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Abstract: Language learners are always facing a daunting challenge when it comes to enriching their vocabulary knowledge. 

Vocabulary knowledge is not only seen as a room for expressing thoughts, but also helps with the foundation of 

language knowledge. Currently, there are a lot of mobile learning applications in the market equipped for all age 

groups. However, these applications come with some setbacks. The purpose of this study is to identify rooms for 

improvement with regards to educational application based on the reviews given by the users. Three Android 

applications from Playstore were investigated namely Words with Friend Classic, Word Search and Duolingo: 

Learn Languages Free. A total of 100 reviews were chosen from each applications to be studied. The reviews left 

by users were classified according to the latest drop down list dated from 15 January 2018 until 26 January 2018. 

Findings suggest that application developers can improvise the learning apps in terms of its technicality, word 

choices, and extrinsic compensation. This study is believed to assist educational application developers in 

improvising the current educational applications. 
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1 Introduction 
  
Language learners are always facing a daunting challenge when it comes to enriching their vocabulary knowledge. 

One of the major obstacles to vocabulary acquisition is the individual nature of growing one’s personal lexicon 

through personal reading. Additionally, learners also require extrinsic compensation in the form of a praise or 

reward to motivate them to work on an activity. Motivation plays a vital role in achieving the educational goals 

(Banisaeid & Huang, 2015). The awareness of vocabulary knowledge has led to practical studies focusing on 

effective vocabulary acquisition in both first and second language (Spencer et al, 2015). Vocabulary knowledge 

is not only seen as a room for expressing thoughts, but also helps with the foundation of language knowledge. 

There is a mutual agreement among researchers that knowing a word’s true meaning involves knowing the concept 

underlying the word (McKeown & Curtis, 2014). When a learner is trying to grasp the understanding of a new 

word, they must base it with prior knowledge for optimal learning. In the 21st century, learners are able to explore 

vocabulary knowledge through various platforms which also include mobile learning. Mobile learning permits 

learners the flexibility to learn wherever and whenever they want (Sandberg, Maris & Hoogendoorn, 2014). The 

widespread use of mobile devices (such as smartphones and tablets) has accelerated the development of mobile 

applications broadly called ‘apps’. These apps are commonly distributed through centralized platform such as 

Google Play Store (Android), Apple Store (iOS), Windows Store (Windows Phone), etc. The Google Play Store 

(the social market for Android apps) publishes 2.2 million apps (Statista, 2016).  

While the popularity of mobile apps keeps on increasing, the quality of these apps varies widely. Some issues 

arise for the end-users where frequently experience bugs and crashes with some apps installed on their devices; 

as reported by user feedback in the form of reviews (Khalid, Shihab, Nagappan & Hassan, 2015) and ratings. Not 

only that, some mobile applications do not highlight the most fundamental aspects of the application and their 

content is ineffectively delivered which influences users negatively (Hoehle & Venkatesh, 2015). Given the 

increasing competition in the mobile app ecosystem, improving the experience of users is a major goal for app 

developers. The severe competition in the app market challenges app developers to release high-quality apps for 

keeping popularity among users. Previous studies show that app users who encounter issues like crashes are likely 

to stop using the app and even look for alternatives (HP, 2015).  

Thus, this study aims to identify rooms for improvement with regards to educational application based on the 

reviews given by the users. Two objectives were considered for the purpose of data collection which include: 

 
1.1 to investigate users review on the selected educational application 
1.2 to identify the aspects that can be improved by the application developers. 
  

2   Methodology 

This study employed a qualitative content analysis looking into the user reviews from the Google Playstore. 

Three vocabulary applications from Google Playstore were investigated namely Words with Friend Classic, 

Word Search and Duolingo: Learn Languages Free. These applications were chosen because of the high ranking 

given by users and the top three appearing applications upon searching for the keyword: vocabulary application. 
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A total of 100 reviews were chosen from each applications to be studied. The reviews left by users were 

classified according to the latest drop down list dated from 15 January 2018 until 26 January 2018.               
                 
3     Findings and Discussion 
  
3.1. Words with Friend Classic application 

  
Table 1: Reviews on Words with Friend Classic application 

 
The table above illustrates the reviews given by Android users on Words with Friend Classic. It can be seen 

that most reviews were focusing on the technicality of the application. Forty-three percent users reviewed that the 

application were hindered by the various pop-up advertisement/banners. Online platforms such as social networks 

and mobile applications are able to offer free service mainly due to advertising in their virtual space 

(Magesh, Tamizhjyothi & Anandanatarajan, 2015). However, popup advertisements that appear when users are 

playing the game happens to be disturbing. Moreover, 22 percent users also commented that forced updates 

interrupted their usage of the application.  

