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Abstract.
Unique learning media will produce good learning. Unique in this case means a
teacher who creates a fun and innovative learning atmosphere. So that the process of
learning English in class inspires them to keep going. Duolingo is a gamified software
for language learning. The heavy-duty of this popular language learning software,
incentive benefits, logical levels, and user ratings based on success are just a few
examples of aspects that demonstrate the strong elements of gamification. As an
outcome, a teacher must utilize creative and innovative learning media. Many English
teachers struggle with designing and implementing English learning media that piques
students’ interest in learning English. As a result, the research focuses on introducing
and developing the effectiveness of using duolingo application in English learning for
students. This research utilizes a qualitative descriptive design to evaluate how English
teachers perceive the Duolingo application in learning English in the classroom. The
participants in this study were 15 English teachers from various schools in Medan City.
The finding showed that the teacher’s perception of the Duolingo application was very
influential and effective while using in the classroom to learn English.
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1. INTRODUCTION

Education has an important role in life, especially in learning foreign languages
which are often considered boring. It is undeniable that education is influenced
by technological advances, and many benefits from technology can be utilized.
For example, with access to technology that teacher can implement in teaching
English. One of them is Duolingo technology, which is the most downloaded language
platform in the world. With more than 500 million users, the goal of this company
is to provide free and fun education to everyone in the world. The use of Duolingo
technology has been applied in many countries in the world, especially in teaching
English. Because Duolingo is very effective for language tests that can be measured
hourly so that it can be applied by teachers in the classroom, especially in Indone-
sia.
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Based on information obtained from the opinion of LaFlair and Settles (2019)
about this software ” Duolingo is a technical manual in the test ”. Not only that,
the description of this software is listed on the website https://s3.amazonaws.com/
duolingo-papers/other/Duolingo%20English%20Test%20-%20Technical%20Manual%
202019.pdf. ”This software is also a presented document”. The additional DET infor-
mation found in https://englishtest.duolingo.com. The Duolingo English Test is a com-
puter adaptive test (CAT) of English proficiency that is fully handled and evaluated
online. For the DET Score LaFlair and Settles (2019) argues, test takers’ English
proficiency is used for a variety of purposes, including ”the decision to enter uni-
versity”

Although the effectiveness of Duolingo has been widely applied in various countries
in the world, however, there are still few teachers in Indonesia who apply it in teaching
English in the classroom. Based on some of the research and theory mentioned above,
researchers will focus on introducing and developing the ability of English teachers
with the Duolingo application. Based on the background and research objectives, the
research problem is formulated as follows:

1. What do the teachers think about Duolingo technology?

2. How would they apply Duolingo apps to their English instruction?

2. LITERATURE REVIEW

2.1. Mobile-assisted language learning with Duolingo and gamifi-
cation (MALL)

The process of learning a language can cause stress, tension, and anxiety, this was
stated by (Akbari, 2015; Iaremenko, 2017; Rafek, Ramli, Iksan, Harith, & Abas, 2014). Plus,
learning a new language takes time and persistence to practice; students sometimes
tend to give up when they are not motivated enough to learn it (Han, 2015; Turan
& Akdag-Cimen, 2019). Not only that, the use of elements such as engaging games
can create a motivating environment that can increase accuracy and confidence for
language learners. This was stated by (Hanus & Fox, 2015; Kapp, 2012; Lui, 2014;
Munday, 2016). Next the gamification elements in the MALL platform not only show
how to actually increase student behavior, engagement, but also motivation (Huang
& Soman, 2013), but also provide a visible trace of the language learning process
itself. In a systematic review of the impact of digital gamification on students since
2015, Dehganzadeh and Dehganzadeh (2020) also describe that most research has
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reported increased motivation and engagement among students in the area of using
gamification.

