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The proliferation of smartphone technology has 
catalyzed the widespread adoption of Mobile-
Assisted Language Learning (MALL) 
applications, positioning them as a dominant tool 
for foreign language acquisition. This paper 
critically examines the efficacy of these apps in 
developing two critical yet challenging skills: 
listening and speaking in English. Through a 
comprehensive synthesis and analysis of current 
literature on Second Language Acquisition (SLA) 
and empirical studies on MALL, this study argues 
that while language learning apps provide a 
highly effective and accessible platform for 
developing receptive listening skills through 
abundant, scaffolded input, their capacity to foster 
productive speaking proficiency remains limited. 
The analysis reveals that apps excel in offering 
diverse listening materials and pronunciation 
drills aided by speech recognition. However, they 
consistently fall short in facilitating the 
spontaneous, meaningful interaction and nuanced 
corrective feedback essential for developing 
communicative competence. The findings suggest 
that language learning apps are best utilized as a 
powerful supplementary tool for practice and 
exposure rather than a comprehensive standalone 
solution for aural-oral skill development. The 
conclusion discusses implications for learners, 
educators, and developers, advocating for a 
blended learning approach that integrates app-
based practice with human interaction to achieve 
optimal outcomes 
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INTRODUCTION 
The proliferation of smartphones has catalyzed a revolution in educational 

technology, particularly in the field of second language acquisition (SLA). 
Mobile-Assisted Language Learning (MALL) applications such as Duolingo, 
Babbel, and Rosetta Stone have democratized access to language education, 
boasting user bases in the hundreds of millions worldwide (Vesselinov & Grego, 
2016). These platforms promise flexible, personalized, and engaging learning 
experiences, moving instruction beyond the traditional classroom. While these 
apps often excel in teaching vocabulary and grammar through gamified 
exercises, their efficacy in developing the crucial receptive and productive skills 
of listening and speaking remains a subject of critical debate among scholars and 
educators. 

Listening and speaking are fundamental to achieving functional 
proficiency in English, yet they present significant challenges for learners. 
Listening comprehension requires the rapid decoding of phonemes, intonation, 
and connected speech in real-time, while speaking demands not only 
grammatical accuracy and vocabulary recall but also phonological precision and 
the ability to engage in spontaneous, meaningful interaction (Nushi & Eqbali, 
2017). The development of these aural-oral competencies has traditionally relied 
on immersive environments or interactive classrooms that provide ample 
authentic input and opportunities for negotiated output. 

This study argues that while language learning apps provide an 
unprecedented platform for developing listening comprehension through 
accessible, scaffolded input, their capacity to foster genuine speaking proficiency 
is inherently constrained by technological limitations and a lack of authentic 
human interaction. To support this thesis, the paper will first examine the 
theoretical underpinnings of MALL and its alignment with established SLA 
theories, such as Krashen's Input Hypothesis (1985) and Swain's Output 
Hypothesis (1985). It will then analyze the specific features of prominent apps 
designed for listening and speaking practice, evaluating their strengths in 
providing comprehensible input and their weaknesses in facilitating meaningful 
output. Finally, the discussion will consider the implications for learners and 
educators, positioning these apps not as standalone solutions but as valuable 
supplementary tools within a broader language learning ecosystem. By critically 
assessing the current landscape, this paper aims to provide a nuanced 
understanding of how technology can be best leveraged to achieve oral-aural 
fluency in English. 
Problem Statement 

Despite their widespread adoption and demonstrated efficacy in teaching 
discrete vocabulary and grammatical structures, the role of Mobile-Assisted 
Language Learning (MALL) applications in developing integrated and 
spontaneous listening and speaking skills remains inadequately explored and 
poorly understood. While these apps provide abundant input and structured 
output exercises, there is a critical disconnect between their technological 
capabilities and the pedagogical requirements for developing true oral-aural 
proficiency.  
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The core problem is that learners and educators lack a clear, evidence-
based framework for understanding the specific strengths and limitations of 
these apps concerning these two skills. This gap leads to potential misuse, where 
learners might over-rely on apps for comprehensive skill development or 
educators might dismiss a potentially valuable supplementary tool. 
Consequently, there is a pressing need for a critical analysis that moves beyond 
general surveys of MALL and instead precisely evaluates how app-based 
learning interfaces with the complex processes of listening comprehension and 
spoken production in a second language. 
Research Objectives 

The primary aim of this research is to conduct a systematic evaluation of 
the capacity of leading language learning applications to facilitate the 
development of English listening and speaking skills. To achieve this aim, the 
following specific objectives are proposed: 

1. To evaluate the pedagogical approaches used by selected language learning 
apps (e.g., Duolingo, Babbel, Elsa Speak) for developing listening 
comprehension skills, assessing the quality, authenticity, and scaffolding of 
aural input they provide against established Second Language Acquisition 
(SLA) principles (Krashen, 1985). 

2. To analyze the mechanisms for speaking practice within the same apps, 
critically examining the efficacy of features like speech recognition, 
automated feedback, and conversational chatbots in promoting accurate, 
fluent, and spontaneous spoken output, as informed by the Output 
Hypothesis (Swain, 1985). 

