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Exploring Learner Perception, Experience 
and Motivation of Using a Mobile 
App in L2 Vocabulary Acquisition
Lucas Kohnke, The Hong Kong Polytechnic University, Hung Hom, Hong Kong

ABSTRACT

Inrecentyears,thewidespreadgrowthofmobile-assistedlanguagelearningusingappshasmade
Englishvocabularylearningincreasinglyaccessible.Thisstudyinvestigatedstudents’perceptionsofa
vocabularylearningappdevelopedbytheresearcherasatooltohelpthemtoimprovetheirL2receptive
vocabulary.Theapp,containing20levels,workswithbothiOSandAndroid.Theparticipantswere
14undergraduatestudentsatanEnglish-mediumuniversityinHongKong.Aqualitativemethodology
ofsemi-structuredinterviewscapturedaholisticoverviewandrevealedstudents’perceptionsofthe
app.TheresultssuggestedthatHongKonguniversitystudentshaveastrongmotivationforacquiring
anL2vocabulary.Participantsalsoindicatedapreferenceformobileapplicationsusinggamified
features.ThestudyhighlightsdirectionsforfutureresearchintoappsforEnglishlanguagelearning.
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INTRodUCTIoN

Today,nearlyalllanguageteachersandlearnersusedigitaltechnologies(Healey,2018),providing
excitingopportunitiesforeffective,authenticlanguageteachingwhichcanmotivatestudents(Kessler,
2018).Theseopportunitiesincluderich,real-timeandconvenientmobile-assistedlanguagelearning
(MALL),particularlythroughmobileapplications(apps)thatallowstudyanytimeandanywhere
(Dumanetal.,2015;Godwin-Jones,2017).However,therehavebeenfewrecentstudiesintothe
successofMALLforL2development(Burston,2015;Shadievetal.,2017).

Vocabularylearningisamajorchallengewhenlearningasecondlanguage,anditisthemost
frequentlyexploredskill incurrentMALLstudies (Burston,2015).Mobile technologiescanaid
learnersinlearningalargenumberofvocabulary(I.S.P.Nation,2001).Specifically,mobilelearning
allowsL2learnerstolearninsmallbites(Sungetal.,2016)attheirownpace,andtoadjustthedifficulty
tomatchtheirproficiency(Rosell-Aguilar,2018).Consequently,educatorsneedtoincorporateMALL
intolanguageteachingandlearning(Burston,2015).Itisthereforevitaltoevaluatethedesignand
perceptionsofsuchtechnologyforL2learning.Thisstudyexploresstudents’perceptionsofone
languagelearningapp:Alphabet vs Aliens @PolyU.

ThisarticlepublishedasanOpenAccessarticledistributedunderthetermsoftheCreativeCommonsAttributionLicense
(http://creativecommons.org/licenses/by/4.0/)whichpermitsunrestricteduse,distribution,andproductioninanymedium,

providedtheauthoroftheoriginalworkandoriginalpublicationsourceareproperlycredited.
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LITERATURE REVIEw

InHongKongandbeyond,thereareincreasingcallstoincorporateindependentlearningusingonline
platformsinteaching(Kessler,2018).Appshavecreatedmanynewavenuesforstudentstodevelop
theirEnglishproficiency(Chenetal.,2017).Chinesestudentswanttoutilisemobiletechnologies
todeveloptheirEnglishcompetency(Zou&Yan,2014).Thus,educatorsarenaturallyconsidering
howtoincorporateMALLinteaching(Wongetal.,2015).Appsnowplayasignificantroleinthe
effectivenessoflanguagelearningandclassroominstruction(Rosell-Aguilar,2018;Vurdien,2017).
However,thedesignoftheappsandtheiruseinsideandoutsidetheclassroommaybequitedifferent.
MALLfostersindependenceandubiquitouslearningininformalsettings(Burston,2015),butthere
arestillfewstudiesofhowL2learnersuseappsoutsidetheclassroom(Stockwell&Liu,2015).
MasonandZhang(2017)revealedthat94%oftheirChineseparticipantsusedappsindependentlyand
recognisedtheirimportanceforL2,butthatlearnersonlyusedafewofthefeaturesavailable.Thus,
itisimportanttodeterminethefeatureslearnerspreferandtotailortheappdesignappropriately.

