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Abstrak

Penelitian ini bertujuan untuk mengevaluasi sejauh mana aplikasi Duolingo berbasis gamifikasi dapat
meningkatkan motivasi siswa dalam mempelajari bahasa Arab, terutama pada penguasaan kosakata
atau mufrodat, dengan pendekatan teori Self-Determination Theory (SDT). SDT berfokus pada
pentingnya motivasi intrinsik, yang didorong oleh tiga aspek utama: otonomi atau kemandirian,
kompetensi atau kemampuan, dan keterkaitan atau hubungan yang terjalin dalam konteks belajar.
Penelitian ini menggunakan pendekatan kuantitatif dengan desain Survei Deskriptif untuk
memberikan gambaran lebih nyata terkait pengaruh penggunaan aplikasi ini terhadap motivasi siswa.
Pengumpulan data dilakukan dengan instrumen kuesioner SDT yang mengukur tingkat motivasi
siswa melalui tiga komponen utama tersebut. Hasil analisis data menunjukkan adanya peningkatan
motivasi yang signifikan di antara siswa yang mengikuti eksperimen. Temuan ini mengindikasikan
bahwa aplikasi Duolingo berbasis gamifikasi berperan dalam meningkatkan motivasi intrinsik siswa
dalam belajar mufrodat, terutama dengan memperkuat rasa kemandirian, meningkatkan kemampuan
yang dirasakan, serta menciptakan rasa keterkaitan atau relevansi dalam proses pembelajaran.
Duolingo berbasis gamifikasi memiliki potensi besar sebagai alat efektif dalam pembelajaran bahasa,
khususnya dalam membantu meningkatkan motivasi siswa untuk menguasai kosakata baru.
Dibuktikan dengan data quesioner yang mendapatkan nilai 88%.

Kata Kunci: Duolingo, gamifikasi, Self-Determination Theory, mufrodat
Abstract

This study aims to evaluate the extent to which the gamification-based Duolingo application can
increase students' motivation in learning Arabic, especially in vocabulary mastery or mufrodat, with
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the Self-Determination Theory (SDT) theoretical approach. SDT focuses on the importance of
intrinsic motivation, which is driven by three main aspects: autonomy or independence, competence
or ability, and interconnectedness or relationships that are established in the context of learning. This
study uses a quantitative approach with a Descriptive Survey design to provide a more real picture of
the influence of the use of this application on student motivation. Data collection was carried out
with an SDT questionnaire instrument that measured the level of student motivation through the
three main components. The results of the data analysis showed a significant increase in motivation
among students who participated in the experiment. These findings indicate that the gamification-
based Duolingo application plays a role in increasing students' intrinsic motivation in learning
mufrodat, especially by strengthening a sense of independence, improving perceived abilities, and
creating a sense of connectedness or relevance in the learning process. Gamification-based Duolingo
has great potential as an effective tool in language learning, especially in helping to increase students'
motivation to master new vocabulary. It is evidenced by the questionnaire data which got a score of
88%.
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learning applications such as Duolingo.
Duolingo is considered an innovative learning
aid due to its gamification approach, a method
that incorporates elements of play (also
known as games) into education to increase
students' motivation to learn and increase
their ~ engagement. This approach is
considered effective because it results in

students who are more eager to participate.’

Duolingo is a free foreign language
learning for kids created by Luis von Ahn and
Severin Hacker with a game-like method. The
app 1s available in a web version and is also
available in Android, iOS, and Windows
Phone versions. ' Duolingo aims to create an
easy yet effective learning experience for its
users. Benefits of the Duolingo application
Improve  foreign language vocabulary,
especially Arabic. From this platform, the
vocabulary will increase by at least five to ten
words. Improve foreign language skills As
your vocabulary increases, your foreign
language skills improve, and as students
progress in their skills, their learning intensity
increases.” In the 21st-century learning era, the
use of technology is a fundamental need in
developing learning skills. Students are
required to master the efficient and wise use
of technology in daily activities. Teachers also

need to adopt innovative learning methods.’

Duolingo is a concrete example of the
transformation of contemporary education,
integrating technology with essential elements
such as the development of creative thinking,
the improvement of communication skills, the
optimization of productivity, and the spiritual
aspect. Through a comprehensive learning
approach, Duolingo not only provides
language materials but also equips users with
relevant essential skills to face future global
challenges. This innovation reflects a
significant shift in learning methods, where
technology plays a role as a catalyst in

enriching the modern educational experience.

