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Abstract—The integration of edutainment and Artificial Intelligence (AI) has emerged as a
transformative force in contemporary education, particularly in second language learning.
Edutainment combines educational content with entertainment elements to enhance engagement,
while Al introduces adaptive, personalized, and data-driven learning environments. This qualitative
study explores students’ perceptions, experiences, and challenges associated with Al-driven
edutainment. Using semi-structured interviews and thematic analysis, the study identifies key themes
related to engagement, personalization, skill development, and challenges. The findings reveal that
Al-powered edutainment fosters interactive learning, enhances motivation, and supports language
acquisition. However, issues such as digital inequality, ethical concerns, and teacher preparedness
remain significant barriers. The study contributes to the growing body of research on Al in education
and provides insights for integrating innovative pedagogies in second language classrooms.

Index Terms—Edutainment, Artificial Intelligence, Qualitative Research, Second Language Learning,
Engagement, Thematic Analysis

I Introduction

The 21st century has witnessed a significant transformation in educational practices, driven by rapid
technological advancements and evolving learner expectations. Traditional teacher-cantered pedagogies are
increasingly being replaced by learner-cantered, technology-enhanced approaches that emphasize
interaction, engagement, and personalization. Among these innovations, edutainment and Artificial
Intelligence (AI) have emerged as powerful tools for redefining teaching and learning processes, particularly
in second language education. Edutainment, which integrates educational content with entertainment
elements such as games, multimedia, and storytelling, has been widely recognized for its ability to enhance
learner motivation and engagement. Research indicates that interactive and media-rich learning
environments significantly improve knowledge retention and learner participation (Garzén, 2025).
Similarly, earlier foundations of edutainment emphasize that learning becomes more effective when it is
enjoyable and experiential, aligning with constructivist principles of active knowledge construction.

Parallel to this, the integration of Al in education has introduced adaptive and personalized learning systems
capable of responding to individual learner needs. Al-powered tools such as intelligent tutoring systems,
chatbots, and automated feedback mechanisms enable real-time assessment and customized instruction,
thereby improving learning efficiency and outcomes (Wang, 2024). These technologies facilitate a shift
from standardized instruction to personalized learning pathways, allowing students to progress at their own
pace. Recent studies highlight that Al not only enhances cognitive learning outcomes but also supports
learner autonomy and self-regulated learning (Ljungcrantz, 2026). Furthermore, Al-driven platforms
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provide opportunities for immersive and interactive learning experiences, which are particularly beneficial
in second language acquisition where continuous practice and contextual exposure are essential.

Despite these advantages, the integration of Al and edutainment in education is not without challenges.
Issues such as digital inequality, lack of technological infrastructure, ethical concerns related to data privacy,
and insufficient teacher training continue to hinder effective implementation (Bouakaz, 2025). Additionally,
there remains a gap between technological innovation and pedagogical adaptation, as educators may
struggle to integrate these tools meaningfully into the curriculum. The original study also highlights that
while digital tools have transformed classroom practices, their adoption remains uneven, and traditional
teaching methods still dominate in many educational contexts. This underscores the need for innovative
pedagogical frameworks that effectively combine technology with instructional strategies. In this context,
the convergence of edutainment and Al offers a transformative approach to second language learning by
creating engaging, personalized, and interactive learning environments. However, there is a need for
qualitative exploration to understand learners’ experiences, perceptions, and challenges associated with
these emerging pedagogies. Therefore, this study aims to investigate how Al-driven edutainment influences
learner engagement, motivation, and language acquisition, while also identifying the barriers to its effective
implementation.

1.1 Objectives

To explore students’ perceptions of Al-driven edutainment
To analyse its impact on engagement and motivation

To examine personalization in language learning

To identify challenges in implementation

1.2 Research Questions

e QI: How do learners perceive Al-based edutainment?

e (Q2: How does it influence engagement and motivation?
e (Q3: How does Al support personalized learning?

e (Q4: What challenges exist in its implementation?

