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Problem statement.
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If we take a foreign
language as a system, we will obviously see what
essential and vital role vocabulary plays in this

The article is devoted to the analysis of the
vocabulary games as the way of forming and
developing students’ communicative fluency.

It is stated that using vocabulary games can
help to turn the potentially boring and unexcit-
ing procedure of learning new vocabulary into
something really useful, entertaining and worth-
while. It is shown that well-arranged vocabulary
games give the opportunity of making memoriz-
ing new words easy as well as help the students
to integrate new lexical units into their existing
knowledge. It is stated that the communicative
approach to foreign language teaching requires
the development of vocabulary proficiency. It
is proved that versatile by nature vocabulary
games can be used both for making memoriz-
ing easy and for developing all language skills
regardless of proficiency level.

Vocabulary games can be classified from
the structural point of into simple single-stage
games and more complex multi-stage games.
The games belonging to the first group play on
the physical aspect of words. They can be used
both as warming-up activities and time-fillers. It is
shown that the appropriate choice of the content
for single-stage games proves to be the major fac-
tor for stimulating learners” interest as well as for
creating the enabling atmosphere for noticing and
remembering new words. It is stated that learning
vocabulary can be especially efficient when it is
based on attaching meaning to the word rather
than just remembering the form of the word. Play-
ing vocabulary games students learn to experi-
ence the meanings of the words in context by
using them for the purposes which matter to them.
The single-stage games can help the teacher to
develop team spirit in the group as well as to pre-
pare the students for dictionary work.

It is shown that multi-stage vocabulary activities
can help the students to gain and accumulate
knowledge about various aspects of the word.
Taken creatively such interactive activities can
help the teacher to increase the range of pos-
sibilities considerably and to add the quality of
knowledge so that the words can be fluently
accessed in communicative situations. It is
stated that the multi-stage vocabulary games
are demanding language activities as the mate-
rials necessary for this type of games should be
more varied and more complex to suit the multi-
layered structure of this activity. The multi-stage
vocabulary games are designed for training
all language skills and may constitute several
episodes. Both single-stage and multi-stage
vocabulary games can be adapted to suit the
certain learning goals as well as the needs and
interests of the students.

Key words: vocabulary game, single-stage
game, multi-stage game, communicative skills,
motivation.

Cmammsi rpucssiyeHa aHaslisy JIeKCUYHUX i20p
SIK 32C06Y ¢hopMyBaHHS1 ma PO3BUMKY KOMYHika-
MUBHOI KOMIemeHyji cmyoeHmIs.

Y cmammi 3a3Ha4eHo, WO BUKOPUCMAHHS
JIEKCUYHUX [20p MOXe 00roMozmu nepemso-
pumu  NOMEHUIIHO HyOHy | Heuikasy Oisi/lb-
HICMb 3 BUBYEHHS] HOBOI JIEKCUKU Ha UWOCh
dilicHo KopucHe, Uikase ma UjHHicHe. [Toka-
3aHO, WO 00bpe Op2aHi30BaHi JIEKCUYHI i2pu
Hadaromb MOX/IUBICMb No/Ie2LIUMU  MPOYEC
3anam’amosyBaHHs1 HOBUX C/1iB, @ MaKox 00ro-
Mazaromb  cmyoeHmaMm  iHmezpysamu  HOBI
JIEKCUYHI OOUHUYi B8 IXHi BXe HasiBHi 3HaHHS.
CmBepoxyemscsi, Wo KOMYyHikamusHUll ioxio
00 HagyaHHsI IHO3eMHOI MOBU Mompebye po3-
BUMKY C/IOBHUKOBO20 3aracy. [losedeHo, wWo
YHIBEPCa/IbHI 3@ CBOEK PUPOOOID  /IEKCUYHI
i2gpu MOXHa BUKOpUCMOBYBamuU SIK 07151 Nofiea-
WIeHHs 3anam’smosyBaHHs, mak i 0711 po3su-
MKy YCIX MOBHUX HABUYOK HE3a/IEXHO BIO PIBHS
BO/I00IHHST MOBOIO. 3 MOYKU 30py CMpYKmMypu
JIEKCUYHI [2pU MOXHa po3rodiiumu Ha npocmi
o0HocmyreHesi ma GifbWw Ck/IadHi 6azamo-
cmyreHesi iepu. lepu, Wo Haaexams 00 nep-
woi' 2pynu 6yoyrombCsi Ha ¢hi3U4HOMY acriekmi
cnig. Taki igpu MOXHa BUKOpUCMOByBamuU SIK
0/151 PO3MUHKU, Mak i 07151 3ar0BHEHHS Bi/TbHO20
yacy nidyac 3aHsimmsi. llokazaHo, Wo npasusib-
Hul BuUGIP 3micmy 07151 0OHOCMYNEHEBUX i20p
€ OCHOBHUM (hakmopoM Of15 CMUMY/IHOBAHHSI
iHMepecy cmydeHmiB, & MakoX 07151 CMBOPEHHST
cnpusim/iusoi ammocgbepu 0711 mo2o, Wob
romiyamu ma 3anam’smosysamu HOBI C/I08a.
CmBepoxyembCsl, WO BUBYEHHS JIEKCUKU MOXeE
6ymu 0cobsiuBo egheKmuUBHUM, SIKUJO BOHO
6asyemsCsi Ha Ha0aHHi 3HauyeHHsl C/108y, a He
rpocmo Ha 3anam’simosysaHHi c/108a. [paroyu y
JIEKCUYHI f2pu, cmydeHmu B4ambCsl 8io4ysamu
3HaYeHHs1 C/li8 y KOHMEKCMI, BUKOPUCMOBYHOYU
X y BaxsiuBuUX 07151 HUX Yinisix. OOHOCMYyneHesi
i2pu MoXymb 00roMO2mu BYUMETHO PO3BUHYMU
KoMaHOHULU OyX y 2pyri, i makox nid2omysamu
cmyoeHmis 00 po60mMu 3i C/IOBHUKOM.