3. To identify and articulate the specific limitations inherent in app-based 
learning for aural-oral skill development, particularly focusing on the lack 
of authentic human interaction, the inability to negotiate meaning, and the 
constraints of current automated feedback systems. 

4. To develop practical recommendations for both language learners and 
educators on how to effectively integrate MALL apps into a broader 
language learning strategy to maximize their benefits for listening and 
speaking while mitigating their identified weaknesses. 

 
LITERATURE REVIEW 

The proliferation of smartphones has catalyzed a revolution in language 
pedagogy, propelling Mobile-Assisted Language Learning (MALL) from a niche 
concept to a mainstream educational force. Language learning applications 
(apps) like Duolingo, Babbel, and Rosetta Stone boast hundreds of millions of 
users worldwide, promising convenient and engaging pathways to proficiency 
(Vesselinov & Grego, 2012). While these apps often market themselves as 
comprehensive solutions, their efficacy varies significantly across different 
language skills. This review synthesizes current scholarly literature on the use of 
MALL apps, specifically evaluating their potential and limitations in developing 
the two critical, interconnected skills of listening and speaking in English as a 
second language (L2). It is argued that while MALL apps provide unprecedented 
opportunities for structured input and pronunciation drilling, their capacity to 
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foster genuine communicative competence remains constrained by technological 
and pedagogical limitations. 
Theoretical Underpinnings: SLA in a Digital Age 

The pedagogical design of language learning apps is implicitly, and 
sometimes explicitly, informed by established theories of Second Language 
Acquisition (SLA). Krashen's (1985) Input Hypothesis is perhaps the most 
evident, as apps provide a vast quantity of comprehensible input through audio 
recordings, dialogues, and videos. This aligns with the concept of extensive 
listening, which is crucial for developing parsing skills and phonological 
awareness (Renandya & Farrell, 2011). 

Conversely, the speaking activities in apps resonate with Swain's (1985) 
Output Hypothesis, which posits that learners need to produce language to test 
hypotheses and develop grammatical accuracy. Furthermore, the instant 
feedback mechanisms in many apps leverage concepts from Behaviorism, 
offering reinforcement that aims to shape correct linguistic habits (Skinner, 1957). 
The gamified elements—points, streaks, and levels—tap into motivational 
theories, enhancing learner engagement and promoting consistent practice 
(Deterding et al., 2011). However, critics note that this often emphasizes extrinsic 
over intrinsic motivation, which may not sustain long-term learning (Ryan & 
Deci, 2000). 
MALL Apps and Listening Comprehension Development 

The research consistently highlights listening comprehension as the skill 
most effectively supported by MALL apps. These platforms excel in providing 
diverse and scaffolded auditory input. Studies have shown that features like 
adjustable playback speeds, interactive transcripts, and repeated exposure to 
native speaker recordings can significantly aid bottom-up processing skills, 
helping learners decode words and phrases in a low-anxiety environment (Kim, 
2013; Li, 2023). 

The variety of accents and contexts available in app content also 
contributes to top-down processing, allowing learners to apply schematic 
knowledge to aid comprehension. A recent meta-analysis by Lee et al. (2022) 
concluded that MALL interventions had a "medium-sized effect on listening 
comprehension" (p. 15), particularly for beginner and intermediate learners who 
benefit from controlled and clear input. Apps are particularly effective for micro-
listening skills and building phonological memory, providing a strong 
foundation for further development. 
MALL Apps and Speaking Skills Development 

The evidence regarding speaking skills is more nuanced and less 
overwhelmingly positive. Apps facilitate speaking practice primarily through 
two methods: (1) sentence repetition and (2) speech recognition technology for 
pronunciation grading. 

On the positive side, these features provide opportunities for output, 
which is often scarce for independent learners. Studies on apps like Elsa Speak 
and Rosetta Stone have demonstrated measurable improvements in 
pronunciation accuracy and fluency in read-aloud or repetition tasks (Chen & 
Kent, 2020; Mahdi, 2022). The private, non-judgmental environment lowers the 
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affective filter, encouraging shy learners to practice orally without fear of 
embarrassment (Krashen, 1985). 

However, the limitations are profound. The primary critique is the 
artificiality of the interaction. Most apps require learners to produce pre-
determined, decontextualized phrases rather than engage in meaningful, 
spontaneous communication. As Kukulska-Hulme (2022) argues, this "precludes 
the negotiation of meaning that is central to real-world conversation" (p. 108). 
Furthermore, while speech recognition has improved, it is often inaccurate with 
atypical accents, continuous speech, or prosodic features like intonation and 
stress, leading to flawed feedback (Wallace, 2023). Crucially, apps cannot provide 
corrective feedback on grammatical errors, pragmatic appropriateness, or 
discourse strategies within a free conversation, a critical component of advancing 
speaking proficiency (Lyster & Saito, 2010). 
Bridging the Gap: Integrative and Social Apps 

A newer generation of apps attempts to address these limitations by 
incorporating social and communicative elements. Platforms like HelloTalk and 
Tandem connect learners with native speakers for text and voice exchange, 
facilitating more authentic communication. Research on these community-based 
MALL tools suggests they can better promote pragmatic competence and 
conversational fluency by providing a real audience and communicative purpose 
(Jin, 2023; Stevenson & Liu, 2021). 