Based on initial observations,
respondents stated that Duolingo as a learning
medium is very fun. The app uses
gamification to present Arabic grammar
material in a game format, combining audio
and video. Duolingo is popular among
learners learning a new language, making it
interactive learning and motivating to practice
further. Duolingo users appreciate the
attractive, free interactive design, and clear
information that makes it easy to use. The
gamification element in Duolingo is rated
positive because it motivates users to learn
and actively engage. Users also appreciate the

feedback feature that responds to every

activity and error in the app.
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Self-Determination Theory Approach,
This theory was introduced by Richard Ryan
and Edward Deci in 1985. Self-Determination
Theory (SDT) is a comprehensive theory of
human motivation, which focuses on the
development and function of behavior in the
social environment. In this theory, motivation
or encouragement to do activities is an
important component that is believed to be
able to maintain behavior and changes that
occur.  Self-determination  theory (SDT)
identifies two types of motivation, namely
intrinsic motivation (autonomous motivation)
motivation

and  extrinsic (controlled

motivation). "

Gamification in Duolingo is designed to
support the fulfillment of basic psychological
needs described in  Se/f-Determination Theory
(SDT): 1) Autonomy, 2) Competence, and 3)
Relatedness. ' This approach facilitates more
directed and interactive learning, by giving
users more control in determining their
learning paths, designing experiences that
reinforce a sense of competence through
challenges and achievements, and connecting
them with learning communities that
encourage social support. In this way,
Duolingo is not only a language learning tool
but also a motivating environment, where

students feel more motivated to continue

learning and develop themselves in mastering

the language.

1. Autonomy

a. Choice and Control in Learning: In
Duolingo, users can choose the topic
or mufrodat unit they want to learn
first. Users also have the freedom to
repeat the material as per their needs.
With this option, users feel more
control over their learning process,

intrinsic

thereby

increasing

motivation.

b. Time and Frequency Determination:
Duolingo gives users the freedom to
decide for themselves when and how
often they study. Users can learn at
their own pace, which fulfills the
autonomy aspect and helps create a
long-term commitment to mastering

mufrodat.”

2. Competence

a. Level, Challenge, and Point System:
Every time a wuser completes a
practice or test, they earn points
called "XP" (experience points) and
can move up to higher levels. This
gives them a sense of

accomplishment, boosts their
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confidence, and makes them feel

more competent.

Live Feedback: Duolingo provides
live feedback in the form of auto-
corrections, so users know the
mistakes and achievements in real
time. This system helps users
understand areas that still need to be
improved and feel more capable of

understanding mufrodat.

Repetitive Exercises and Spaced
Repetition System: Duolingo
integrates  spaced  repetition to
optimize mufrodat mastery. This
structured repetition helps users
remember vocabulary effectively,
ultimately increasing their confidence

and competence in Arabic.”

3. Relatedness

b.

Learning Communities and
Leaderboards: Users can see their
rankings among friends or other
users through leaderboards, which
encourages social motivation. This
healthy competition fosters a sense
of connectedness and builds the

spirit to keep going,

Achievement and  Sustainability

Circle System (Streaks): Users can

build streaks or the number of
consecutive days of learning, which
creates a sense of connection to the
app and  maintains  intrinsic
motivation through consistent

: 16
achievement.

Support and Interaction: Duolingo
allows users to encourage each other
or participate in discussion forums,
which fosters a sense of belonging
within a community of common
language learners. In the context of
SDT, this kind of interaction helps
meet the need for relatedness, whete
users feel valued and supported in

their learning process.

With an SDT-based
gamification approach, Duolingo not
only increases user motivation to
master Arabic mufrodat but also
creates a fun and effective learning
experience. By meeting the needs of
autonomy, competence, and
relatedness,  users  are  more
motivated to learn continuously and

deepen their mastery of Arabic

vocabulary consistently.

The gamification approach in apps like
Duolingo is closely related to Se/f
Determination Theory (SDT). SDT states that a
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person's intrinsic motivation is influenced by
three basic psychological needs, namely
autonomy (freedom of choice), competence
(feeling  capable and  skilled), and
connectedness (feeling connected to others).
Through the gamification features in
Duolingo, students are expected to feel the
freedom to manage their learning, increase
their sense of competence through
challenges, and feel connected through social

17
features.