Vocabulary acquisition is a focus of many studies, as it is essential to language acquisition
(Dumanetal.,2015),and recently, severalvocabulary-learningappshaveemerged (Chenetal.,
2019).Effectivevocabulary learning requires instruction that isversatile and systematic enough
toencouragepositiveuptake(Nation,2008).Moreover,teachingL2vocabularyusingMALLcan
improvelearners’motivation(Zouetal.,2018).Educationaltechnologistsarethereforefocusingon
vocabularyappdevelopment(Godwin-Jones,2017)andthewaysappscanfacilitatevocabularyuptake
(Burston,2015;Dumanetal.,2015).Thisisparticularlyimportantinsettingswherelearnerscannot
easilypracticethetargetlanguage,andthustheystruggletoretainthevocabulary(I.S.P.Nation,
2001).Sincethereisnosinglewayofbecomingproficientinorlearningalanguage,developers
needtoconsidertheneedsoftargetlearners,assomemightpreferdrillingand/orcommunicative
practices,whereasothersonlywanttolearnvocabulary.Moreover,certainappactivitiesareeasier
thanotherstodesign,suchasvocabularyrecallandgrammardrilling(Rosell-Aguilar,2018).Kim
andKwon(2012)establishedthatmostappsfocusonrecallandcomprehension,andfewinvolve
collaborativelearning.ReindersandPegrum(2016)arguedthateducatorsshouldconsiderbothL2
acquisitionandpedagogywhenevaluatingapps.Consequently,itisvitaltokeeptheintendedtarget
usersinmindwhiledevelopingactivities.

However,pedagogicalandtechnicalqualitiesmaybemismatchedinapps(Pareja-Loraetal.,
2013),andsomeappssimplyreplicatewhatisalreadyavailable(Burston,2015).Despitethis,students
tendtouseappsforlearning,andappscancertainlyprovideafoundationforacquisitionandregular
input,becomingapotentialmotivator(Godwin-Jones,2017).

SomeL2learnersmaybereluctanttouseappsaslearningtoolsbecausetheynormallyusetheir
mobilephonesforpersonalandsocialpurposesonly(Wongetal.,2015).Otherproblemsinclude
difficultyinconcentratingwhenmobile,andinadequatenumbersofsamplesentencesforeachtarget
word(Lu,2008).Appwritersmustaddresstheseissuestoovercomestudents’reluctancetousetheir
mobilephonesforlanguagelearning.

SongandFox(2008)establishedthatstudentsataHongKonguniversityweremotivatedto
acquireEnglishvocabularyincidentally,collaboratively,anddeliberatively.Ma(2017)foundthat
mostL2studentsactivelybuildvocabulary,mainlyoutsidetheclassroom.However,fewstudies,
ifany,haveinvestigatedHongKongstudents’perceptionsofanin-houseappspecificallyforthis
context.UnderstandingL2students’perceptionsofavocabularyappisessential,astechnologyis
indispensableinhighereducation.

Accordingly, this study explored students’ perceptions of a new vocabulary app for L2
development.Thereweretworesearchquestions:

RQ1.Whatarestudents’attitudestowardsusingmobileapps,suchastheAlphabet vs Aliens @PolyU
app,forvocabularylearning?
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RQ2.WhatfeaturesoftheAlphabet vs Aliens @PolyUappmotivatestudentstobuildtheirvocabulary
range?