MokasaHo, wjo 6azamocmyrieHesi JIeKCU4HI igpu
MOXymb dorioMozmu  cmydeHmam  ompumMamu
ma Hakonuyumu 3HaHHs PO Pi3Hi acnekmu
crioga. TBOPHO MOGYO0BaHI IHMEPaKMUBHI J1eK-
CUYHI 8ripasu doromMazaromes BYUMESI0 3HaYHO
poswupumu  dianasoH Moxsiugocmel | Miosu-
wumu siKicms 3HaHb cmyOeHmis mak, Wob BoHU
BI/IbHO BUKOPUCMOBYBA/IU JIEKCUKY Y HEOOXIOHUX
KOMyHikamuBHUX cumyaujisix. 3a3Ha4aembcsl, Wo
6azamocmyreHesi IEKCUYHI i2pU € KOMITIEKCHUM
BUOOM MOBHOI Qisi/IbHOCM, OCKI/IbKU Mamepiasiu,
HeOO6XiOHI A/151 Yb020 murly i20p, Matomb 6ymu pis-
HOMaHIMHUMU ma CKIadHUMU /151 Moo, W06 8io-
riogidamu 6azamouwiapositi crmpyKmypi yiei Oisi/ib-
Hocmi. bazamoemartHi IEKCUYHI igpu npu3HaqeHi
07151 PO3BUMKY YCIX MOBHUX HABUYOK ma MOXYmb
cK1adamucs 3 0eKi/IbKOX YacmuH. Sk 0OHocmy-
reHesi, maK | 6azamocmyrieHesi JIeKCUYHI i2pu
MOXymb 6ymu adarmosaHi 8i0nosIOHO 00 MEBHUX
Hava/TbHUX yined, a makox rnompeb ma iHmepecis
cmyoeHmis.

KniouoBi cnoBa: siekCuyHi igpu, 0OHocmyre-
Hesa epa, bazamocmyrieHesa epa, KOMyHiKa-
MUBHI HaBUYKU, MOMUBayjsl.

system. How many times do we want to express
ourselves or to say something important and urgent
in a foreign language but we can't find the words?
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It's not surprising as any communication stops if
we lack the necessary words. Realizing this fact
students have to take efforts and spend hours
on memorizing new lexical units. The procedure
appears to be absolutely necessary as well as
time-consuming and tedious. Learning new words
can be compared with moving around the maze
full of surprises and unexpected discoveries. The
teacher's task is to get the students interested
and motivated making their travelling through the
maze enjoyable and exciting. Using vocabulary
games can help to turn the potentially boring and
unexciting procedure of learning new vocabulary
into something really useful, entertaining and
worthwhile. Well-arranged vocabulary games give
the opportunity of making memorizing new words
easy as well as help the students to integrate new
lexical units into their existing knowledge. The
researcher, teacher trainer and materials writer
J. Feher points out: “For a word presented to a
student to become a part of their active vocabulary,
we need to create opportunities for them to
experience and use the word in a memorable
way soon after the first encounter, and then at
longer and longer intervals” [1, p. 65]. Learning a
language means that you start with a few simple
words and phrases and gradually add new lexical
units to them. It appears to be very hard in the early
stages, as there is so much you want to say but
you only have a small number of words. Integrating
vocabulary games into a foreign language class
can give the opportunity to increase students’
vocabulary as quickly as possible and to help them
with their writing and speaking skills.

