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Abstract

Language learners now have a variety of options for interacting with new
languages because to the quick development of digital tools and internet
resources. With their increased accessibility, involvement, and engagement,
digital platforms like virtual classrooms, online communities, and language-
learning applications have completely changed the way that languages are
taught and learned. With an emphasis on learner motivation, engagement, and
competency development, this study examines how various digital technologies
affect second language acquisition (SLA). This study examines the benefits and
drawbacks of several digital tools for fostering language acquisition and long-
term engagement using a mixed-methods approach that incorporates
qualitative questionnaires and language performance analysis. The results show
that although digital tools have many benefits, such as fast feedback and
individualized learning routes, issues like student motivation and the possibility
of passive consumption need to be addressed. The study comes to the conclusion
that digital tools can greatly improve learner engagement and the acquisition
process when properly incorporated into language training.

Keywords: Second language acquisition (SLA), digital tools, online resources,
language learning apps, learner engagement, motivation.

Introduction
The emergence of digital technologies and online resources has completely
changed the language learning landscape by providing learners with previously
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unheard-of chances to interact with language in creative and approachable
ways. Digital platforms that provide interactive and customized learning
experiences are increasingly supplementing or even replacing traditional
language learning techniques like in-person training, textbooks, and classroom-
based learning (Gee, ]J. P. 2003). Online forums, virtual classrooms, and language
learning applications like Duolingo and Babbel are examples of digital
technologies that are thought to greatly improve learner engagement, boost
motivation, and facilitate personalized learning routes. But even though these
online resources are becoming more and more popular, their overall influence
on language learning is still intricate and varied. Numerous scholars have
contended that digital tools provide numerous advantages; nonetheless, others
have questioned their effectiveness in attaining profound and long-lasting
language mastery (Godwin-Jones, 2017). By examining the ways in which digital
tools affect student motivation, engagement, and language proficiency, this
research aims to investigate the effects of these tools on language acquisition
(Wang, Y., & Cheng, L. 2020). In order to shed light on the importance of
engagement in language learning and the difficulties of guaranteeing meaningful
connection with the language, the study uses a mixed-methods approach to
investigate the advantages and disadvantages of various digital technologies in
supporting second language acquisition (SLA).

Literature Review

A growing body of literature has examined the role of digital tools in second
language acquisition, with particular focus on their potential to facilitate access
to language input, provide authentic communication opportunities, and enhance
learner autonomy. These tools encompass mobile applications, language
learning platforms, virtual classrooms, and online communities. One major area
of interest is the intersection of technology and learner motivation, particularly
in how digital tools engage learners in more dynamic, interactive, and
personalized ways (Stockwell, 2010).

Constructivist and sociocultural learning theories have frequently been used to
analyze the use of digital tools in language learning. According to constructivist
theories, which were put out by Piaget (1972) and Vygotsky (1978), learning
happens best when students actively create knowledge through interactions
with their peers and surroundings. According to this viewpoint, learners can
interact with the language in real-world contexts through digital tools, especially
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those that incorporate gamification or peer-to-peer contact. For example,
Duolingo transforms learning into a journey of accomplishment and discovery
using gamified structures, which boost motivation by offering instant rewards
(Vesselinov & Grego, 2012).

On the other hand, Vygotsky's Sociocultural Theory (SCT) emphasizes the
importance of social contact and communication in language development.
Online platforms such as iTalki and HelloTalk align well with SCT by offering
learners opportunities to interact with native speakers in real-time. Through
these exchanges, students can practice using the language in real-world
situations, which is essential for improving their fluency and cultural awareness.
By showing how platforms that promote real-world communication might
result in higher learner engagement and linguistic outcomes, Wang & Cheng
(2020) provide additional evidence in favor of this assertion.

One major component of many digital language learning aids is gamification,
which includes adding features of games—such as points, levels, and rewards—
into educational situations to boost motivation and engagement (Gee, 2003).
Gamification is used by apps like Duolingo and Memrise to create dynamic
learning environments where challenges and instant feedback inspire students.
According to studies, gamification can encourage regular practice, which is
essential for language acquisition (Godwin-Jones, 2017). It is countered,
nevertheless, that gamified learning might not equally address all language
skills, especially when it comes to developing advanced speaking and writing
skills (Reinders, 2017).

Methods

Using a mixed-methods approach, the study looks at how digital technologies
affect language learning and learner engagement by combining quantitative and
qualitative data. This approach makes it possible to fully comprehend how
students use digital resources and how it affects their language skills.
Participants:

120 volunteers in all, ranging in age from 18 to 45, were chosen from a
university's language department. The participants’ levels of language
proficiency varied; some were total novices, some were intermediate, and some
were experienced English as a second language (ESL) learners. Based on their
preferred primary tool, the participants were split into three groups: Memrise
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(a language software with a spaced repetition method), iTalki (a language
exchange platform), and Duolingo (a gamified program).