Gamification also utilizes the concepts
of rewards, achievements, and progress
tracking, all of which can increase students'
intrinsic motivation. The use of these
elements in the Duolingo application is
considered to be able to make students more
motivated to continue learning, repeat
lessons, and consistently develop mastery of
mufrodat. However, despite the popularity
and use of the app by millions, there is still
little research on how gamification strategies
in Duolingo specifically affect mufrodat

mastery, especially in the context of learning

Arabic.

Previous research has shown that the
use of the Duolingo application has an
impact on student learning outcomes, as
shown in a study conducted by " On the

Application  of  E-learning with the

Duolingo Application to Increase the
Learning Motivation of Elementary School
Students, this study aims to explore the
advantages of Duolingo, a gamification-
based application, in supporting foreign
language learning in elementary schools,
especially in improving student learning
motivation. The results of this study show
that interactive features such as daily
challenges, virtual rewards, and live feedback
provided by Duolingo can increase student
engagement and motivation in language
learning. as well as research conducted by "
The Analysis of the Effectiveness of the
Duolingo Application as a Basic Level BIPA
Learning Media, this study aims to find out
how effective the Duolingo application is in
helping the BIPA learning process at the
elementary level. The results of this study
are that Duolingo has many features that can
make learning more enjoyable and the
learning materials are also by the
competency standards for basic BIPA
learners. It can be concluded that Duolingo
is quite effective and can be used as a BIPA

learning medium at the beginner level.

Based on the results of the above
research, Duolingo shows that this
application is very supportive of the
language learning process, especially for

beginners. Gamification features, such as
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daily challenges and rewards, provide a fun
and challenging learning experience, which is
crucial in keeping students motivated. In
addition, the suitability of Duolingo
materials with competency standards makes
them reliable for learning foreign languages.
Even so, maybe the results will be
maximized if Duolingo is used as a
complement to other learning methods, not

as the only learning resource.

The urgency of this study is driven by
the fact that many students face difficulties
in learning mufrodat, especially in
memorizing new words and using them in
the right context. Traditional learning
methods that tend to be monotonous are
often not enough to overcome this problem.
With the gamification strategy in Duolingo,
and with the self-determination theory
approach, there is an opportunity to explore
new, more interesting, and effective

approaches to improve mufrodat mastery.
Method

This study adopts a quantitative
research design with a Descriptive Survey
approach to explore the effectiveness of the
Duolingo application in vocabulary learning.
In this case, the researcher uses the design of
the Descriptive Survey approach.””, This

quantitative approach was chosen to analyze

how the Duolingo application that integrates
gamification elements can affect students'
motivation in learning mufrodat, concerning
Self-Determination Theory. In addition, this
study also aims to evaluate the extent to which
the use of the application can increase
students' intrinsic motivation in the mufrodat

learning process.

By using a quantitative approach, this
study provides convenience in collecting
systematic and structured data, so that
researchers can identify relevant themes and
patterns based on empirical evidence obtained
from the field. Through the analysis of the
data obtained, the researcher hopes to provide
deeper insights into the impact of the use of
the gamification-based Duolingo application
on student learning motivation, as well as its
implications for classroom teaching methods.
To change the sentence to be more scientific,
this approach allows for a more objective and
measurable evaluation, so that the results of
the research can make a significant
contribution to the development of more
effective language learning strategies in the

future.
Population and Sample

The population in this study consists
of all grade VII students in MTsN 1 Malang,

This population includes all students enrolled
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in grade VII in the ongoing school year. All
of these students are part of the research
population. The sample of this study is from
class A (LLanguage) 26 students The selection
of the sample is carried out based on certain
criteria to ensure the representativeness and

accuracy of the research results.
Research Procedure

This study uses a quantitative method
with a  quasi-experimental design.”’ The
experimental class used Duolingo during
Three meetings, students in the class filled out
a Self-Determination Theory questionnaire to assess
their motivation to learn, especially the
aspects of autonomy, competence, and relatedness.
The data obtained were analyzed to see the
difference in learning outcomes between the
two groups and the impact of gamification on

student learning motivation.
Data Collection Techniques

Descriptive ~ Survey — with  Self-
Determination Theory Questionnaire (SDT),
This questionnaire is given to students in an
experimental class after the intervention to
measure their learning motivation in aspects
such as autonomy, competence, and
relatedness, by the theory of  Self-