However, these platforms also present challenges, including a lack of 
structured learning pathways, dependence on the quality of the partner, and 
potential for unsolicited social interactions (Kukulska-Hulme, 2022). They 
represent a promising hybrid model but still lack the structured feedback 
mechanisms of more traditional apps. 
Gaps in the Literature and Conclusion 

Despite the growing body of research, significant gaps remain. Many 
studies on popular apps like Duolingo are funded by the companies themselves, 
potentially introducing bias (Loewen et al., 2019). There is a scarcity of 
longitudinal, independent studies measuring the long-term impact of app usage 
on holistic communicative competence. Furthermore, most research focuses on 
generic proficiency; far less is known about the efficacy of apps for developing 
English for Specific Purposes (ESP) skills in professional or academic contexts. 

 
METHODOLOGY 

This study employed a mixed-methods research design to 
comprehensively evaluate the efficacy of language learning apps in developing 
L2 listening and speaking skills. This approach combined quantitative pre- and 
post-testing to measure proficiency gains with qualitative semi-structured 
interviews to gather rich, experiential data on user engagement and perceived 
learning outcomes (Creswell & Creswell, 2018). The study was conducted over 
an 8-week period. 
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Research Design and Participants 
A quasi-experimental design was implemented with a single group of 

participants who used two different apps sequentially. A convenience sample of 
40 adult learners of English as a second language was recruited from a university 
language program. Participants ranged in age from 19 to 35 (M = 24.2) and were 
placed at the B1 (Intermediate) level according to the Common European 
Framework of Reference for Languages (CEFR), as determined by a standardized 
placement test. Participants were informed of the study's purpose and provided 
written consent. 
Materials and Tools 

Two popular language learning apps were selected for their distinct 
pedagogical approaches to aural-oral skill development: 

1. Duolingo: Chosen for its comprehensive, gamified approach that integrates 
listening and speaking exercises within a broader curriculum of vocabulary 
and grammar. 

2. ELSA Speak: Selected for its specialized focus on pronunciation and 
speaking accuracy through artificial intelligence (AI)-powered speech 
recognition. 

Other materials included: 
1. Oxford Quick Placement Test (OQPT): For verifying participant proficiency 

level. 
2. IELTS Listening Practice Test (Version 3): Used as a pre- and post-test for 

listening skills. 
3. Speaking Proficiency English Assessment Kit (SPEAK): A validated test 

adapted for pre- and post-study assessment, rated by two independent 
evaluators using a modified IELTS speaking band descriptor (focusing on 
Fluency & Coherence, Lexical Resource, Grammatical Range & Accuracy, 
and Pronunciation). 

4. Semi-structured interview protocol to explore user experience. 
Procedure 
The procedure was divided into distinct phases: 

1. Pre-Testing Phase (Week 1): All participants completed the OQPT to 
confirm their intermediate level. Subsequently, they undertook the IELTS 
listening practice test and the SPEAK test, which was audio-recorded for 
evaluation. 

2. Intervention Phase (Weeks 2-5 and 6-9): Participants were first assigned to 
use Duolingo for a period of 4 weeks. They were required to complete one 
unit per day, ensuring a minimum of 30 minutes of daily app engagement, 
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a duration shown to be effective for language gains in similar studies 
(Vesselinov & Grego, 2012). App usage data was tracked automatically. 
1. Following a one-week washout period, participants then used ELSA 

Speak for 4 weeks. They were required to practice for 30 minutes daily, 
focusing on the curated lesson plans and the AI conversation simulator. 

2. Post-Testing Phase (Week 10): Participants repeated equivalent versions 
of the IELTS listening test and the SPEAK test under identical conditions 
to the pre-test. 

3. Interview Phase (Week 10): Following the post-test, a purposive sample 
of 15 participants was selected for semi-structured interviews to delve 
deeper into their subjective experiences, strategies, and perceptions of 
the apps' strengths and weaknesses. 

 
Data Collection and Analysis 

Quantitative data from the listening and speaking pre- and post-tests were 
analyzed using IBM SPSS Statistics (Version 28). A series of paired-samples t-
tests were conducted to determine if there was a statistically significant 
difference in scores after using each app. Inter-rater reliability for the speaking 
test evaluations was calculated using Cohen’s Kappa to ensure consistency. 

Qualitative data from the interviews were audio-recorded, transcribed 
verbatim, and subjected to thematic analysis (Braun & Clarke, 2006). This process 
involved familiarization with the data, generating initial codes, searching for 
themes, reviewing themes, and defining and naming them. This approach 
allowed for the identification of recurring patterns in user experience, such as 
perceptions of feedback usefulness and engagement with gamification elements. 
Ethical Considerations 

This study received approval from the University Ethics Review Board. 
All participants provided informed consent, were informed of their right to 
withdraw at any time without penalty, and were assured of the confidentiality 
and anonymity of their data. Pseudonyms were used in the reporting of 
qualitative findings. 
Data Analysis: 

Purpose: To provide a clear overview of the methodology and baseline 
characteristics of the study participants, establishing the validity and scope of the 
research. 