1. Quantitative Data. To gauge progress in the four main language domains of
speaking fluency, grammar, listening comprehension, and vocabulary retention,
participants took a pre- and post-assessment. To measure participants' language
skills, the tests employed standardized instruments like the Vocabulary Levels
Test and the TOEFL Practice Test. Before and after a six-week study period
during which individuals only used the digital tools, these exams were given.

2. Qualitative Data. A subgroup of 30 participants participated in a series of
semi-structured interviews in addition to the assessments. The purpose of these
interviews was to find out how participants felt about using the resources, how
motivated they were to keep studying, and what difficulties they ran into.
Interviews also looked at how the students felt about these digital resources’
ability to encourage language use and improve their overall educational
experience.

3. Learning Analytics. To get insight into the behavior of the learners, learning
statistics were gathered for each tool, including time spent on the platform,
frequency of use, and task completion rates. Active participation and gains in
language proficiency were correlated using these analytics.

4. Observation. A small sample of language teachers was seen integrating digital
resources into their classrooms in addition to questionnaires and interviews.
The main focus of the observations was on how these resources impacted
students' participation in class and supported conventional education.

Results

With an emphasis on vocabulary, grammar, speaking fluency, and listening
comprehension, the data analysis showed clear trends in the efficacy of various
digital tools for language learning.

Acquiring vocabulary and learning grammar

Students that used Memrise and Duolingo showed notable gains in their ability
to learn grammar and retain vocabulary. Both applications used contextual
learning and spaced repetition algorithms, which helped users remember new
words over time. The gamified components of Duolingo, such levels and
incentives, were especially successful at sustaining motivation, which increased
practice consistency and engagement. Although these tools were successful in
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strengthening grammar structures, they did not provide a thorough emphasis
on contextual grammar application, which limited learners' capacity to employ
grammar structures naturally in conversation.

Speaking Fluency

According to the data analysis, speaking fluency improved the greatest among
iTalki trainees. Real-time communication with local speakers made it possible
to receive prompt, focused criticism that addressed grammatical and
pronunciation mistakes in context. This finding emphasizes the value of
communicative language practice, in which students actively participate in
everyday conversations to help them internalize intricate linguistic patterns. In
contrast to Duolingo and Memrise, which mostly concentrate on receptive skills,
iTalki's interactive lessons encouraged the development of accurate,
spontaneous speech by encouraging productive language use.

Listening Comprehension

Both iTalki and Duolingo had a big influence on listening comprehension, but
iTalki was more successful. While iTalki provided more nuanced exposure to
real spoken language in a variety of circumstances, Duolingo's audio-visual
exercises assisted learners in becoming acquainted with a variety of accents and
everyday phrases. Students who interacted with native speakers expressed
greater assurance in their ability to comprehend a variety of speech patterns and
colloquial language.

Engagement and Motivation

Particularly for novices, Duolingo's gamification elements were very successful
at maintaining motivation. Students valued Duolingo's methodical yet adaptable
approach, which promoted regular practice with instant rewards. However,
because the individualized instruction and candid teacher feedback created a
stronger sense of connection to the learning process, students in the iTalki group
demonstrated higher levels of engagement in long-term language learning.

Discussion

According to the study's findings, digital technologies can have a positive impact
on a number of second language acquisition components, most notably listening
comprehension, grammar, and vocabulary retention. However, it seems that the
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kind of tool being used determines how effective they are. Due to its focus on
real-world engagement with local speakers, iTalki shown better outcomes in
developing speaking fluency than Duolingo and Memrise, which were more
effective for vocabulary acquisition.

Additionally, although digital technologies offer many benefits, such as
accessibility and flexibility, they often pose difficulties, especially when it comes
to involving students in all facets of language learning. Some tools' dearth of
speaking practice points to the need for more complete platforms that combine
receptive and productive language skills.

While individualized, one-on-one conversations, like those on iTalki, have been
demonstrated to produce deeper engagement and maintained motivation,
gamification and instant feedback, as demonstrated with Duolingo, encouraged
motivation in terms of engagement. This implies that digital tools that
incorporate gamification, spaced repetition, and genuine communication are the
most successful.

Conclusion

This study intends to add to the expanding corpus of research on the effects of
digital technologies and online resources on second language acquisition by
thoroughly examining them. The results imply that although digital tools like
Duolingo, Memrise, and iTalki provide a number of advantages, such as
enhanced engagement and customized learning pathways, they also pose
difficulties, especially when it comes to achieving advanced competency and
speaking fluency. The necessity of a well-rounded, interactive learning
environment that prioritizes both receptive and productive abilities is
highlighted by this study, which also underscores the significance of
incorporating digital resources into a more comprehensive, communicative
approach to language acquisition.
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