Gamification is also a process of engaging people, motivating action, informing
learning, and solving problems by utilizing game mechanics, aesthetics, and game
thinking. This is described by (Kapp, 2012). The use of game elements and ideas
outside the game to increase commitment and influence language learner behavior
is known as gamification (Marczewski, 2013). Although there has been a significant
increase in some gamification research and practical applications in recent years,
scholars continue to discuss its definition, need, and value. In his article also mentioned
by Werbach (2014) recommends that gamified be described as ”the process of creating
activities that are more like games” (p. 266). Also, five components of gamification
were identified by Telaprolu, Rallapalli, and Venkata (2013). As for which includes goal
orientation or goal setting; successful achievements or experiences; reinforce certain
behaviors in response to outcomes; competition to drive performance desirability; and a
fun orientation to relieve stress and increase engagement. Mobile software that follows
these guidelines has a lot of potential.

Another developing area in MALL is gamification (Bunchball, 2010; Dehganzadeh &
Dehganzadeh, 2020; Garland, 2015; Shadiev et al., 2020). However, there is growing
concern about the uses and results of gamified language acquisition. Technology
innovation makes it more difficult to conduct research and perform out simple tasks.
As a result, it appears there is a gap in the pedagogy, design, and mobile learning
platform utilized to research gamification in MALL. Dehganzadeh, Fardanesh, Hatami,
Talaee, and Noroozi (2019) claim that although their research highlights significant
effects on enjoyment, motivation, and engagement, it does not specifically point out
variables that relate to these learning outcomes. Furthermore, some student qualities
are excluded. The relation between gamification components and learning objectives
at the micro level is thus still unknown. In their study, Dehganzadeh and Dehganzadeh
(2020) discovered that Duolingo was the platform that researchers looked into the
most, demonstrating a keen interest in this platform among both practitioners and
researchers.

2.2. Duolingo Description

Approximately 95 languages could be learned on Duolingo at the time of this systematic
study, and users could learn in languages other than English (Duolingo About us:
Approach, 2021; Viberg & Grönlund, 2012). Users first choose their desired target
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language, and if they currently know some of it, they can take a placement test to
see where they are in terms of understanding. They decided to aim for a certain
amount of experience points each day. To extend the streak by one day, you must
complete one lesson (achievement) each day. After that, the streak is completely reset.
To zero if no lessons are finished on any given day (reinforcement). The applica-
tion may offer the user optional tasks, such as extending the streak for a few more
days, attempting to compare experience points with users in other leagues, or provid-
ing a reward if a challenge is completed (fun orientation & competition) (Nah et al.,
2013).

Lesson systems are organised around specific topics such as family, food, and travel;
each topic briefly describes some grammatical and cultural concepts, but the lessons
themselves are primarily concerned with introducing new vocabulary and exercises.
Among the activities available are translation, multiple-choice word recognition, and
spelling questions. Incorrect responses are addressed in two ways. Some users use
a ’heart’ system in which a certain number of errors results in the loss of one out
of every five hearts. When all five hearts are lost, the user appears to be unable to
train until at least a few hearts are regained. On some devices, picking common error
results in more repetition and practise, but slightly less experience or achievement after
completing a lesson. The ’heart’ feature appears to be rendered for some accounts
but not for others, and it is not usable in the app’s web version. Mistakes are usually
accompanied by a brief comment, and correct answers are usually rewarded with a
bonus at the end of the lesson, as well as concise positive feedback. Users in both
scenarios can interact with other children by opening forum strings dedicated to any
given question.

While other gamified MALL apps such as Babbel and Busuu provide similar stories,
Duolingo is far more popular due to its freemium business model and non-English
learning options (Loewen et al., 2019). In their survey of gamification elements in MALL
applications, Govender and Arnedo-Moreno (2020) identified 22 gamification elements
in the design of Duolingo, such as (but not limited to) progress signifiers (daily goal and
experience points, unlocking levels), responses (correct/incorrect answer), fixed reward
schedule (expertise score), moment rewards (streaks), customizable (buying outfits for
the owl mascot), challenges, knowledge sharing (forums (lingots and gems). They
discovered that Duolingo was one of the most gamified applications among the 20
MALL applications they examined, reinforcing the idea that this platform can be used to
implement gamification in this learning medium. Overall, the findings of the Duolingo
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application studies can be used to introduce and develop gamification in order to
improve the teaching skills of English Indonesian teachers.