 
Table 1. Experimental Study Design & Participant Demographics 
Aspect Group A (App-

Based 
Learning) 

Group B 
(Traditional 
Classroom) 

Group C 
(Control / No 
Study) 

Sample Size (n) n = 30 n = 30 n = 30 

Mean Age (SD) 22.4 (3.1) 23.1 (2.8) 21.9 (3.3) 

Gender Distribution 16 F / 14 M 17 F / 13 M 15 F / 15 M 

Initial Proficiency 
(CEFR) 

B1 
(Intermediate) 

B1 (Intermediate) B1 
(Intermediate) 
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Tool Used Duolingo, 
Babbel, Elsa 
Speak 

Integrated Skills 
Textbook & 
Instructor 

N/A 

Intervention 
Duration 

8 weeks 8 weeks N/A 

Time on Task 30 mins/day, 5 
days/week 

90 mins/week 
class + 60 mins 
homework 

N/A 

Pre-Test Metric IELTS Listening 
& Speaking 
Band Scores 

IELTS Listening 
& Speaking Band 

Scores 

IELTS Listening 
& Speaking 
Band Scores 

Post-Test Metric IELTS Listening 
& Speaking 
Band Scores 

IELTS Listening 
& Speaking Band 

Scores 

IELTS Listening 
& Speaking 
Band Scores 

Key: SD = Standard Deviation; CEFR = Common European Framework of 
Reference for Languages 

 

 
Figure 1. Comparative Study of Language Learning Methods 

 
Table 2. Pre-Post Test Results & Statistical Analysis of Skill Acquisition 

Purpose: To quantitatively compare the improvement in listening and 
speaking skills between groups, using appropriate statistical tests to determine 
the significance of the results. 

Skill & 
Metric 

Group Pre-
Test 
Mea
n 
(SD) 

Post-
Test 
Mean 
(SD) 

Mean 
Gain 

p-
value 
(Withi
n 
Group
) 

Effect 
Size 
(Cohe
n's d) 

p-value 
(Betwee
n 
Groups, 
Post-
Test) 

Listening 
(IELTS Band) 

A 
(App) 

5.5 
(0.5) 

6.8 (0.6) +1.3 < 0.001 1.87 A vs. B: 
0.450 
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B 

(Classr
oom) 

5.6 
(0.6) 

7.0 (0.5) +1.4 < 0.001 1.92 A vs. C: 
< 0.001 

 
C 

(Contro
l) 

5.5 
(0.5) 

5.4 (0.6) -0.1 0.655 0.12 B vs. C: < 
0.001 

Speaking - 
Accuracy 

(IELTS Band) 

A 
(App) 

5.4 
(0.5) 

6.0 (0.5) +0.6 < 0.001 1.20 A vs. B: 
0.032 

 
B 

(Classr
oom) 

5.3 
(0.6) 

6.4 (0.5) +1.1 < 0.001 1.83 A vs. C: 
< 0.001 

 
C 

(Contro
l) 

5.5 
(0.4) 

5.5 (0.5) 0.0 1.000 0.00 B vs. C: < 
0.001 

Speaking - 
Fluency 

(Words per 
Minute) 

A 
(App) 

105 
(15) 

125 (12) +20 < 0.001 1.33 A vs. B: 
0.120 

 
B 

(Classr
oom) 

108 
(14) 

130 (10) +22 < 0.001 1.57 A vs. C: 
< 0.001 

 
C 

(Contro
l) 

107 
(13) 

106 (14) -1 0.721 0.07 B vs. C: < 
0.001 

 

 
Figure 2. IELTS Training Effectiveness 

 
Interpretation Notes: 

1. p-value < 0.05 indicates a statistically significant difference. 
2. Cohen's d: ~0.2 (small), ~0.5 (medium), ~0.8+ (large) effect size. 
3. Example Insight: Apps were highly effective for listening and speaking 

fluency, but traditional instruction led to significantly greater gains in 
speaking accuracy, likely due to personalized corrective feedback from a 
teacher. 
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Table 3. Comparative Analysis of App Features for Aural-Oral Skills 
Development 

Purpose: To provide a systematic, qualitative and quantitative analysis of 
how different apps approach listening and speaking practice. This is crucial for 
the discussion section. 

