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ABSTRACT

Romadon Witfi Deyuson. The Role of Gamification in Duolingo Application in
Shaping EFL Students' Motivation. Thesis. English Education Department,
Universitas Muhammadiyah Ponorogo. Advisor 1 Dr. Ana Maghfiroh M.Pd. B.L.,
Advisor 2 Muhammad Lukman Syafii, S.Pd, M.Pd.

This research aims to: (1) Analyze how gamification features in Duolingo
influence students' motivation in learning English as a foreign language, (2) To
describe how students perceive and respond to the gamification elements in
Duolingo and how these elements shape their learning engagement and experience
of students in Universitas Muhammadiyah Ponorogo

The integration of gamification into language learning applications has
changed the way students engage with English as a Foreign Language (EFL)
learning. Duolingo is one of the most popular language learning applications,
incorporating gamification features such as streaks, XP, badges, and leaderboards.
This study aimed to explore how Duolingo's gamification features influence
students' motivation and how students perceive these features in their English
learning experiences.

This study employed a qualitative descriptive design. The participants were
seven university students who actively used Duolingo for learning English. Data
were collected through semi-structured interviews and subjected to thematic
analysis. The research was theoretically framed within the Self-Determination
Theory (SDT).

The findings revealed that gamification in Duolingo had a role in student
learning motivation by encouraging learning consistency, adding to their sense of
accomplishment, and raising their overall engagement. Streaks seemed to be the
one of element mechanism for promoting consistency, whereas XP, badges, and
leaderboards influence the users’ achievements and satisfaction. Participants also
perceived Duolingo as a combination of learning and gaming, making the learning
process more enjoyable. However, some participants reported challenges such as
frustration from losing streaks, competitive pressure, and repetitive learning
activities.

The study concludes that Duolingo's gamification features play an important
role in shaping EFL students' motivation by supporting learners' needs for
autonomy, competence, and relatedness. These findings contribute to a better
understanding of motivation in gamified language learning environments.

Keywords: Duolingo, Gamification, Motivation, Self-Determination Theory, EFL
Learning.
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