The present study is grounded in constructivist learning theory, which posits that learners actively construct
knowledge through interaction and experience. In the context of Al-driven edutainment, learners engage
with interactive tools such as games, simulations, and chatbots, thereby facilitating active meaning-making.
Multimedia learning theory further supports the integration of audio-visual content in edutainment,
suggesting that learners comprehend better when information is presented through multiple channels.
Additionally, experiential learning theory emphasizes learning through practice and reflection, which is
evident in gamified and simulation-based environments. Al adaptive learning theory complements these
frameworks by enabling personalized instruction through data-driven feedback and adaptive content
delivery, thereby enhancing individual learning experiences

Il. Literature Review

The integration of edutainment and Artificial Intelligence (Al) in education has gained increasing
scholarly attention, particularly in the context of second language learning. This section reviews recent
literature (2020-2025) to examine how these approaches contribute to learner engagement, personalization,
and pedagogical transformation. Recent bibliometric and systematic reviews indicate that Al in education
has expanded rapidly, with key focus areas including adaptive learning, intelligent tutoring systems, and
language learning applications (Chen et al., 2020; Crompton & Burke, 2023).
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2.1 Edutainment and Engagement in Learning

Edutainment has been widely recognized for its role in enhancing learner engagement and
motivation. Studies suggest that gamification and multimedia-based instruction significantly improve
student participation and knowledge retention. Garzéon (2025), in a systematic review, found that
game-based learning environments increase cognitive engagement and intrinsic motivation among learners.
Similarly, research in multimedia learning demonstrates that combining visual, auditory, and interactive
elements enhances comprehension and retention.

Recent empirical studies also indicate that digital storytelling and simulation-based learning environments
promote experiential learning, particularly in language education contexts. These approaches align with
constructivist principles, where learners actively construct knowledge through interaction and engagement.

2.2 Artificial Intelligence in Education (2020-2025)

Artificial Intelligence has emerged as a transformative force in education, enabling personalized and
adaptive learning environments. A comprehensive systematic review by Bond et al. (2023) highlights that
Al technologies enhance learning through data-driven personalization, predictive analytics, and automated
feedback systems.

Similarly, Wang, Wang, and Su (2024) examined the role of generative Al in education and found that Al
tools significantly improve learning efficiency by providing tailored instructional support.

Recent studies further emphasize that Al supports self-regulated learning by enabling learners to monitor
their progress and receive immediate feedback (Halkiopoulos & Gkintoni, 2024).

In the context of language learning, Al applications such as chatbots, speech recognition tools, and natural
language processing systems have been shown to improve language proficiency by facilitating continuous
practice and interaction (Dou, 2025).

2.3 Al in Second Language Learning

Al has significantly impacted second language acquisition by enabling immersive and interactive
learning environments. Studies indicate that Al-powered language learning tools provide real-time
feedback, personalized instruction, and opportunities for authentic communication. For instance, Li (2025)
highlights that Al-based language learning environments improve student outcomes by optimizing
instructional design and interaction.

Similarly, Ginting (2025) emphasizes that Al integration in English language education enhances
communicative competence and supports adaptive learning strategies. Meta-analytical and review studies
also confirm that Al applications in language learning have a positive impact on vocabulary acquisition,
grammar development, and speaking skills. These findings reinforce the role of Al as a facilitator of
personalized and interactive language learning experiences.

2.4 Integration of AI and Edutainment

The convergence of Al and edutainment represents a significant advancement in educational
pedagogy. Research suggests that combining Al with entertainment-based learning creates immersive and
adaptive learning environments that enhance engagement and learning outcomes.
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Kyambade (2025) argues that the evolution of Al in education has transformed traditional teaching methods
by introducing interactive and learner-centered approaches.

Moreover, Al-driven gamified platforms enable dynamic adjustment of learning content based on learner
performance, thereby maintaining optimal engagement levels. These systems integrate elements of play,
competition, and feedback, which are central to edutainment.

2.5 Ethical and Pedagogical Challenges

Despite its benefits, the integration of Al in education presents several challenges. UNESCO (2025)
highlights concerns related to digital inequality, ethical issues, and the need for inclusive and
human-centered Al systems.