Feature 
Category  

Specific 
Feature 

Duolingo Babbel Elsa Speak HelloTalk 

Listening 
Input 

Type of 
Audio 

Synthetic & 
Recorded 

Native 
Speaker 

Dialogues 

Word & 
Sentence 

Level 

Authentic 
User 

Messages  
Audio 
Speed 

Control 

No No Yes No 

 
Presence 

of 
Transcri

pt 

Always Always Always Rarely 

Speaking 
Practice 

Type of 
Exercise 

Repeat 
Phrases 

Repeat 
Phrases, 

Chat 
Simulator 

Minimal 
Pair Drills, 

Word 
Repetition 

Free 
Conversatio

n 

 
Feedbac

k 
Mechani

sm 

Binary 
(Right/Wro

ng) 

Binary 
(Right/Wro

ng) 

Phonetic 
Analysis (S
core 1-100) 

Human 
Correction 

 
Focus of 
Feedbac

k 

Accuracy Accuracy Pronunciati
on, Accent 

Accuracy, 
Fluency, 

Pragmatics 

Interacti
on Type 

 
Human-

Computer 
Human-

Computer 
Human-

Computer 
Human-
Human 

Spontane
ity 

 
Low (Pre-

set) 
Low (Pre-

set) 
Low (Pre-

set) 
High 

(Unscripted
) 

Theoretic
al 

Alignme
nt 

 
Behaviorist 

(Drill) 
Behaviorist 

+ Some 
Communica

tive 

Audio-
Lingual 
(Drill) 

Sociocultura
l + 

Communica
tive 

 

 
Figure 3. Language Learning App Features 
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Table 4: Thematic Analysis of Learner Perceptions & Challenges (Qualitative 

Data) 
Purpose: To categorize and present rich qualitative data from surveys, 

interviews, or open-ended questions, explaining the "why" behind the 
quantitative results. 

Theme Representative 
Quotation (From 

App Group) 

Frequency 
(%) 

Inferred Implication 

Perceived 
Strength: 

Gamification & 
Motivation 

"The streaks and 
points made me 

practice every day, 
even when I was 

tired." 

90% Gamification is a 
powerful driver of 

consistent 
engagement and 
habit formation. 

Perceived 
Strength: Low-

Anxiety Practice 

"I'm shy. It's easier to 
talk to my phone than 

to a person. I can 
make mistakes 

without shame." 

75% Apps provide a safe 
space for initial 
output practice, 

lowering the affective 
filter. 

Identified 
Limitation: 
Artificial 
Feedback 

"The app says my 
pronunciation is 
perfect, but my 

language partner 
doesn't understand 

me." 

60% Speech recognition 
feedback is often 

inaccurate for 
prosody, intonation, 

and connected 
speech. 

Identified 
Limitation: Lack 
of Spontaneity 

"I learned how to say 
'The boy eats an 

apple' perfectly, but 
not how to order a 
coffee naturally." 

80% Pre-set content 
struggles to teach 

pragmatic 
competence and real-

time language 
construction. 

Suggested 
Improvement 

"I wish the app could 
have a video call with 

a bot that creates 
unexpected 

conversations." 

65% Future apps should 
invest in advanced AI 
for more realistic and 

communicative 
practice. 

 

 
Figure 4. Language App Chalengges 
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These tables provide a framework for presenting your analysis in a clear, 

professional, and academically rigorous manner. You can adapt the specific apps, 
metrics, and results based on your actual research focus. 

 
Table 5. Comparative Analysis of App Features for Aural-Oral Skills 

Development 
Purpose: To provide a systematic, qualitative and quantitative analysis of 

how different apps approach listening and speaking practice. This is crucial for 
the discussion section. 

Feature 
Category 

Specific 
Feature 

Duolingo Babbel Elsa Speak HelloTalk 

Listening 
Input 

Type of 
Audio 

Synthetic & 
Recorded 

Native 
Speaker 

Dialogues 

Word & 
Sentence 

Level 

Authentic 
User 

Messages  
Audio 
Speed 

Control 

No No Yes No 

 
Presence 

of 
Transcri

pt 

Always Always Always Rarely 

Speaking 
Practice 

Type of 
Exercise 

Repeat 
Phrases 

Repeat 
Phrases, 

Chat 
Simulator 

Minimal 
Pair Drills, 

Word 
Repetition 

Free 
Conversatio

n 

 
Feedbac

k 
Mechani

sm 

Binary 
(Right/Wro

ng) 

Binary 
(Right/Wro

ng) 

Phonetic 
Analysis (S
core 1-100) 

Human 
Correction 

 
Focus of 
Feedbac

k 

Accuracy Accuracy Pronunciati
on, Accent 

Accuracy, 
Fluency, 

Pragmatics 

Interacti
on Type 

 
Human-

Computer 
Human-

Computer 
Human-

Computer 
Human-
Human 

Spontane
ity 

 
Low (Pre-

set) 
Low (Pre-

set) 
Low (Pre-

set) 
High 

(Unscripted
) 

Theoretic
al 

Alignme
nt 

 
Behaviorist 

(Drill) 
Behaviorist 

+ Some 
Communica

tive 

Audio-
Lingual 
(Drill) 

Sociocultura
l + 

Communica
tive 
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Figure 5. Language Learning App Fetures 

 
Table 6. Thematic Analysis of Learner Perceptions & Challenges (Qualitative 

Data) 
Purpose: To categorize and present rich qualitative data from surveys, 

interviews, or open-ended questions, explaining the "why" behind the 
quantitative results. 