Analysis of recent research and publications.
The use of vocabulary games and activities has been
the object of research in the studies of many both
native and foreign linguists. The work by J. Feher is
devoted to the creative aspect of vocabulary games,
designed for connecting the form of the words with
their meanings. The researcher emphasizes the
importance of repetition of lexical units necessary for
making memorizing new words easier. In J. Feher’s
opinion, “the vocabulary activities containing visual
component can be creative alternatives to typical
classroom procedures” [1, p. 72].

I.S.P. Nation takes into consideration psychologi-
cal conditions necessary for successful vocabulary
learning. The researcher points out that “noticing,
retrieval and creative use are three important general
processes that may lead to a word being remem-
bered” [6, p. 144]. Motivation, the choice of content
and interest can be viewed as major factors that
can affect the processes aimed at efficient integrat-
ing of new words. In I.S.P. Nation's opinion, “inter-
active activities based upon repetition are especially
helpful because vocabulary items must not only be
known, they must be known well so that they can be

fluently accessed. Repetition thus adds to the quality
of knowledge and also to the quantity and strength
of this knowledge” [6, p. 147]. The researcher analy-
ses the conditions favouring vocabulary learning and
reveals the features of the activities that encourage
them.

The researchers N. Schmitt and D. Schmitt con-
sider the principles which can serve “as a guide in
the creation of a pedagogically-sound vocabulary
notebook” [5, p. 174]. Emphasizing the importance
of integrating such a notebook into classroom activi-
ties, N. Schmitt and D. Schmitt point out that “this way
of personal word store can help to facilitate learning
and to simplify memorizing” [5, p. 177]. Recycling and
expanding rehearsal are viewed as the most efficient
ways of learning vocabulary. It is stated that “vocabu-
lary notebooks completed by the students should be
kept relevant by integrating them into as many activi-
ties as possible” [5, p. 178]. The vocabulary notebook
organized according to the principles suggested by
N. Schmitt and D. Schmitt can help students to learn
words from different perspectives, encourage them
to choose the activities which are the most interest-
ing and efficient for them and to foster independent
vocabulary study.

Pal Heltai focuses attention on the connection
between oral translation and teaching vocabulary.
In Pal Heltai’s opinion, “oral translation can be
streamlined so that under given condition it can be
fitted in with the latest approaches to foreign lan-
guage teaching” [3, p. 181]. A translation exercise
integrated with other activities in various ways can
be much of an advantage itself as well as become
enjoyable additional practice for the students.
Properly organized such exercises can contribute a
lot to the learning of vocabulary and help teachers
to develop students® communicative fluency. The
researcher F. Klippel considers vocabulary games
to be the most efficient technique that may help
students to develop their “feeling of the language”,
which appears to be a necessary requirement for
formation and development of their communica-
tive skills [4, p. 6]. In his works the linguist views
vocabulary games as an integrative part of role-
play exercises and simulations which he considers
to be at the heart of learning communicative skills.
In the interactive games, designed by F. Klippel,
there is a particular emphasis on high-frequency
vocabulary in everyday spoken English. In the role
play exercises, aimed at introducing new vocabu-
lary, the lexical units are presented in manage-
able quantities for learners. In F. Klippel's opinion,
the vocabulary games can provide opportunity for
intensive language practice and contribute a lot to
the development communicative fluency [4].

Thelanguage gamesworked out by the researcher
A. Wright [7] are aimed at developing students’
imagination and creativity. In the researcher's




IHHOBAL|IIHA MEAATOTIKA

opinion vocabulary games can motivate students
to express themselves more fully and in a more
sophisticated way.

The works by J. Hadfield are devoted to the
analyzing “the process of acquiring vocabulary as well
as the ways of practicing new lexical units” [2, p. 4].
The activities created by J. Hadfield, are aimed at
motivating learners “in order to form and develop
communicative competence as well as improve
creative, critical and analytical skills while using
vocabulary games” [2, p. 5]. Taking into consideration
a vocabulary game, J. Hadfield points out that “the
game containing “element of fun” is viewed as
the key to the successful and enjoyable learning”
[2, p. 12]. J.Hadfield classifies vocabulary games
into memorizing, designed for fixing the meaning of
the word in students™ minds, personalizing, aimed at
getting the students to relate the new words to their
personal experience and communicating focused
on the successful use of the new vocabulary in
communicative activities. Formatted as riddles,
guessing games, jumbles, crosswords, word
generators, magic squares vocabulary games can
help the teacher to motivate students and perceive
the language more astutely.

The aim of the article is to define the ways of
integrating vocabulary games into a foreign language
classroom and offer a set of interactive vocabulary
activities which are aimed at forming and developing
students’ communicative fluency and can be used at
different stages of the English lesson.