3. METHOD

3.1. Setting and Participant

This research was sample was taken randomly from several junior high schools in the
city of Medan. Meanwhile, the original research subjects were 15 English teachers,
seven of whom were male and eight were female. Everyone in the class has an average
of 5 years of teaching experience. All participants have previous teaching experience
which generally ranges from beginner to advanced levels and courses (i.e. a wide range
of skills, including oral communication classes).

3.2. Research Design

This research was conducted through several stages, including the following:

3.2.1. Observation and Interview

Observations were made to determine the teacher’s experience while interacting with
students in teaching English in class. Both obstacles during teaching and things that
are done to improve students’ English in class. Furthermore, interviews were conducted
by recording voices via audio calls via cell phones. This activity is carried out to find
out the conditions of teachers in detail and real what they experience when teaching
at school.

3.2.2. Introduction to Duolingo App

The introduction and use of the Duolingo application was carried out through a virtual
zoom meeting with all participants who were the object of research. The discussion
presented in the zoom meeting is a tutorial on using the Duolingo application, which is
as follows:

Download Duolingo App on Play store

Just like downloading applications in general on the play store, you can directly
type ”Duolingo” in the search field. Once open, you can click install on the side of the
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application section. Wait for the application to finish installing. If it is already installed
you can directly create an account or login if you already have an account.

OBSERVATION 

INTERVIEW 

INTRODUCTION OF 

DUOLINGO 

INSTRUMENT 

RESEARCH 

ANALYSIS OF THE 

DATA 

FINDING & 

DISCUSSION 

Figure 1: Duolingo setup page.

Figure 2: The description of lesson level of Duolingo Application.

3.3. Research Instrument

To determine the teacher’s perception of the Duolingo application in teaching English,
the researcher used the Linkt scale. With the Linkert¸ scale, the variable to be measured
becomes an indicator variable. Then the indicator is used as a starting point for compiling
instrument items which can be in the form of statements or questions. Sugiyono (2006)
says that the Likert scale is used to measure attitudes, opinions, and perceptions of
individuals or groups related to social phenomena that are the object of research.

This study used Likert scale to measure the answer of questionnaire. ”A Likert scale
is a psychometric scale that has multiple categories from which respondents choose to
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indicate their opinions, attitudes, or feelings about a particular issue” (Nemoto & Beglar,
2014, p.2). In this study, Likert scale is used tomeasure opinions and perception students
toward a given subject about language learning applications. There are two forms
of statements in the Likert scale: positive statement functioning to measure positive
perceptions; and, negative statement functioning to measure negative perception of the
object of this study. Likert scale is typically five, seven, or nine point agreement scale
used to measure respondent agreement with a variety of statements. In this study, the
choice of the Likert scale that was offered to the participants applied a choice of four
answers, which included: (1) a. strongly agree, b. agree, c. doubtful, d. don’t agree, e.
strongly disagree

3.4. Analyisis of the data

Participants were expected to select one of the Likert scale answers in each based
on the questionnaire. Following the collection of responses, the questionnaire was
analyzed to determine the outcome. The percentage of teachers who chose each point
agreement scale in each statement was calculated. According to Sudjono (2008), the
percentages of each statement’s frequency were calculated using the formula below:

Known as: x 100%

= percentage

= frequency

= the number of sample

100% = constant value

3.5. Analysis Questionnaires

Questionnaires were used to obtain data about teachers’ perceptions in learning English
by using Duolingo as a language learning application. Then the number of questions
in the questionnaire is fourteen. This study provides a closed questionnaire. The data
can be seen in the following table and description.

Meaning of the numbers:

4 means strongly agree = very good

3 means agree = good enough

2 means disagree = not good

1 means strongly disagree = very not good
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4. RESULTS AND DISCUSSION

Table 1: Questionnaires.