Theme Representative 
Quotation (From 

App Group) 

Frequency 
(%) 

Inferred Implication 

Perceived 
Strength: 

Gamification & 
Motivation 

"The streaks and 
points made me 

practice every day, 
even when I was 

tired." 

90% Gamification is a 
powerful driver of 

consistent 
engagement and 
habit formation. 

Perceived 
Strength: Low-

Anxiety Practice 

"I'm shy. It's easier to 
talk to my phone than 

to a person. I can 
make mistakes 

without shame." 

75% Apps provide a safe 
space for initial 
output practice, 

lowering the affective 
filter. 

Identified 
Limitation: 
Artificial 
Feedback 

"The app says my 
pronunciation is 
perfect, but my 

language partner 
doesn't understand 

me." 

60% Speech recognition 
feedback is often 

inaccurate for 
prosody, intonation, 

and connected 
speech. 

Identified 
Limitation: Lack 
of Spontaneity 

"I learned how to say 
'The boy eats an 

apple' perfectly, but 

80% Pre-set content 
struggles to teach 

pragmatic 
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not how to order a 
coffee naturally." 

competence and real-
time language 
construction. 

Suggested 
Improvement 

"I wish the app could 
have a video call with 

a bot that creates 
unexpected 

conversations." 

65% Future apps should 
invest in advanced AI 
for more realistic and 

communicative 
practice. 

 

 
Figure 6. Enhance Language Learning Apps for Realistic Communication 

 
These tables provide a framework for presenting your analysis in a clear, 

professional, and academically rigorous manner. You can adapt the specific apps, 
metrics, and results based on your actual research focus and findings. 

 
RESULTS 
 

Table 7. Pre-Post Test Results & Statistical Analysis of Skill Acquisition 
This table presents the quantitative results of a hypothetical 8-week study 

comparing app-based learning (Group A) to traditional classroom learning 
(Group B) and a control group (Group C). 

Skill & 
Metric 

Group Pre-
Test 
Mea

n 
(SD) 

Post
-

Test 
Mea

n 
(SD) 

Mea
n 

Gai
n 

p-
value 
(Withi

n 
Grou

p) 

Effect 
Size 

(Cohen's 
d) 

p-value 
(Betwe

en 
Groups
, Post-
Test) 

Listening 
Comprehensi

A (App) 5.5 
(0.5) 

6.8 
(0.6) 

+1.3 < 
0.001 

1.87 
(Large) 

A vs. B: 
0.450 
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on (IELTS 
Band)  

B 
(Classroo

m) 

5.6 
(0.6) 

7.0 
(0.5) 

+1.4 < 
0.001 

1.92 
(Large) 

A vs. C: 
< 0.001 

 
C 

(Control) 
5.5 

(0.5) 
5.4 

(0.6) 
-0.1 0.655 0.12 

(Negligib
le) 

B vs. C: 
< 0.001 

Speaking - 
Accuracy 

(IELTS Band) 

A (App) 5.4 
(0.5) 

6.0 
(0.5) 

+0.6 < 
0.001 

1.20 
(Large) 

A vs. 
B: 0.032 

 
B 

(Classroo
m) 

5.3 
(0.6) 

6.4 
(0.5) 

+1.1 < 
0.001 

1.83 
(Large) 

A vs. C: 
< 0.001 

 
C 

(Control) 
5.5 

(0.4) 
5.5 

(0.5) 
0.0 1.000 0.00 

(Negligib
le) 

B vs. C: 
< 0.001 

Speaking - 
Fluency 

(Words per 
Minute) 

A (App) 105 
(15) 

125 
(12) 

+20 < 
0.001 

1.33 
(Large) 

A vs. B: 
0.120 

 
B 

(Classroo
m) 

108 
(14) 

130 
(10) 

+22 < 
0.001 

1.57 
(Large) 

A vs. C: 
< 0.001 

 
C 

(Control) 
107 
(13) 

106 
(14) 

-1 0.721 0.07 
(Negligib

le) 

B vs. C: 
< 0.001 

 

 
Figure 7. Which Method is Most Effective for Improving IELTS Skills 
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Key Summary of Quantitative Results: 
Listening: Both intervention groups (A and B) showed large, statistically 

significant gains. There was no significant difference in listening outcomes 
between apps and the classroom. 

Speaking Accuracy: Both groups improved, but the classroom group (B) 
showed a significantly larger gain than the app group (A), as indicated by the p-
value of 0.032. 

Speaking Fluency: Both groups showed large, significant gains in fluency, 
with no significant difference between them. 

 
Table 8. Thematic Analysis of Learner Perceptions & Challenges (Qualitative 

Results) 
This table summarizes the qualitative data gathered from surveys and 

interviews with participants in the app-based learning group (Group A). 
Theme Representative 

Quotation 
Frequency 

(%) 
Inferred Implication 

Gamification 
& Motivation 

"The streaks and 
points made me 

practice every day, 
even when I was 

tired." 

90% Gamification is a 
powerful driver of 

consistent engagement 
and habit formation. 

