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THE IMPACT OF GAME-BASED LEARNING ON ENGLISH GRAMMAR
PROFICIENCY: A DUOLINGO CASE PERSPECTIVE

Research on gamification in English grammar instruction highlights its ability to
enhance learner motivation, engagement, and comprehension. Duolingo, a widely used
gamified language-learning application, incorporates features such as points, badges,
progress tracking, and immediate feedback, which foster intrinsic motivation and create an
interactive learning environment [3;11]. These game-like elements make grammar
instruction more dynamic, enabling students to practice language structures in a low-stress
context that encourages active participation and sustained interest [3].

Gamified learning tools like Duolingo are grounded in constructivist theories, self-
determination theory, and mobile-assisted language learning (MALL), emphasizing
portability, accessibility, and learner autonomy [4]. Grammar proficiency, particularly at
early stages, benefits from repeated exposure and trial-based correction, and apps like
Duolingo foster grammar accuracy through contextual examples, translation tasks, and
instant feedback [3;12]. However, the lack of explicit grammar instruction remains a
significant limitation, especially for users who benefit from rule-based explanations [7;11].

The researcher’s practical experience with Duolingo supports these observations. The
app was used not as a primary language acquisition tool but to maintain an intermediate
(B1) level of English. While it effectively reinforced grammar through repetition and
contextualized input, grammar concepts were often presented solely through examples
without theoretical overviews. For instance, in the present continuous section, learners had
to insert missing verbs into pre-written phrases without any structural explanation.
Furthermore, syntactically correct but semantically awkward or artificial phrases,
presumably generated by Al, were frequently encountered. This diminished the naturalness
of language exposure and highlighted the app’s limitations for learners preferring explicit
grammar instruction [6;8].

The gamification system — including XP, streaks, and levels — encourages habitual
practice and increases motivation, especially for beginners and low-intermediate learners.
Duolingo facilitates retention through spaced repetition, translation-based tasks, and rapid
feedback, fostering self-directed learning [1;3;9]. Pedagogically, these elements reduce
anxiety and promote consistent exposure to grammatical forms. Frequent use of sentence
matching, word order tasks, and basic translation activities also helped reinforce subject-
verb agreement and tense formation [2].

Research shows that Duolingo use leads to measurable improvements in grammar
skills, particularly in sentence construction, verb usage, and reducing grammatical errors
[2;10;12]. It offers structured progression, repeated input, and clear correction, all of which
contribute to improved learner outcomes [5;9]. However, several limitations remain. The
absence of explicit grammar explanations often forces learners to infer rules inductively,
leading to confusion or fossilization of incorrect forms [7;8;11;12]. Its interface, focused
heavily on speed and gamification, sometimes compromises depth and precision, limiting
its effectiveness for more advanced learners [9].

Another concern is the use of Al-generated content. While scalable, Al output can
lead to unnatural or awkward phrasing, reducing grammatical fluency and frustrating users
[6;8]. The researcher’s experience aligns with these criticisms, as many Al-generated



sentences were syntactically correct yet contextually odd. Moreover, Duolingo’s focus on
beginner content creates a ceiling for more advanced users, and its limited speaking practice
and lack of authentic dialogue further restrict its use for comprehensive grammar
development [7;8;11].

In summary, Duolingo illustrates the potential of game-based learning to support
grammar acquisition. Its engaging, low-pressure environment and structured content benefit
beginner learners and promote repetition-based learning. Nonetheless, the lack of explicit
instruction, shallow content for advanced learners, and over-reliance on Al-generated
material suggest that Duolingo is best used as a supplementary tool alongside formal
instruction.
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