Recent studies also emphasize issues such as data privacy, algorithmic bias, and over-reliance on technology
(Farrokhnia et al., 2024; Wu & Li, 2024).

Furthermore, qualitative research indicates that teachers often lack the necessary training to effectively
integrate Al tools into their teaching practices, highlighting the need for professional development
programs.

2.6 Emerging Trends and Research Directions

Recent research trends indicate a growing focus on generative Al, multimodal learning, and
human-Al collaboration in education. A large-scale analysis of Al in education research (2020-2024)
identifies emerging themes such as personalized learning, self-regulated learning, and ethical Al practices.

These developments suggest that Al is not only transforming educational practices but also reshaping the
future of pedagogy by promoting collaborative and adaptive learning environments.

2.7 Research Gap

Despite the extensive literature on Al and edutainment, there remains a lack of qualitative studies
exploring their combined impact on second language learning. Most existing research focuses on
quantitative outcomes, neglecting learners’ lived experiences and perceptions.

This study addresses this gap by providing a qualitative exploration of Al-driven edutainment, focusing on
learner engagement, motivation, and language development.

lll. Research Methodology

The study adopts a qualitative approach informed by constructivist principles, focusing on learners’
subjective experiences and interpretations. Semi-structured interviews were designed to capture
participants’ interactions with Al-driven edutainment tools, aligning with experiential learning theory.
Thematic analysis was conducted to identify patterns in engagement, motivation, and learning experiences,
reflecting the constructivist emphasis on meaning-making.
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Constructivist Multimedia
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Learning Learning

Engagement — Motivation — Language Outcomes

The model illustrates how constructivist, experiential, multimedia, and Al adaptive learning theories
converge within Al-driven edutainment to enhance learner engagement, motivation, and language outcomes.

The present study offers a nuanced understanding of how the integration of edutainment and Artificial
Intelligence reshapes second language learning experiences. The findings suggest that learners respond
positively to interactive, technology-mediated environments, particularly when these environments allow
them to actively participate, explore, and receive immediate feedback. When viewed through the integrated
theoretical framework (Figure 1), these outcomes reveal how established learning theories continue to hold
relevance, even as they are extended by digital innovation. One of the most noticeable outcomes of this
study is the heightened level of learner engagement. Participants consistently described their learning
experiences as more stimulating and enjoyable when digital tools such as games, videos, and Al-based
applications were incorporated. This reflects the core idea of constructivist learning—that knowledge is not
simply transmitted but built through active involvement. In this context, edutainment appears to create
conditions where learners are not passive recipients but active contributors to their own learning process.
Closely related to this is the experiential dimension of learning. Many participants emphasized that they
learned more effectively when they were “doing” rather than merely “listening.” Activities such as
interacting with chatbots, participating in simulations, or engaging in task-based digital exercises allowed
them to practice language skills in meaningful ways. These experiences resonate with experiential learning
theory, where learning emerges through action, reflection, and continuous improvement. The presence of Al
enhances this cycle by offering timely feedback, enabling learners to adjust and refine their performance in
real time.