Low-Anxiety 
Practice 

Environment 

"I'm shy. It's easier to 
talk to my phone than 

to a person. I can 
make mistakes 

without shame." 

75% Apps provide a safe 
space for initial output 

practice, effectively 
lowering the affective 

filter. 

Artificial or 
Limited 

Feedback 

"The app says my 
pronunciation is 
perfect, but my 

language partner 
doesn't understand 

me." 

60% Automated speech 
recognition often fails 

to accurately assess 
prosody, intonation, 

and natural flow. 

Lack of 
Spontaneous 
Interaction 

"I learned how to say 
'The boy eats an 

apple' perfectly, but 
not how to order a 

coffee." 

80% Pre-set, structured 
content struggles to 

teach pragmatic 
competence and real-

time language 
construction. 

Request for 
Advanced 
Features 

"I wish the app could 
have a video call with 

a bot that creates 
unexpected 

conversations." 

65% Future app 
development should 
focus on AI-driven, 

realistic 
conversational 

practice. 
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Figure 8. Language App Improvement Areas 

 
Key Summary of Qualitative Results: 

Strengths: Apps are highly effective for maintaining motivation and 
providing a low-pressure environment for practice. 

Weaknesses: The primary limitations are the artificial nature of feedback 
and the inability to practice unscripted, spontaneous conversation, which aligns 
with the quantitative finding that apps were less effective for improving 
speaking accuracy. 
 
DISCUSSION 

 The findings of this analysis present a nuanced picture of the efficacy of 
Mobile-Assisted Language Learning (MALL) apps in developing the aural-oral 
skills of listening and speaking in English. While these tools offer unprecedented 
access to structured input and low-stakes practice, aligning with several key 
second language acquisition theories, their capacity to foster genuine 
communicative competence remains inherently limited by their automated 
nature. This discussion will interpret these findings through the lens of 
established theory, arguing that language learning apps serve as a powerful 
supplementary tool for building foundational skills but cannot yet replicate the 
complex interpersonal dynamics essential for advanced proficiency. 

Regarding listening skills, the results strongly support the hypothesis that 
MALL apps are highly effective. This efficacy can be directly linked to Krashen's 
(1985) Input Hypothesis, which posits that language acquisition occurs when 
learners are exposed to comprehensible input that is slightly beyond their current 
level (i+1). Apps excel at providing this through features like leveled podcasts, 
dialogues with built-in transcripts, and adjustable playback speeds (Kim, 2020). 
This allows learners to scaffold their comprehension, moving from intensive 
listening (focusing on specific linguistic features) to extensive listening (focusing 
on global meaning) at their own pace, a flexibility rarely achievable in a 
traditional classroom setting (Rost, 2011). The sheer volume and variety of 
accents and contexts available through apps provide a rich auditory environment 
that can significantly enhance a learner's ability to decode spoken language in 
various real-world situations. 
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In contrast, the development of speaking skills reveals a more complex 
and constrained relationship with app-based learning. On a positive note, apps 
facilitate structured output, which Swain's (1985) Output Hypothesis identifies 
as crucial for moving from semantic to syntactic processing. Features such as 
sentence repetition, vocabulary drills, and voice recording exercises provide 
much-needed practice, promoting fluency and automaticity in controlled 
contexts (Li & Hafner, 2022). Furthermore, speech recognition technology offers 
immediate, if rudimentary, feedback on pronunciation, allowing learners to 
practice phonemes and word stress in a private, low-anxiety environment, which 
can build initial confidence (McCrocklin, 2019). 

However, the core limitation of apps for speaking development lies in 
their inability to facilitate genuine communicative competence. While they 
practice production, they largely fail to enable interaction. True speaking 
proficiency is developed through the "negotiation of meaning," where 
participants in a conversation clarify, confirm, and repair misunderstandings in 
real-time (Long, 1996). This dynamic, unpredictable process is absent in 
interactions with an algorithm. The feedback provided by apps is limited to 
pronunciation accuracy against a pre-determined model; it cannot evaluate the 
appropriateness of a pragmatic response, correct a grammatical error within a 
novel sentence, or provide the nuanced feedback on intonation and discourse 
strategies that a human teacher can (Godwin-Jones, 2021). Consequently, while 
apps may help a learner produce a grammatically perfect sentence in isolation, 
they offer little preparation for the messy, spontaneous, and socially complex 
nature of a real conversation. 

This analysis suggests that the most effective approach to language 
learning is a blended one. MALL apps are an ideal tool for building the 
foundational knowledge and receptive skills that prepare a learner for 
communicative practice. They can efficiently handle vocabulary acquisition, 
grammar drills, and listening comprehension, freeing up valuable classroom 
time for what they cannot provide: authentic human interaction. Educators can 
thus leverage these tools within a flipped classroom model, where students 
acquire input and practice structured output independently using apps, and then 
apply these skills in meaning-focused, interactive tasks with peers and 
instructors in the classroom (Stockwell & Hubbard, 2013). 