METHodoLoGy

Thisexplorative, interpretive,qualitativecasestudyinvestigatedHongKonguniversitystudents’
perceptions of an in-house app, Alphabet vs Aliens @PolyU, for language vocabulary learning.
Subjectively, the interpretive paradigm fundamentally concerns understanding people and what
influencestheirbehaviour(Babbie&Mouton,2008);thus,itwasthemostsuitableforthisstudy.It
revealedthefullcomplexityof,anditprovidedin-depthinsighton,utilisingtheappforvocabulary
acquisition,providingthickresponsesthataccuratelyreflectthelivedexperiencesoftheparticipants
(Geertz, 1973) and their experiencesofusing the app.At an axiological level, the interpretivist
paradigmismoreconcernedwithrelevancethanrigor.

GAME dESIGN

Individual Game-Task design
TheresearcherdesignedAlphabet vs Aliens @PolyUforthisstudytohelpstudentstoexpandtheir
receptivevocabulary.Theresearcherdevelopedtheappusingagame-baseddesignthatcanengage
andmotivatestudents(Rosell-Aguilar,2018)inwhichstudentscompletechallengesbydiscovering
wordsinalettergrid–thelongertheword,thehigherthescore.

Thegamehas20levels.OnLevel1,studentsmustcreatefourwordsofatleastfourcharacters
withinfourmoves.Astheplayerprogresses,thetasksbecomemorechallenging.Intheindividual
learningphases,thevocabularyappdeliverstwotypesoffeedbacktostudents:instantanddelayed.
Thisincludeswhethertheiranswersareaccuratealongsidethoroughinformationontheirperformance.
Additionally,studentscanlistentothepronunciationofwordsat theendofeachlevel,andthey
candownloadthewordsanddefinitionstowordbanksontheirphones.Thefeedbackisprimarily
decontextualized,anditincludessamplesentencesincorporatingeachwordasadifferentpartof
speech.Thistypeoffeedbackisparticularlyimportant,becauseasusersprogress,thevocabulary
challenges become increasingly complex, and players need deeper understanding of the English
language.Playerscanalsosharetheirscoresontheleaderboardandonsocialmedia.Previousstudies
highlightedthatcertainappactivitiesareeasierthanotherstodesign,suchasvocabularyrecalland
grammardrilling(Rosell-Aguilar,2018).Anotherkeyconsiderationisthatwhendesigninganapp,the
actualtaskthelearnerswillperformandtheirfamiliaritywiththedeviceareimportantconsiderations
(Godwin-Jones,2017).EhriandRosenthal(2007)suggestedthatvocabularyacquisitionshouldfocus
onthreeaspects:rememberingthespelling,understandingthemeaningandcorrectpronunciation.
SincetheresearcherdesignedAlphabet vs Aliens @PolyUforlow-leveluniversitylearners,building
vocabularywiththistypeofvocabularyactivityandfeedback,whichareeasytoassess,issuitable.

Background and Participants’ Information
Viae-mail,theresearchercontactedstudentswhohadpreviouslyexpressedaninterestinusingthe
appviatheirEnglishinstructors.Invitationstoparticipatewentto76students,with19expressingan
interest.Theresearcherselected14ofthesevolunteerstomixgender,age,department,andorigin.
TorepresenttheHongKonguniversitypopulation,mainlandstudentsandlocalCantonesestudents
participated,astheyrepresentasizableportionoftheundergraduatestudentbody.Students’ages
rangedfrom16to19,andtheycamefromfivedifferentdisciplines:HotelManagementandTourism,
Engineering,Nursing,Business,andDesign.Theinclusionofstudentsfromavarietyofdisciplines
ensureda representativesampleandaholisticoverviewofstudents’views.Lettersoutlining the
purposeandprocedureswenttoparticipants,andtheresearchersoughtconsentfromallstakeholders.
Table1showsparticipants’demographicdata.
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data Collection and Analysis
Participants used the application for 3 weeks in- and outside the classroom. All 14 participants
participated in interviews.The researcherdevelopedan interviewguide consistingofninemain
questionstoprovidefocusandtocollectthesameinformationfromeachinterviewee(Kvale,2006).
Theinterviewfocusedonthefollowingquestions:

• Whatisyourviewonusingappsforlanguagelearning?Why?
• Whatdidyoufindmostusefulabouttheapp?Why?
• Whatdidyoufindmostinteresting?Why?
• Whatdidyoufinddifficulttouse?Why?
• Whatappfeatureswouldyouliketosee?Why?