Determination. The data obtained will be

analyzed descriptively to describe the level of

student motivation after the intervention.
Data Analysis Techniques

Analysis of the Self-Determination
Theory (SDT) Questionnaire, the Self-
Determination Theory (SDT) Questionnaire
is analyzed to measure the level of student
motivation in three main aspects: awutonomy,
competence, and relatedness. 'The results of the
questionnaire were processed using
descriptive statistics to get an overview of the
level of student motivation. In addition, a
correlation test can be applied to identify the
relationship ~ between  students' learning
motivation and increased mastery of
mufrodat. This analysis allows researchers to
understand the impact of gamification in
increasing students' intrinsic motivation in

mufrodat learning.22

Interpretation of Observation Data,
Data obtained from observations are analyzed
descriptively  to  understand  students'
responses to the Duolingo application. These
observations provide qualitative information
about student engagement, how they interact
with the app, and their reactions during the
gamification-based learning process. These
findings are used as support for quantitative

analysis to gain deeper insights into the role

of gamification in learning Arabic vocabulary.
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With this analysis technique, this study can
provide a comprehensive conclusion about
the effectiveness of the gamification-based
Duolingo application on increasing mufrodat

mastery and student learning motivation.”
Results and Discussion

Analysis of Increasing Student Motivation
With the Self-Determination Theory

Approach on Mufrodat Mastery

The results of the research carried out
in grade VII, consisting of 26 students,

showed the following findings:

Saya merasa bangga setiap kali saya berhasil menyelesaikan level atau mendapatkan poin di
Duolingo.

25 jawaban

oA

E @ TIDAK

Diagram 1

The diagram above shows the results
of feeling proud every time you complete a
level or earn points in the Duolingo app. Of
the 23 respondents, 84% (in blue) answered
"YES," indicating that the majority of
participants felt proud when they achieved
their achievements on Duolingo. Meanwhile,
16% (in red) answered "NO," meaning a small

percentage of participants did not feel that

pride. Overall, this diagram shows that most
users feel motivated and proud of their

achievements in using language learning apps.

The diagram concludes that the
majority of students feel proud every time
they complete a level or earn points on the
Duolingo  app. This shows that the
achievement features in this application have
succeeded in increasing student motivation
and satisfaction in learning languages. Only a
small percentage do not feel pride, which may
be due to individual factors or different
learning preferences. Overall, these results
indicate that the gamification element in
Duolingo is effective in encouraging users'

enthusiasm for learning.

Saya merasa lebih termotivasi karena saya bisa mengatur kecepatan belajar saya sendiri di

Duolingo.
25 jawaban

oA
@ TIDAK

/=)

Diagram 2

The diagram above shows the
responses of 25 respondents regarding the
effect of self-paced learning on their
motivation to learn in the Duolingo app. A
total of 88% of respondents, who are marked

in blue on the diagram, answered "YES)"
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indicating that most users feel more motivated
when they can determine for themselves how
fast or slow they want to learn. This reflects
that the feature that allows users to set the
learning pace according to their personal
needs is highly appreciated and effective in

increasing motivation.

In contrast, 12% of respondents, who
were marked in red, answered "NO," meaning
they did not feel an increase in motivation
despite being able to set the pace of learning.
It is possible that for this small group, other
factors may be more important to increase
their motivation to learn, such as elements of

gamification or external encouragement.

From the results of this survey, it can
be concluded that the ability to set the
learning pace independently on Duolingo has
a significant positive impact on learning
motivation for most users. This feature
provides flexibility that allows users to learn
according to their rhythm and schedule,
thereby reducing stress or anxiety due to
having to follow a certain tempo. It also
shows that personalization in learning
methods can be an important key to
maintaining the spirit of learning in language
learning apps like Duolingo. On the other
hand, some wusers may have different

preferences or need to be motivated, so the

app may also need to consider additional
motivational strategies that can meet the

diverse needs of its users.
Conclusion

Based on the results of the research, it
can be concluded that the Duolingo
application is gamification-based in increasing
students’ motivation in learning Arabic,
especially in  mastering mufrodat or
vocabulary. Using the Self-Determination
Theory (SDT) approach, this study evaluates
the role of psychological aspects such as
autonomy, competence, and connectedness in
the learning process. Gamification elements
on Duolingo, such as the free choice to set
the pace of learning, the point and level
system, and daily challenges, have been
proven to help increase students' intrinsic
motivation. The survey results show that most
students feel more excited and motivated
when they can determine their learning path

and achieve achievements in the application.