No Questionnaires of teacher perception
Duolingo application

Approval Level

1. There is flexibility in the use of duolingo to
achieve English learning curriculum goals?

4 3 2 1

2. Is it the Duolingo application is a creative
innovation in teaching English?

4 3 2 1

3. Can the Duolingo application be a solution
for learning English at school?

4 3 2 1

4. Can Duolingo be a fun learning application
for students in the classroom?

4 3 2 1

5. Do you think the Duolingo application can
improve students’ English skills?

4 3 2 1

6. Is the Duolingo application effective to be
implemented in the classroom?

4 3 2 1

7. Can the use of Duolingo application be a
solution for students in working on English
tests?

4 3 2 1

8. Does the use of Duolingo have problems
when applied in class?

4 3 2 1

9. Does using Duolingo make students more
motivated to learn English?

4 3 2 1

10. Does using Duolingo make teachers more
motivated to teach English in the classroom?

4 3 2 1

11. Can the Duolingo application be applied
optimally for the subject of learning
speaking?

4 3 2 1

12. Can the Duolingo application be applied
optimally for the subject of learning vocab-
ulary test?

4 3 2 1

13. Can the Duolingo application be applied
optimally for the subject of learning listening?

4 3 2 1

14. Can the Duolingo application be applied
optimally for the subject of learning grammar
test?

4 3 2 1

In this questionnaire, 5 out of 15 teachers answered strongly agree. And 10 teachers
who answered agreed with the teacher’s perception of the use of the Duolingo appli-
cation. Teachers feel more motivated to teach students using the Duolingo application
because students get application feedback by being more active in learning the lan-
guage, getting good influence, and student’s better understanding the subject matter,
also students are more interested in practicing and applying their English in their daily
lives. day. The percentage of data analysis can be seen in the following table below:

From the table above, there are and 66.66% agree that teachers feel more motivated
to teach English by using the Duolingo application. The rest chose strongly agree. This
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Table 2: Teacher Perception on Duolingo Application.

No Option Frequency Percentage

1. Strongly agree 5 33.34 %

2. Agree 10 66.66 %

3. Disagree 0 0%

4. Strongly disagree 0 0%

Total 15 100%

calculation shows that the use of duolingo can motivate and increase the creativity of
teachers in the practice of teaching English.

The purpose of the focused data analysis/questionnaire was to examine the per-
ceived benefits of teachers in using the duolingo application and obtain recommenda-
tions for potential improvements and applications in ESL teaching. In the case of post-
interview survey responses, we determine whether participants agree or disagree by
determining the number of frequencies for each survey item. Focus groups are provided
with an online google form. Following an analytical approach participants are expected
to choose one of the Likert scale answers in each based on the questionnaire. After
collecting responses, the questionnaires were analyzed to determine the results. The
percentage of teachers who chose each scale of agreement points in each statement
was calculated.

5. CONCLUSION

In the process of teaching English in the classroom, the effectiveness of teachers in
designing and using interesting and fun learning media is very influential in attracting
students’ interest in participating in teaching and learning activities in the classroom
so that teaching and learning activities can run effectively, efficiently and fun. Unique
learning media will produce good learning. Unique in this case means a teacher who
creates a fun and innovative learning atmosphere. So that students feel motivated in
following the process of learning English in class. For this reason, a teacher must use
creative and innovative learningmedia. Like using the Duolingo application as a learning
medium for students. Therefore, the purpose of this research is to introduce and develop
the effectiveness of the Duolingo application in learning English for students. This study
uses a qualitative descriptive design, namely how the perception of English teachers
in using the Duolingo application in learning English in the classroom. The object of
this research is 15 English teachers from several schools in Medan. The results showed
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that the teacher’s perception of the Duolingo application was very influential and very
effective in learning English in the classroom.

6. SUGGESTION

1. The selection of appropriate media and methods, especially in English, can trig-
ger students’ interest in the learning process. It is recommended to use various
methods in learning so that students do not get bored in the learning process.
Therefore, a teacher must choose the right media in teaching English.

2. A teacher is expected to provide motivation to learn in various ways according
to the teacher’s abilities and attractiveness to students. Then, it is hoped that
collaboration between students and teachers is expected to find the best solution
in the learning process to improve student learning achievement.

3. This language learning application, especially Duolingo, has been around since
2016. All of these support students to be able to study at home independently.
However, this implementation can help learners in learning English.
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