InterviewstookplaceinEnglish,varyingfrom22minutesto36minutes.Theresearcherrecorded
andtranscribedtheinterviews,andeachparticipantreceivedapseudonymduringthecoding.Due
totheflexibilityofthematicanalysis,theresearcherusedittoidentifyandanalysepatternsinthe
data(Reicher&Taylor,2005).AsBraunandClarke(2006)observed,thematicanalysiscanprovide
arich,detailedandcomplexaccountofthedata,asguidedbykeyideasandperspectives.Table2
givesanexampleofthequalitativeinterviewmanualcoding:

These extracts highlight how each interviewee stresses a certain function (e.g., definition,
pronunciation)asimportantwhenselectingvocabularyappsforL2development.

RQ1.WhatAreStudents’AttitudesTowardsUsingMobileApps,suchasTheAlphabet Vs Aliens 
@PolyuApp,forVocabularyLearning?

Thefirstquestionestablishedstudents’generalperceptionsofusingmobileappsforvocabulary
learning.Theresultsconfirmedtheresultsofpreviousstudies:usingmobiledevicesforEnglish
languageandvocabularylearningisprevalentamongHongKongstudents(Ma,2017;Zouetal.,

Table 1. Participants’ demographic data

Participant Gender Year Major Origin L2

Jennifer F 1 Nursing HongKong English

Sara F 1 Design HongKong English

Michael M 2 Business HongKong English

Michelle F 3 Tourism HongKong English

Anna F 2 HotelManagement HongKong English

Brad M 2 Engineering HongKong English

Thomas M 1 Business HongKong English

Sophia F 3 Design HongKong English

Billy M 1 Nursing MainlandChina English

Elaine F 2 Business MainlandChina English

Anthony M 3 Business MainlandChina English

Dorothy F 1 Engineering MainlandChina English

Fanny F 2 Design MainlandChina English

Adam M 3 Nursing MainlandChina English
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2018).TenparticipantsaccessedtheirmobilephonesregularlytolookupEnglishwords(definitions
and/orpronunciation)eitherthroughonlinedictionarywebsitesorbyplayinggamifiedapps(e.g.,
tinycards,PowerVocab).Participants alsohighlighted that itwas less time-consuming andmore
convenienttousemobiledevices,asMichaeldescribed:

Before, when I used a paper dictionary, it could take several minutes to find a word. Now it takes 
seconds. Yes, it is very quick and more helpful.

Fun
ElaineandBraddescribedusingmobilevocabularyappsasfun.Althoughusingmobiledevicesfor
vocabularylearningwasnotarequirement,bothfounditincreasinglyhelpful.AsElainesaid:

Some games are really fun. We collect points, compete against our friends and it doesn’t feel like 
studying … and I learn new words I can use in my writing. And the last thing I want to do is study 
another English textbook like in secondary school, so playing games helps me relax, and I can actually 
learn something which I can use in my assignments.

Moreover,sixintervieweesdescribedtheappasmorefunandengagingthantraditionaltools
suchasflashcardsandwordlists.Thisisverypertinent,becausefunandengaginglearningismore
motivating,anditoftenleadstobetteroutcomes(Ahn&Lee,2016).Jennifer,Sara,andAnthony
notedthisidea:

It is so much better than highlighting and writing down every word that I don’t know.
It is fun and easy to play because I can use my finger to drag letters on the screen, so I don’t have 
to push and push things.
Once I start to play, it’s easy to lose track of time. I had only planned on playing for 5 minutes, but 
when I looked up, I had played for 20 minutes already.