These findings confirm that apps like
Duolingo, with their gamified design, can
create interactive and enjoyable learning
experiences, especially for beginners. In
addition to boosting motivation, Duolingo
also helps students remember new vocabulary
more effectively through repetitive exercises

and hands-on feedback. The presence of
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learning  communities and  competition
features such as leaderboards provide a social
boost that strengthens the connection
between users. Overall, this study concludes
that Duolingo can be an effective language
learning tool, but the results will be more
optimal when used as a complement to other

learning methods.
References

Abdullah, Irhamudin, Novita Rahmi, and
Wialfajri Walfajri. "Establishment of an
Arabic Language Environment to
Develop Speaking Skills." Tagdir 6, no.
2 (January 15, 2021): 71-83.
https://doi.org/10.19109/taqdir.v6i2.
6283.

Ahmad, Mawardi, Ismail Akzam, and Yenni
Yunita. "The Influence of Arabic
Language Class Programs at CELAD
Institutions on Student Mufrodat
(Vocabulary) Mastery." A/-Hikmab:
Journal of Religion and Science 16, no. 1
(September 17,  2019):  58-77.
https://doi.org/10.25299 /jaip.2019.v
ol16(1).2853.

Anjani, Diajeng Tiara, and Abd Rahman. "The
Effectiveness of Using the Duolingo
Application as an Educational Game-

Based Learning Media in Improving

Mastery of Arabic Vocabulary at
Maitreechit ~ Wittayathan ~ School."
Journal on Teacher Education 5, no. 3
(March 31, 2024): 280-87.
https://doi.org/10.31004 /jote.v5i3.26
981.

Aulia, Rambu, and M Thaib Rizki. "The Role
of Media in Muphrodat Learning" 1,
no. 2 (2021): 39-48.

Gazali, Munawir, and Made Ayu Pransisca.
"THE IMPORTANCE OF
MASTERING INFORMATION
AND COMMUNICATION
TECHNOLOGY LITERACY FOR
MADRASAH IBTIDAIYAH
TEACHERS IN  PREPARING
STUDENTS TO FACE THE
INDUSTRIAL REVOLUTION 4.0."
Scientific Journal of Global Education 2,
no. 1 (2021): 87-95.
https://doi.org/10.55681/jige.v2i1.76.

Hadi Mogavi, Reza, Bingcan Guo, Yuanhao
Zhang, Ehsan-Ul Haq, Pan Hui, and
Xiaojuan Ma. "When Gamification
Spoils Your Learning: A Qualitative
Case Study of Gamification Misuse in
a  Language-Learning App." In
Proceedings of the Ninth ACM Conference
on Learning (@ Scale, 175-88. New York
City NY USA: ACM, 2022

VOLUME 10, NOMOR 1, JANUARI 2025, AL-WIJDAN 91



https://doi.org/10.1145/3491140.352 Lahji, Salsabila. "Improving English Learning
8274. Motivation With the English App

Duolingo."  Morphology: ~ Journal — of

Hamzah, Imam Faisal. "Application of Self- _ _
Eduncation, Language, —Literature — and

Determinantion Theory to Public
Culture 2, no. 5 (July 30, 2024): 194—

Policy in the Industrial Era 4.0."

203.
Psisula: Periodic Proceed; Psychol
sioula: Periodic Proceedings of Pychology https://doi.org/10.61132/morfologi.v
1, no. 0 (6 January 2020): 66-73. .

2i5.947.
https://doi.org/10.30659/psisula.v1i0
.7691. Lovantika, Elsa. "The Application of the

Duolingo Application in Improving
Vocabulary Mastery of Grade VII
Students of SMPN 43 South Jakarta."
SINASTRA: Proceedings of the National

Hardiyanto, Muhammad Raihan Putra, Gitrif
Pahlevi, and Muhammad Fauzi
Nugroho. "The Influence  of

Duolingo App Features on Its . )
Seminar on Langnage, Arts, and Literature

1, no. 0 (4 October 2022): 478-80.
https://doi.org/10.30998 /sinastra.v1i

Popularity." Journal of Science, Reason,
and Application of Information Technology

3, no. 1 (December 10, 2023).