Another important aspect highlighted in the findings is the role of multimedia. Learners expressed a clear
preference for content that combined visuals, audio, and text, noting that such formats made complex
concepts easier to understand. This supports the principles of multimedia learning, which suggest that
people learn more effectively when information is presented through multiple channels. In second language
learning, where context and meaning are crucial, the use of images, videos, and interactive content appears
to bridge gaps that traditional text-based methods often leave unaddressed. Perhaps the most distinctive
contribution of Al in this context lies in its ability to personalize learning. Participants frequently mentioned
that Al tools adapted to their level, corrected their mistakes, and allowed them to progress at their own pace.
This individualized approach reflects the principles of adaptive learning, where instruction is tailored to the
learner’s needs rather than standardized for all. What emerges here is a learning environment that is both
flexible and responsive—qualities that are particularly valuable in language learning, where learners often
progress at different rates.
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What is particularly significant is how these theoretical perspectives intersect rather than operate
independently. The findings suggest that Al-driven edutainment functions as a space where interaction
(constructivism), experience (experiential learning), multimodal input (multimedia learning), and
personalization (adaptive learning) come together. This convergence creates a learning pathway in which
engagement leads to motivation, and motivation, in turn, supports deeper language acquisition. At the same
time, the study does not overlook the challenges associated with this approach. Some participants pointed
out issues such as unequal access to technology, occasional inaccuracies in Al-generated feedback, and the
potential for distraction. These concerns highlight an important reality: while technology can enhance
learning, it cannot fully replace the need for thoughtful pedagogy and human guidance. In fact, the
effectiveness of Al-driven edutainment depends largely on how well it is integrated into the broader
educational context. From a theoretical standpoint, this study suggests that traditional learning theories
remain highly relevant but require reinterpretation in light of technological advancements. Rather than
replacing existing frameworks, Al appears to extend them—adding layers of adaptability, immediacy, and
interactivity. This reinforces the idea that educational innovation is most effective when it builds upon,
rather than discards, established pedagogical foundations. This study contributes to the field by
demonstrating how multiple learning theories can be meaningfully integrated within a single pedagogical
framework. By situating Al-driven edutainment at the intersection of constructivist, experiential,
multimedia, and adaptive learning perspectives, it offers a more holistic understanding of how technology
can support language learning in contemporary classrooms.

3.1 Case Studies Reflecting Pedagogical Transformation

There are some real-world cases that demonstrate how Al-driven edutainment operationalizes
constructivist, experiential, multimedia, and adaptive learning theories. Chatbots and gamified platforms
reflect constructivist and experiential learning by promoting active participation, while multimedia tools
enhance comprehension through dual-channel processing. Al systems enable adaptive learning by
personalizing instruction, thereby reinforcing the integrated theoretical framework proposed in this study.

3.1.1 Traditional grammar-focused instruction — Gamified, Al-personalized, learner-cantered
environment
Duolingo as an Al-Driven Edutainment Platform
Duolingo is one of the most widely cited examples of Al-integrated edutainment in language learning.
A quasi-experimental

Ouyang (2024) study found that learners using Duolingo showed significant improvement in
engagement, willingness to communicate, and overall participation compared to traditional methods.
From a pedagogical perspective, Duolingo combines gamification, multimedia content, and Al-based
feedback, transforming language learning into an interactive experience. Its integration of generative
Al provides learners with contextual explanations and real-time feedback, addressing gaps in
traditional classroom interaction.

3.1.2 Limited classroom speaking — Continuous, Al-supported conversational practice

Al Chatbots for Language Learning

Al-powered chatbots have emerged as a transformative tool in second language pedagogy. A recent
systematic review found that chatbots provide continuous conversational practice, adaptive feedback,
and personalized learning experiences, significantly improving language acquisition. This case
illustrates a fundamental shift in pedagogy: communication is no longer restricted to classroom
interaction but becomes continuous, autonomous, and Al-mediated.

3.1.3 Lecture-based teaching — Blended, interactive, and student-driven learning

Al-Powered Gamified Classrooms

A study on Al-powered gamified flipped classrooms demonstrated that integrating tools like Duolingo
into structured learning environments significantly improved students’ speaking skills and
engagement levels .In this model, students engage with Al-based learning tools outside the classroom
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and use classroom time for discussion and practice. This approach combines edutainment
(gamification) with Al-driven feedback, leading to deeper learning outcomes.

3.1.4 Teacher-dependent learning — Self-regulated, confidence-driven learning

Al-Enhanced Language Learning and Self-Efficacy

Recent research in Frontiers in Education (2025) found that Al-supported language learning
significantly improves learner self-efficacy, motivation, and performance.

Learners who engaged with Al tools reported increased confidence in their ability to perform language
tasks, particularly in speaking and writing. This highlights the role of Al not only as a cognitive tool
but also as a motivational and psychological enhancer.

3.1.5 Standardized testing — Adaptive, Al-driven, continuous assessment

Al in Language Assessment — Duolingo English Test

The Duolingo English Test (DET) represents a major innovation in Al-driven assessment. Research
shows that Al enables automated scoring, adaptive test generation, and large-scale practice
opportunities, improving both accessibility and efficiency. At the same time, studies emphasize the
importance of ethical Al practices, including fairness, transparency, and bias reduction in assessment
systems.