Theseareencouragingcomments,andtheyshowthatwell-designedvocabularyappsincrease
the timestudentsspendacquiringvocabulary.Additionally,suchappscan lead tostrongstudent
correlationsbetweenlearningoutcomesandimprovedlearningperformance.Previousstudieshave
foundthatgamescanstimulateandengagelearners’languageacquisitionandmotivation(Ma,2017;
Sungetal.,2016).

Sophia stressed that it is difficult tounderstand academicwords, as they canhavemultiple
meanings,andthatbyplayingAlphabet vs Aliens @PolyU,shecanseetheminuseinasentenceafter
shehascompletedalevel.Thisisparticularlypertinent,asnuancesofEnglishwordsarechallenging
forL2learners(Crib&Wang,2019).Otherparticipantsmadesimilarcomments,statingthatseeing
wordsspelledoutinsentenceswasparticularlyhelpful.

Table 2. Manual coding example

Interview Coding

Jennifer:getthedefinitionofthewordsandalsoseehowthewordsare
usedinasentencesoIcanusetheminmystudies

Function/Definition/Usage

Ted:pronunciationisreallyimportanttome Function/Pronunciation/Importance
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Stress/Pressure
Studentshighlightedthepressuretheyfeel,withextensivereadingbeforeandaftereachlecture,and
limitedtimetopracticethelanguage.AsDorothyandAnthonysaid:

We are asked to read several academic articles before each lecture. They are super difficult to 
understand and take me hours to get through. Where can I find time to sit down and practice English? 
I just look up the words quickly on my phone to help me get through each reading.
The words we have to learn are very technical, and by using online dictionaries and games, I can see 
and learn their meaning quickly and move on to the next assignment. Any minute I can save is helpful.

Thisanytime,anywhereaffordanceofmobiledevicesincreasestheflexibilityoflearning,andit
allowsstudentstouseshortperiodsofsparetimetofocusonlearning(seeAhn&Lee,2016;Sung
etal.,2016),asBillyemphasised:

Currently, I try to play the game a few times a week for a couple of minutes each time.

Ease of Access
Itwasalsogermanetodiscoverhowfrequentlystudentsusemobileapps,allowingustogaugehow
regularlytheytargetvocabularylearning.ThomasandAdamanswered:

I use Alphabet vs Aliens @PolyU or another app such as tinycards to practice English while travelling 
to the university, but I don’t use it daily – it is very random.
I use dictionary apps daily when completing the reading homework, as it has [a] direct translation 
between English and Chinese, which helps with the difficult academic words.

Problems
Twoparticipantsmentionedmobiledevicesingeneral,highlightingthatsmartphonesandtablets
createdproblemsforthem.Tinyscreensandlackofcertainplug-inssloweddowntheir learning
speed.JenniferandSaramentioned:

It is frustrating that some apps keep crashing and can’t be played on my iPad.
I mean, it is convenient, but it is hard to read the words and instructions on my phone.

Annapointedout:

I prefer to use my mobile phone for my personal use. I need some space from always thinking about 
school.

ThishighlightsthatusingmobileappstolearnEnglishisnotconsistentlybeneficial,andthatnot
allstudentsseethevalueofmobiledevicesinthelearningprocess.Mobiledevicescanbelimited
byhardwareanddesign,soappdesignersneedtobearthisinmind.

MALL,withitsanytimeandanywhereflexibility,helpsstudentstoacquireEnglishontheirown
terms(Ma,2017).InHongKong,studentsmustoftenenrollin6-7classespersemester,andtheyare
underintensepressuretocompletecoursework,sohighefficiencyisvitalforMALL.Specifically,
theopportunitytolearnbetweenclassesorwhilecommutingtoschoolprovidedaddedvalue,as
Fannystated:
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It is easy to play while on the bus to school.

Nearlyallintervieweesmentionedtheconvenienceofshortburstsoflearningactivity.Thus,the
ubiquitousnatureofvocabularyappsisappealingtostudents.

Thesecondresearchquestionexploredstudents’preferencesforfeaturesoftheappthatmotivate
themand/orarebeneficialintheirvocabularyacquisition.Theresearcheraskedparticipantswhat
theythinkabouttheappfeaturesinAlphabet vs Aliens @PolyU.

