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Abstract 

Duolingo’s a big deal now, bringing game-like language learning to schools and homes. This paper checks 

out how its game bits—short lessons, quick wins, difficulty that shifts as you go, and all sorts of ways to 

keep you going—change how into learning people are, what they remember, and how they use what they 

pick up. Looking at psychology, real tests, and chatter from the industry, this paper figures that adding 

game stuff really gets people to practice and pick up the basics fast. Still, it's not quite real fluency. The 

study points out which game features do the most good. It also shines a light on the downsides, like getting 

too hooked on points, some goofy app stuff, and prices that are kind of unfair. Lastly, the paper asks how 

to mix games with real life and practicing with other humans. There are some ideas there for teachers, 

leaders, and the people who make this tech for schools. 
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Introduction 

There are a ton of phone apps that make learning feel like a game; second language learning has gone 

through some changes. Take Duolingo, which came out in 2012. It uses short lessons, super-fast feedback, 

streaks, leaderboards, and changes how hard things are to keep millions of people learning. Since online 

learning has gotten so important, the big question is, do these games actually help you learn a language, 

or just make learning look better? This paper puts together ideas and test results to see how Duolingo 

teaches, how well it does, and what it means for everyone. Hopefully, there could be some suggestions for 

design and rules. 

 

What's Behind It: Motivation, Feedback, and How Much You Can Think About 

When it comes to teaching, games have something going for them, according to psychology. People want 

to feel good at stuff, like they can do their own thing, and that they belong. Good game stuff helps with 

this by showing how far you’ve come, letting you pick what to do, and joining you with other people. Fast 

feedback/rewards keeps people interested. Short lessons are good because they don’t overload your brain, 

which helps you remember things better, especially vocab and grammar. 

 

How Duolingo Teaches 

Duolingo throws together short lessons, spaced repetition, changing difficulty, and game rewards. Lessons 

are short and not scary, so you want to practice a little every day. The way the app reviews stuff helps you 

remember. When it comes to games, you get XP, streaks, leaderboards, and badges that try to get you to 
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keep going daily. Social stuff makes you feel like you're part of something, while changing difficulty 

makes things tougher or easier just for you. Studies say this gets people to practice more and learn fast 

early on. Just don’t expect it to be as intense as being in another country or doing a school project. 

 

Does It Work? 

The results are mixed. Studies and app info show people hang out more on the app and pick up more vocab 

if they stick with it. Building habits with streaks and reminders means more time studying, which is good 

for remembering. Fast feedback cuts down on mistakes and helps with grammar. The results may not 

always help with real talks and other ways to use the language. The way the app is set up usually wants 

you to memorize and repeat. It's not the best for real conversations. So, Duolingo is a good choice for 

practicing every day, knowing things, and acing tests. Still has some trouble getting you to speak naturally, 

fit in, or roll with the punches in conversations. 

 

How it Affects Society 

Duolingo's low price makes learning languages easier, especially for those who can’t afford the fancy 

stuff. Their English test is also changing things up a bit, showing how tech can show what you know. Free 

stuff can be tricky, though: those who pay get to go faster and do more, which isn’t always fair. If schools 

only care about numbers too, they might pay more attention to tracking than real talking. 

 

Problems and Ideas 

There are three snags that will shake up language learning through games: (1) staying motivated vs. 

learning—game stuff can’t be separate from learning, or you’ll just be chasing points without actually 

understanding; (2) getting the basics vs. details—the app should add tasks, like acting, chats with others, 

and AI talks to help you speak better; and (3) getting access vs. fairness—platforms should have different 

feature levels with core learning open to all. 

Some easy ideas here are adding speaking practice with AI, expanding game units to include longer 

projects, and offering basic adaptive practice for free/cheap. Then, charging for the extras. 

 

Conclusion 

Gamification has opened up language learning, and Duolingo shows how motivation can get people to 

practice and learn some basics. Building habits, giving quick feedback, and not overloading your thoughts 

are all good for those early skills. Games aren’t a fix-all, though. Their good sides need to link up with 

stuff that gets people talking and thinking about the language deeply. With AI improving, designers and 

teachers will want to focus on systems that mix games with real-world experiences. All this makes learning 

more fun without losing the deeper learning or making things unfair in language education. 
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