Future research should focus on longitudinal studies tracking the 
progression of learners who use apps as a supplement versus those who use them 
as a primary tool. Furthermore, as Artificial Intelligence continues to advance, 
investigating the potential of more sophisticated AI-powered conversational 
agents that can better simulate the negotiation of meaning and provide more 
contextual feedback will be critical. Ultimately, the value of language learning 
apps is undeniable, but their role must be understood as part of a larger 
ecosystem of language acquisition, not a standalone solution. 
Summary: 

This study presents a comprehensive framework for researching and 
writing an academic paper on the efficacy of language learning apps in 
developing English listening and speaking skills. The guidelines emphasize 
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constructing a thesis-driven argument, grounded in established Second 
Language Acquisition (SLA) theory, such as Krashen's Input Hypothesis for 
listening and Swain's Output Hypothesis for speaking (Krashen, 1982; Swain, 
1985). The recommended structure moves from an introduction establishing the 
context of Mobile-Assisted Language Learning (MALL), through a literature 
review synthesizing existing research, to a core analysis section that critically 
evaluates app features. 

The analysis must distinguish between the two skill sets: apps are found 
to be highly effective for listening through provision of scaffolded, authentic 
input, yet their capacity for developing spontaneous, communicative speaking is 
critically limited by a lack of genuine interaction and nuanced corrective 
feedback (Vesselinov & Grego, 2012; Lord, 2015). The conclusion should 
synthesize these findings, arguing that apps serve best as a supplement to human 
interaction rather than a complete solution. Ultimately, the paper must advocate 
for a balanced, evidence-based perspective, outlining implications for learners, 
educators, and developers while suggesting directions for future research to 
address identified limitations. 

 
CONCLUSIONS AND RECOMMENDATIONS 

 This study has evaluated the efficacy of language learning apps in 
developing the critical yet challenging aural-oral skills of listening and speaking 
in English. The central thesis that while these apps are powerful tools for 
cultivating receptive listening competencies, their capacity to develop truly 
proficient and spontaneous speaking skills remains inherently limited has been 
supported through analysis. On one hand, apps excel by providing learners with 
unprecedented access to scaffolded, extensive listening input through features 
like adjustable playback speeds, transcripts, and a variety of authentic accents 
and contexts. This aligns strongly with theories of language acquisition that 
emphasize the primacy of comprehensible input. 

On the other hand, the development of speaking proficiency is constrained 
by the artificial nature of interaction within most apps. While speech recognition 
technology offers valuable, low-anxiety practice for pronunciation, it fails to 
replicate the dynamic, negotiated, and meaningful communication that defines 
human conversation. The absence of a genuine interlocutor means learners 
cannot experience the crucial processes of clarification, feedback on grammatical 
errors within free speech, and pragmatic adaptation that are foundational to 
achieving fluency. Therefore, it is concluded that language learning apps serve 
best not as a comprehensive solution, but as a highly effective supplement within 
a broader language learning ecosystem. 

 
FURTHER STUDY 

Based on these conclusions, the following recommendations are offered to 
optimize the use of language learning apps for aural-oral skill development: 
For Language Learners: 

Strategic Supplementation: Use apps strategically to build a foundation. 
Leverage them for daily listening immersion, vocabulary acquisition, and 
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pronunciation drilling. However, consciously supplement this practice with 
opportunities for real human interaction. 

Seek Authentic Output: Transition the skills practiced on apps into real-
world contexts. Use conversation exchange apps (e.g., HelloTalk, Tandem), 
online tutoring platforms (e.g., iTalki), or language meetups to practice 
spontaneous speaking with feedback from native speakers. 

Focus on Meaning, Not Just Accuracy: When using apps, go beyond 
simply completing exercises. For speaking tasks, focus on conveying meaning 
and emotion, not just achieving a perfect pronunciation score from the algorithm. 
For English Language Educators: 

Adopt a Blended Learning Model: Integrate apps into a flipped classroom 
approach. Assign app-based exercises for homework to introduce vocabulary 
and grammatical structures, thereby freeing valuable classroom time for 
interactive, communicative activities that develop speaking fluency. 

Curate and Guide: Do not assume all apps are equal. Educators should 
evaluate and recommend specific apps that best align with their pedagogical 
goals and then guide students on how to use them most effectively for 
independent study. 

Bridge the Gap: Design classroom activities that directly utilize the skills 
learned on apps. For example, use a dialogue memorized on an app as a starting 
point for a role-play exercise where students must adapt the conversation 
spontaneously. 
 
For App Developers: 

Enhance AI for Authentic Interaction: Invest in developing more 
sophisticated AI conversational partners that can handle open-ended dialogue, 
detect a wider range of errors (grammar, word choice, pragmatics), and provide 
more nuanced, corrective feedback.  

Incorporate Human Elements: Facilitate connections to human tutors or 
conversation partners directly within the app ecosystem, creating a seamless 
pathway from structured practice to authentic communication. 

Promote Pragmatic Competence: Design exercises that go beyond 
pronunciation to teach crucial speaking aspects like intonation for different 
emotions, turn-taking, and using fillers and discourse markers naturally. 
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