RQ2.WhatFeaturesofTheAlphabet Vs Aliens @PolyuAppMotivateStudentstoBuildUpTheir
VocabularyRange?

App Design
Theintervieweesfeltthattheappfeatureshelpedintheirvocabularyacquisition.Participantspointed
outtherichcontent(includingsamplesentencesandpronunciation),organisedstructureandclear
functions.Intervieweeshighlightedthatnotonlydotheyseelexicalandgrammaticaldescriptionsof
thewords,buttheappalsoprovidesillustrativesentencesandpronunciation.Thesefunctionswere
vitaltotheirmotivation,asElaineandDorothyillustrated:

It is great that I can get the motivation to learn the word and also see how the word is used in a 
sentence so I can use it in my studies
Pronunciation is really important to me, because when I start working, I need to say these words 
correctly.

Studentsconsiderthesetwoaspectsincreasinglyimportantfortheminsubsequentyearsfortheir
coursesandfutureemployment.Sevenoftheintervieweesmentionedthatfeaturesshouldstimulate
theirinterestinlearningEnglish.AccordingtoMichael:

There is nothing worse than if an app has limited vocabulary, or the words are not relevant.

Bradexpandedonthispoint:

The app should be visually appealing, not just a white background with a word and definition. It 
should be like a game, where we collect points and can win stuff.

Severalintervieweeslikedtodownloadwordswiththeirpronunciation.Thiswasparticularly
usefulforSara,ThomasandAdam,whoreviewvocabularywhiletheycommutetoschoolinthe
morning.Othersreiteratedthesetwopoints;thus,studentsconsiderappsgreattoolsforlearningnew
vocabulary,buttheappsshouldbevisuallyappealing,andtheyshouldincludemultiplefunctionsto
motivatestudentstoplay,whichcorrelatedwithpreviousstudies(Zouetal.,2018).

Gamification
Participantsweremotivatedbyfeaturessuchastimelimits,hints,andascoringsystem.Mostagreed
thattheinteractive,gamifiednatureoftheappbroughtlearningtolife.Theyhighlightedtheleader
boardandsocialmediaintegration,wheretheycouldidentifyandcompetewithfriends.Michelle,
Sophia,andBillynotedthisasfollows:

I really like seeing how my friends are doing.
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I like that I can see the top three scores and then who scored similarly to me, because in some apps, 
I can only see the top scores.
When I see that my friends have new high scores on Facebook, I feel like playing and beating them.

As this illustrates, gamified functions (ranking, scoring) motivated students, and they were
veryconducivetovocabularylearning.Thiscorrelatedwithpreviousstudies(vanEck,2006).Most
intervieweesbelievedthatgamifiedelementsmotivatedandstimulatedtheirengagementmorethan
traditionallearningapproaches(Chenetal.,2019).

Simplicity
Intervieweeshighlightedsimplicity,particularlytheusabilityanddesignoftheapp,includingtext
size,acleaninterface,andtherelativelyfewclicksnecessarytouseit.AsAdamnoted:

It is straight to the point: I don’t have to go through various steps before I can play.

Mostparticipantsindicatedsatisfactionwiththeapp;however,fourintervieweesdidnotlike
theuserinterface,whichunderlinesthenecessityofanattractiveinterfacedesign.Despitethis,they
agreedthatthetwofunctionswereveryhelpful,asMichelleandThomasillustrated:

It was really helpful to be able to download the words and definitions. I can access them any time, 
and this helps to revise the new words.
Pronunciation was a really cool feature, and I have used it a lot to work on my own pronunciation.

Repetition
Participantsstressedthatrandomlygeneratedwordsandtheabilitytoreplayeachlevelwereagood
opportunitytolearn.Nevertheless,Saracouldnot“repeat”wordsthatshewasnotgettingright.So,
althoughintervieweesconsideredtheappfunandengaging,theydidnotalwaysconsideriteffective.
Oneintervieweecommentedthatthelevelsaretoochallenging.Moreover,Elainesaidthatitwouldbe
betteriftheycouldpickwhichleveltoplay,asplayersmustcompletesomeverybasiclevelsbefore
comingtotheadvancedones,whichistime-consuming.

