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This paper presents a well-designed and well-executed study that provides valuable insights into the potential benefits of

gamification for vocabulary learning. The researchers employed an innovative strategy by designing a gamified approach

using the Kahoot platform to enhance traditional vocabulary instruction. This is a timely and interesting study, as it

demonstrates the positive impact of gamification on student engagement and learning outcomes.

One of the paper's key strengths is the creation of online spaces where students can discuss vocabulary words, share

tips, and ask questions. This promotes collaboration and fosters a supportive learning environment, which is essential for

successful language acquisition. The study also highlights the benefits of personalized learning, as students used the

results from Kahoot quizzes to identify their strengths and weaknesses and then engaged in customized practice activities

based on areas where they needed improvement. The researchers also acknowledged students' progress and celebrated

their achievements in learning new vocabulary words, which is crucial for maintaining motivation and a positive learning

experience.

However, the study has some limitations. The sample size (only 54 students) is relatively small, which might limit the

generalizability of the findings to a broader population. A larger sample would provide more robust evidence and increase

confidence in the results. 

Despite these weaknesses, the paper makes a valuable contribution to the field of language learning research by

providing empirical evidence for the effectiveness of gamification in enhancing vocabulary acquisition. Future research

should address these limitations to further validate the findings and provide a more comprehensive understanding of the

role of gamification in improving vocabulary learning.
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