Besides that, the reviews on language were also significant. Fifteen percent users reviewed that limited word 

choice either too simple or too difficult were their main obstacles. Five percent of the users also reviewed that the 

game does not accept some of the logical words given by the players. In addition, two percent of the users were 

concerned with the repetition of words, limited words for languages other than English and grammatical errors. 

Other than that, two percent of the users highlighted that they should be given some kind of animation 

graphics or badges upon winning the game as this will further increase their motivation in continuing to use the 

app. Motivation is regarded as the essential element of successful learning, as learners tend towards constant 

learning when motivated (Prensky, 2003a, 2003b).   

  

 

 

 

 

 

  

  

  

  

  

  

  

Words with Friend 

Classic 

Technicality Too much advertisement 43% 

Lagging 14% 

Forced updates 22% 

Language Repetition of words 2% 

Unaccepted logical words (the game does not 

accept it) 

5% 

Limited word choice (too simple or too difficult 

words) 

15% 

Limited words for languages other than English 2% 

Grammatical errors 2% 

  

Extrinsic Compensation Animation after winning 2% 

 

https://onlinelibrary.wiley.com/doi/full/10.1111/jcal.12088#jcal12088-bib-0048
https://onlinelibrary.wiley.com/doi/full/10.1111/jcal.12088#jcal12088-bib-0049
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3.2. Word Search application 

 

 
Table 2. Reviews on Word Search application 

  

 

 
 

 

 

 

The table above indicates reviews left by users who highlighted the aspects of technicality and extrinsic 

compensation. Similarly, with the first application, 12 percent of Word Search users said that there were too many 

advertisements appearing while they were attempting to search for the words. Additionally, 10 percent of the users 

mentioned that they were discouraged to continue playing because they were not able to view their scoreboard.  
 

3.3   Duolingo: Learn Languages Free application 
 

Table 3. Reviews on Duolingo: Learn Languages Free application 

  

For Duolingo, half of the user reviews highlighted the aspect of language where 50 percent of the them were 

dissatisfied with the limited words for languages other than English. Since the nature of Duolingo is 

multilingual, users expected an equal number of word choices for all the available languages in the application.  

Only 5 percent reviews indicated that there were some grammatical errors which influenced the answer options. 

Additionally, 15 percent of the users reviewed that they wanted feedback with detailed explanation. Despite the 

fact that Duolingo offers instant feedback to its users after each task (Munday, 2016) and goes beyond basic 

multiple choices (Garcia, 2013), it is only limited to certain languages particularly English. Moreover, users 

would want to have a clear clarification on the incorrect answers so that they can improve on their vocabulary 

knowledge and language proficiency. Besides that, users were also concerned with the technical aspect of 

Duolingo with 38 percent of the reviews were on the narration of the speakers which did not tally with the 

performed task. 33 percent of them highlighted on unclear audio for the listening section. Both of these aspects 

would disrupt learning process due to misinterpretation.  

                                              
4    Conclusion 
  
The study concludes that the chosen educational applications were found to be helpful for language learning 

particularly for vocabulary enhancement. However, there are some room of improvements for the app developers 

to take action. The reviews left by users indicate that the rooms of improvement can be done in terms of its 

technicality which serves as a foundation for any mobile application, the language aspect which may interrupt 

 

Word Search 

Technicality Too many advertisements 12% 

Extrinsic Compensation Cannot check scoreboard 10% 

 

 

  

  

  

  

  

  

  

Duolingo: Learn Languages 

Free 

 

Technicality 

  

Lagging 30%  

Unclear audio for listening section 33% 

Narration not synced with performed task 38% 

 

Language 

  

Limited words for languages other than 

English 

50% 

Grammatical errors 5% 

Extrinsic Compensation Feedback with detailed explanation 15% 
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language learning and also in the aspect of extrinsic compensation which can influence users’ motivation to keep 

on playing a particular application.  

 

 It is important for application developers to take action in order to ensure the visibility and acceptability of 

their applications in the future.  This current study has presented the findings of rooms for improvement through 

Playstore application reviews. For future research, it is recommended to extend this effort by doing a comparison 

between more applications as well as to do analyse reviews left by both Android and IOS users. This is to ensure 

that a more comprehensive overview can be done to help application developers improve their products. 
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