Overall,thestudentsappearedenthusiasticaboutusingMALLandappstoacquirevocabulary.
Alphabet vs Aliens @PolyUappealedtostudentsduetoitseaseofuse,andtheygenerallyfoundthe
interfaceintuitiveandtheappconducivetovocabularyacquisition.Theappwasenjoyable,andthey
weremotivatedtoplayit.Thisstudyhighlightstheimportanceofmobileappsinmotivatingstudents’
enthusiasmforEnglishlanguagelearning(Chenetal.,2017).

CoNCLUSIoN

TheaimofthisstudywastocaptureaholisticoverviewofHongKonguniversitystudents’perceptions
ofusingamobileappforvocabularylearning.MoststudentssupportedusingappsinL2vocabulary
learning,andingeneraltheyweresatisfiedwiththeapplication.Moreover,undergraduatestudents
inHongKongareincreasinglyusingappstoacquireEnglishvocabularyindependentlytocomplete
courseworkandtoimprovetheirchancesofgainingfutureemployment.Manyofthestudentsfeltit
time-consumingandchallengingtoacquirethenecessaryvocabularyfortheiracademiccourses,and
theyfeltthatappscouldmakethelearningprocessmoreefficient.Studentshighlightedtheanytime
andanywhereflexibilityasaparticularstrength,whichtheyusedwhilecommutingtouniversity.
Participantsgenerallyreportedthatexamplesentencesandopportunitiestopracticepronunciation
werethemostbeneficialandmotivatingfeatures.Overall,participantsappreciatedthecompetitive,
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gamifiednatureofL2vocabularylearning,andtheyvaluedtheopportunitiestocompeteagainst
eachotherandtheappthroughthescoringsystemandtime-limitfeatures.

Inthisrelativelysmall-scale,qualitativestudy,only14studentsparticipatedduetopractical
limitations.Themajorlimitationofthestudywasthatitdidnotmeasurethestudents’actualvocabulary
improvements;rather,itreliedpurelyontheirperceptions.Therefore,futurestudiesshouldinclude
alarge-scale,mixed-methodsstudytoincludemoreparticipantsandtomeasuretheirimprovements
usingpre-andposttests.Alongitudinalstudyisnecessarytoascertainthelong-termeffectivenessof
thevocabularyapplication,suchassustainablemobilelearningandlong-termmotivation.

Pedagogical Implications
Thisstudyhighlightstheimportanceofthetimestudentsneedtoacquirethenecessaryvocabularyto
completeuniversity.Englishlanguageteachersmightneedtoreviseexistingvocabularyteachingto
suittheneedsofindividualstudentsbetter.Theycoulddothisbyrevisingexistingteachingmaterial
toincludeavocabularybankwiththevocabularystudentsneedtocompletethecourse.Moreover,
specificallyincorporatingvocabularyappsintheircoursescouldhelptooptimisestudents’vocabulary
acquisition.

Second,studentsclearlyseekoutappswithspecificfeatures.Incorporatinggamifiedelements
such as time limits, hints, scoring and leader boards is worthwhile. Undergraduate students in
HongKongareincreasinglyusingappstoimprovetheirvocabularyrange,andthusitisvitalthat
bothteachersandsoftwaredevelopersmeetstudents’needsandwantsbycreatinganengagingand
stimulatinglearningexperience.ForthesuccessoffutureappdevelopmentforEnglishlanguage
learnersinHongKongandbeyond,itisimportantthatdeveloperscanfacilitateandsupportapp
developmentandsubsequentusagebystudents.ThestudyhasexpandedourknowledgeofHongKong
students’mobileapppreferencesforvocabularyacquisition,anditwillguidefutureappdevelopments.
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