0.6124.
https://doi.org/10.20885/snati.v3il.2
8. Lyraa, Naomi, Fegie Yoanti Wattimena, Reni

Koibur, and Ellen Dolan. "The Use of

Kurniawan, Dady, Aray Faqith Ibrahim, Jaja , _
Mobile  Technology for English

Jaja, and Maya Dewi Kurnia. "Analysis . . )
Vocabulary Learning in Distance

of the Effectiveness of the Duolingo )
Education."  MENTARI  Journal:

Application as a Basic Level Bipa
Learning Media." The King's Robe:

Management, Education and Information

Technology 2, no. 2 (16 February 2024):
Journal of  Language, Literature, —and

154-62.
Teaching 3, no. 1 (April 20, 2024); 112—
caching 3, no- 1 (Aprl 20, 2024) htps://doi.org/10.33050/mentari.v2i
24,

2.485.

https://doi.org/10.30734/jr.v3i1.4128
Mafaza, Anita Maila. "MEDIA OF THE
MINISTRY OF AGRICULTURE
(KNOWLEDGE TRIP) TO

VOLUME 10, NOMOR 1, JANUARI 2025, AL-WIJDAN 92,



IMPROVE THE MASTERY OF
ARABIC ~ VOCABULARY  OF
ELEMENTARY SCHOOL
STUDENTS."  International Conference
of Students on Arabic Langnage 4, no. 0
(18 July 2020): 226—34.

Nadhifa, Khansa. "Redesign and evaluation of

Arabic games using prototyping and
heuristic  methods  case  study:
application of the coal game."
bachelor thesis, Library of the Faculty
of Science and Technology UIN
Jakarta, 2022.
https://tepository.uinjkt.ac.id/dspace

/handle/123456789/64957.

Niah, Siti and Pahmi. "The Utilization of

Duolingo to Improve the Speaking
and Listening Skills of Junior High
School Students in Pekanbaru." In
Proceedings of the International Conference
of CELSciTech 2019 - Social Sciences and
Humanities Track ICCELST-5S 20719).
Pekanbaru, Indonesia: Atlantis Press,
2019. https://doi.org/10.2991 /iccelst-
$s-19.2019.12.

Nyberg, Nora, Linnéa Svird, and Agnes

Aberg, Gamification i Duolingo : Vilka
aspekter bidrar mest till motivation?, 2023.
https://urn.kb.se/resolve?urn=urn:nb

n:se;umu:diva-208593.

Sons, Lovandri Dwanda, Siti Ro'thatul Janah,

and Siti Robiatun Adawiyah. "The
application of e-learning with the
Duolingo application to increase the
learning motivation of elementary
school students." Pendas Mahakam:
Journal of Elementary School Education
and Learning 9, no. 2 (July 13, 2024):
157-67.

Ratni, Ni Putu. "English Learning Based on

Freedom to lLearn in the Era of
Artificial Intelligence."
PROCEEDINGS OF THE
NATIONAL SEMINAR ON
TEACHER  TRAINING  AND
EDUCATION (SNKP) 2, no. 1 (29
July 2024): 336-43.

Ridwan, Ridwan, and A. Fajar Awaluddin.

"THE APPLICATION OF THE
SINGING METHOD IN
INCREASING THE MASTERY OF
MUFRADAT  IN  LEARNING
ARABIC LANGUAGE IN
RAODHATUL ATHFAL." Didactic:
Journal of Education 13, no. 1 (August
10, 2019): 56—67.
https://doi.org/10.30863/didaktika.v

13i1.252.

Rochim, Ahmad Abdul. " Artificial

Intelligence: Risks, Challenges and

VOLUME 10, NOMOR 1. JANUARI 2025, AL-WIJDAN 93



Wise Use in the Wotld of Education."
Anthropocene: Journal of Social Studies and
Humanities 3, no. 1 (January 29, 2024):
13-25.
https://doi.org/10.33830/antroposen.
v3i1.6780.

Ryan, Richard M. The Oxford Handbook of Self-
Determination Theory. Oxford University
Press, 2023.

Sorebo, Oystein, Hallgeir Halvari, Vebjorn
Flaata Gulli, and Roar Kiristiansen.
"The Role of Self-Determination
Theory in Explaining Teachers'
Motivation to Continue to Use e-
Learning Technology." Computers &
Education 53, no. 4 (December 2009):
1177-87.
https://doi.org/10.1016/j.compedu.2
009.06.001.

