simple to use and delivers a large amount of information.
Duolingo provides several elements that can assist students in learning a language more readily,
including a daily list of words, interaction with other users so that learners can share their

knowledge, the Lingot store, and immersion for more advanced learners.

Duolingo's learning strategies are diverse and comfortable for beginners who are learning a
new language from the ground up because the procedures are straightforward. Duolingo's target
audience includes people of all ages, including children, teenagers, parents, and others. According
to Alvons Habibie (2020, p.1 4), “the fact that mobile technology has great motivational potential
due to its advanced features, language learners may have differing views on the usage of mobile
technology for L2/FL study”. It means that Duolingo is easier to use and more exciting, making it a
good fit for use as a classroom resource. In (Qaddoura & Mustaffa, 2020), did research that saw the
effectiveness of Duolingo in learning a language. Duolingo was the medium that was the highest
and best platform applied according to most respondents than any other apps for teaching English

vocabulary.
METHOD

This research was conducted using mixed methods with pre-test, post-test, and
questionnaire. The sample of this research was a random sampling technique taken from the seven
grade students of MTs in Ciamis. Class VIl consisting of 17 students was the experimental group
treated with the Duolingo game as a teaching method and class VII consisting of 20 students was
the control group taught without using any particular strategy. The data were obtained from the pre-
test and post-test managed for both groups. The instrument was questions completed with 15
multiple choices completed with five essays and questionnaires. Creswell (2012, p. 297) said that a
pre-test measures some attributes or characteristics assessed for the research participants before the

treatment is handed out. The result data from the pre-test and post-test were processed and analyzed



using the t-test formula.

FINDINGS AND DISCUSSION

Based on the previous elaboration, the objective of this research was to discover the
effectiveness of playing Duolingo as a teaching method in vocabulary class. To obtain that
objective, the hypothesis was formulated as Ha was accepted if the t-observed value > t-table, then
Ho was accepted if the t-observed value < than t-table. The tests were carried out to find out
whether the hypothesis was accepted or rejected. During the research, pre-test and post-tests were
distributed to both groups before and after the treatment. The result of the test calculation for both
groups revealed that the experimental group's mean score was greater than the control group's. The
mean score of the experimental group in the pre-test and post-test was 23.5. The mean of the control

group in the pre-test and post-test was 6.25.

The calculation of the t-test formula showed that the score of observed was 5.983 while the
t-table was 2.030 at the level of significance 0.05 with a degree of freedom (df) = 35. So, the result
of computing the test showed that the t-observed value was higher than the t-table value. It meant
that Ha was accepted and Ho was rejected or there was a significant effect of playing the Duolingo

game as a learning platform for students’ vocabulary mastery.
CONCLUSIONS

The finding of this research showed that playing Duolingo level-up game as a learning
medium significantly gave an impact on the student’s vocabulary mastery. There was a significant
difference in the mean score obtained from the experimental group (23.5) and control group (6.25).
The t-test showed that the t-observed was higher than the t-table (5.983 > 2.030) with the degree of
freedom (df=35) at a level of significance 0.05 which meant that Ho was rejected and Ha was
accepted. Therefore, this research revealed that Duolingo level-up games gave effect students’

vocabulary mastery significantly.

Hence, it is suggested that the teacher applies appropriate strategies in teaching language
skills and elements, particularly the teaching process of vocabulary mastery. Duolingo level-up
game is an applicable strategy that can improve students’ vocabulary mastery. Other researchers
also can use the result of this research as one of the references to carry out future research about the

Duolingo game.



REFERENCES

Alabsi, T. A. (2016). The Effectiveness of Role Play Strategy in Teaching Vocabulary.
Academy Publication 2016, Vol. 6, No. 2,227-234.
http://doi.org/10.17507/tpls.0602.02

Albodakh, M. K. K., & Cinkara, M. (2017).The Relationship between Learner Motivation
and Vocabulary Size: The Case of Iraqi EFL Classrooms. Arab World English Journal
(AWEJ) Volume.8Number.2 June 2017, 8(2), 279—
292.https://dx.doi.org/10.24093/awej/vol8no2.20

Alvons Habibie. (2020). Duolingo As An Educational Language Tool To Enhance EFL
Students’ Motivation in Learning. Jurnal Bahasa Dan Literature, 9(1), 13-
26.http://dx.doi.org/10.31314/british.9.1.13-26.2020

Anastasiadis, T., Lampropoulos, G., & Siakas, K. (2018). Digital Game-Based Learning
and Serious Games in Education. International Journal of Advances in Scientific
Research and Engineering,4(12), 139-144.
https://doi.org/10.31695/IJASRE.2018.33016

Creswell, JW. (2012). Educational Research: Planning, Conducting and Evaluating
Quantitative and Qualitative Research (4thed.). USA: Pearson

Deubel, P. (2006). Game on! T.H.E. (Technological Horizons In Education) Journal, 33(6),
30-35.

Eshonqulova M. T. (2021). Vocabulary Teaching Strategies In English. Polish Science
Journal, 6(11), 27-28.

Huynh, D., Zuo, L., & B, H. I. (2016). Analyzing Gamification of “Duolingo” with Focus
on Its Course Structure. Springer International Publishing AG 2016, 268-277.
https://doi.org/10.1007/978-3-319-50182-6

Jiang, X., Rollinson, J., Chen, H., Reuveni, B., Gustafson, E., Plonsky, L., & Pajak, B.
(2021). How well does Duolingo teach speaking skills? Duolingo Research Report,
2021, 1-12.

Jiang, X., Rollinson, J., Plonsky, L., & Pajak, B. (2020). Duolingo efficacy study:
Beginning-level courses equivalent to four university semesters. Duolingo Research
Report, 2020, 11. https://www.duolingo.com/efficacy

Jordan Buenafio, C. D. R. (2021).Gamification Strategy and the English Learning
Vocabulary (Master's thesis, Pontificia Universidad Catolica del Ecuador).



McQuillan, J. L. (2019). The inefficiency of vocabulary instruction. International
Electronic Journal of Elementary Education, 11(4), 309-318.
https://doi.org/10.26822/iejee.2019450789

Qaddoura, M. Z.,& Mustaffa, F. Y. (2020). UTM Arab StudentsUsage for English
Vocabulary Mobile Applications. In 2nd Early Childhood and Primary Childhood
Education (ECPE 2020), 29-34. Atlantis Press.
https://doi.org/10.2991/assehr.k.201112.006

Wang, Z., & Cai, Y. (2021). Digital Game-Based Tools for EFL Learners in Asian
Countries. In 2021 2nd International Conference on Mental Health and Humanities
Education (ICMHHE 2021), 394-399. Atlantis Press.

Webb, S., & Nation, P. (2017). How vocabulary is learned. Oxford University Press.

Yanti, C. H. (2018). Academic Vocabulary Mastery and Perception For EFL Students of
Universitas Bina Darma. Holistics Journal, 10(19), 1-8.

Yoku Jonova, S. (2020). The Importance of Teaching Vocabulary. International Journal of
Academic Pedagogical Research (IJAPR),4(12), 67—70.

Zin, N. A. M., Jaafar, A., & Yue, W. S. (2009). Digital Game-Based Learning (DGBL)
model and development methodology for teaching history. WSEAS Transactions on
Computers, 8(2), 322-333.