This case demonstrates how Al is not only transforming teaching but also redefining evaluation and
assessment practices

IV. Findings
Research Key Findings Related How Objective is
Question (RQ) Objective Achieved
RQ1: How do Learners found Objective 1: To Achieved through

learners perceive
Al-based
edutainment?

Al-edutainment
engaging, interactive,
and enjoyable; reduced
stress and increased
participation.

explore students’
perceptions

qualitative interviews
capturing learners’
experiences and
perceptions of Al-driven
tools

RQ2: How does
edutainment
influence
engagement and
motivation?

Increased engagement
due to gamification,
multimedia, and
interactive tools; higher
motivation and
consistent participation

Objective 2: To
analyse impact on
engagement and
motivation

Achieved through
thematic analysis
identifying engagement
and motivation patterns

RQ3: How does
Al contribute to

I provided adaptive
content, real-time

Objective 3: To
examine role of Al

Achieved through
analysis of learner

adopting
Al-edutainment?

challenges exist in

technical skills, Al
inaccuracies, and
distraction identified

identify challenges

personalized feedback, and in personalization | experiences with Al
learning? self-paced learning; tools and adaptive
improved confidence systems
and understanding
RQ4: What Issues of digital access, | Objective 4: To Achieved through

critical reflection of
participant responses
highlighting limitations
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Tablel: Alignment of Research Questions, Findings, and Objectives
4.1 Analytical Alignment Explanation

The findings of this study demonstrate a strong alignment between the research questions and the
stated objectives. Each research question is directly addressed through thematic findings derived from
qualitative data, ensuring consistency and coherence in the research design. The first research question
focuses on learners’ perceptions, which is directly addressed through participants’ descriptions of Al-driven
edutainment as engaging and interactive. This clearly fulfills the objective of exploring student perceptions.
Similarly, the second research question examines engagement and motivation, and the findings confirm that
gamified and multimedia elements significantly enhance learner participation, thereby achieving the
corresponding objective. The third research question highlights the role of Artificial Intelligence in enabling
personalized learning. The findings reveal that Al tools provide adaptive learning pathways and real-time
feedback, which directly supports the objective of examining personalization in language learning. Finally,
the fourth research question addresses challenges, and the study successfully identifies issues such as digital
inequality and technological limitations, thereby fulfilling the objective related to implementation barriers.

V. Conclusion

The present study examined the role of Artificial Intelligence-driven edutainment in transforming
second language learning from a qualitative perspective. The findings clearly indicate that the integration of
Al and edutainment has a significant impact on learner engagement, motivation, and language development.
By combining interactive elements with adaptive technologies, this approach creates a learning environment
that is both engaging and responsive to individual learner needs. One of the key contributions of this study
lies in demonstrating how traditional learning theories constructivist, experiential, and multimedia remain
relevant in contemporary educational contexts. At the same time, the inclusion of Al introduces a new
dimension of personalization and adaptability, extending these theoretical frameworks into digitally
enriched learning environments. The research also highlights an important pedagogical shift. Learning is no
longer confined to teacher-centered instruction but is increasingly becoming learner-centered, interactive,
and technology-mediated. Al-driven tools such as chatbots, gamified platforms, and adaptive systems
enable continuous learning beyond the classroom, thereby enhancing both autonomy and confidence among
learners. However, the study also identifies several challenges that must be addressed for effective
implementation. Issues such as digital inequality, lack of technical skills, ethical concerns, and over-reliance
on technology can limit the potential of Al-driven edutainment. These findings suggest that while
technology can enhance learning, it must be integrated thoughtfully within pedagogical frameworks and
supported by adequate training and infrastructure. In conclusion, Al-driven edutainment represents a
meaningful advancement in second language pedagogy. It not only improves learning outcomes but also
redefines the learning experience by making it more engaging, personalized, and flexible. When
implemented effectively, it has the potential to bridge the gap between traditional and modern teaching
approaches, thereby contributing to the development of more inclusive and dynamic educational practices.
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