ZULVIKAR, ZULVIKAR. "THE USE OF
AL'AB LUGHAWIYAH
TECHNIQUE IN MUFRADAT
LEARNING TO IMPROVE THE

ARABIC SPEAKING
PROFICIENCY OF GRADE VIII
STUDENTS AT  MADRASAH
TSANAWIYAH TARBIYAH

ISLAMIYAH BATANG KABUNG."
Other, University of Muhammadiyah

West Sumatra, 2022.
http://eprints.umsb.ac.id/551/.

Endnotes

! Abdullah, Rahmi, and Walfaji, "The Formation of an
Arabic Language Environment to Develop Speaking
Skills."

2 Aulia and Rizki, "The Role of Media in Muphrodat
Learning."

3 Ahmad, Akzam, and Yunita, "The Influence of Arabic
Language Class Programs at CELAD Institutions on
Student Mufrodat (Vocabulary) Mastery."

4 Mafaza, "MEDIA MINISTRY (KNOWLEDGE
TRIP) TO IMPROVE THE MASTERY OF ARABIC
VOCABULARY FOR ELEMENTARY SCHOOL
STUDENTS."

5 Ridwan and Awaluddin, "THE APPLICATION OF
THE SINGING METHOD IN INCREASING
MUFRADAT MASTERY IN LEARNING ARABIC
LANGUAGE IN RAODHATUL ATHFAL."

¢ Rochim, "Attificial Intelligence."

7 Anjani and Rahman, "The Effectiveness of Using the
Duolingo Application as an Educational Game-Based
Learning Media in Improving Mastery of Arabic
Vocabulary at Maitreechit Wittayathan School."

8 Lovantika, "The Application of the Duolingo
Application in Improving Vocabulary Mastery of Grade
VII Students of SMPN 43 South Jakatta."

9 Gazali and Pransisca, "THE IMPORTANCE OF
MASTERING INFORMATION AND
COMMUNICATION TECHNOLOGY LITERACY
FOR MADRASAH IBTIDAIYAH TEACHERS IN
PREPARING STUDENTS TO FACE THE
INDUSTRIAL REVOLUTION 4.0."

10 Ryan The Oxford Handbook of Self-Determination Theory.

11 Tahji, "Improving English Learning Motivation With
the English App Duolingo."

2 ZULVIKAR, "THE USE OF AL'AB
LUGHAWIYAH TECHNIQUES IN MUFRADAT
LEARNING TO IMPROVE THE ARABIC
SPEAKING PROFICIENCY OF STUDENTS OF
CLASS VIII A AT MADRASAH TSANAWIYAH
TARBIYAH ISLAMIYAH BATANG KABUNG."

13 Ratni, "English Learning Based on Freedom to Learn
in the Era of Artificial Intelligence."

VOLUME 10, NOMOR 1, JANUARI 2025, AL-WIJDAN 94



14 Nadhifa, "Redesign and evaluation of Arabic
language games using prototyping and heuristic
methods of case studies."

15 Hardiyanto, Pahlevi, and Nugroho, "The Influence
of Duolingo App Features on Its Popularity."

16 Nyberg, Svird, and Aberg, Gamification i Duolingo.

17 Hamzah, "Application of Self-Determinantion
Theoty to Public Policy in the Industrial Era 4.0."

18 Putra, Janah, and Adawiyah, "The Application of E-
Learning with the Duolingo Application to Increase the
Learning Motivation of Elementary School Students."

19 Kurniawan et al., "Analysis of the Effectiveness of
the Duolingo Application as a Basic Level Bipa
Learning Media."

20 Lyraa et al, "The Use of Mobile Technology for
English Vocabulaty Learning in Distance Education."

2l Niah dan Pahmi, “The Utilization of Duolingo to
Improve the Speaking and Listening Skills of Junior
High School Students in Pekanbaru.”

22 Sorebo et al, "The Role of Self-Determination
Theory in Explaining Teachers' Motivation to Continue
to Use e-Learning Technology."

2 Hadi Mogavi et al., "When Gamification Spoils Your
Learning."

VOLUME 10, NOMOR 1, JANUARI 2025, AL-WIJDAN 95