Presenting the main material. Remembering
and learning new words is usually hard and time-
consuming. There are many ways of introducing,
recalling and recycling new lexical units. Being
versatile by nature vocabulary games can be used
both for making memorizing easy and for developing
all language skills regardless of proficiency level.
Using vocabulary games can help the teacher to
solve the most difficult problems: how to integrate
new words into already existing students™ word store
and how to do it successfully. The communicative
approach to foreign language teaching requires the
development of vocabulary proficiency. No wonder
that the lexical units the students use when they
speak or write can significantly add or detract from
what they want to say. Taken creatively and properly
organized vocabulary games can help the students
understand what they read or hear as well as to
increase their effectiveness as communicators.

Vocabulary games can be classified according
to a number of principles. From the structural point
of view they can be divided into simple single-stage
games and more complex multi-stage games.
The games belonging to the first group play on the
physical aspect of words. They can be used both
as warming-up activities and time-fillers. The game
“Pass on a word” can help the teacher to create
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friendly and relaxed atmosphere as well as to get the
lesson off to a good start. It is aimed at introducing
and practicing new vocabulary. The game consists of
several steps.

Step 1: Write some new words on the blackboard
and ask the students to look at the words for two min-
utes. Clean the blackboard.

Step 2: Ask the learners to form a line. Give the
first student the card with the new word and ask him/
her to read the word and to pass it on to the next stu-
dent in the line.

Step 3: Ask the last student in the line to write
the word, passed on by his/her group-mates, on the
blackboard. Choose another learner to start pass-
ing on and to write the second word from the list.
The game is over when all the words are written on
the blackboard correctly. The game requires atten-
tion and concentration. The students feel respon-
sibility and do their best to copy exactly what they
hear. The game can help the teacher to develop
team spirit as well as to prepare the students for
dictionary work.

The game “All the words you know” is aimed at
boosting the students™ confidence by compiling a list
of familiar English words. This activity can be suitable
for all levels of proficiency and can be used at vari-
ous stages of a lesson as an icebreaker, a warmer or
time-filler as well as a revision exercise.

Step 1: Choose the topic for revision. Ask the stu-
dents to brainstorm on to the board all the words con-
nected with the given topic.

Step 2: Challenge the learners to remember all the
words by erasing them one by one.

Step 3: Divide the group into two teams and ask
each team to reconstruct the list of the words together
and to write it down. The team whose list of words
appears to be more complete is a winner.

One-stage games are related to “the noticing, the
important psychological condition, which appears
to be necessary for encouraging and motivating
students and reaching learning goals” [6, p. 144].
The appropriate choice of the content proves to be
the major factor for stimulating learners’ interest. The
interactive vocabulary activities can help the teacher
to create the enabling atmosphere for noticing and
remembering new words.

Learning vocabulary can be especially efficient
when it is based on attaching meaning to the
word rather than just remembering the form of the
word. Playing vocabulary games students learn to
experience the meanings of the words in context by
using them for the purposes which matter to them.

The activity “Key words in a topic” is suitable for
practicing new words as well as for general revision
of the vocabulary. The game can be organized in
pairs or in small groups.

Step 1: Prepare the list of topics you would like to
practice, for example: food, sport, hobbies, travelling.
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Step 2: Write several topics on the board.

Step 3: Ask the students in group A to write three
words which they associate with each topic. These
words can be general or personal associations.

Step 4: The representative of team A shows the
list of words created by them to the opposite team
B which must try to guess which topic is referred to.
Then the procedure is repeated with team B. Instead
of showing their words to other students, learners can
display their words on the board so that others can
read them and decide what topic they describe. The
team which names all the topics correctly becomes
a winner. Such a game can be a good way into the
further practicing and discussion of a topic area. The
activity “Key words in a topic” can gradually transform
into a multi-stage vocabulary game containing fun
and acting components.

The game “Mime and guess” is designed for
revising adjectives and adverbs which appear to be
more difficult to memorize.

Step 1: Decide what type of adjectives or adverbs
you would like to revise.

Step 2: Divide the students into two teams and ask
each team to brainstorm a list of twenty adjectives
describing human feelings.

Step 3: Ask the representative of team A to write
one of the adjective on a piece of paper and hand it
to the player from team B. That player must mime
the word before his/her team without naming it. If the
team guesses right, they get the point.

Step 4: Next it is the turn of team A. The
representative of team B writes a word from their
list on a piece of paper and hands it to the player
from team A. The team with more points becomes a
winner.

As a variation of this game the students can be
asked to brainstorm the list of adverbs. The student
from team A must perform the action in the manner of
the adverb written on the piece of paper by team B.

The processes of retrieval and creative use,
worked out by the researcher |.S.P. Nation, are
realized in multi-stage vocabulary games aimed
at expanding students® vocabulary as well as
developing communicative skills. The interactive
activities can be based on the repetition of lexical
unit. In I.S.P. Nation's opinion, “the repeated
opportunity to retrieve the item which is to be learned
is more important as it strengthens the path linking
form and meaning and makes subsequent retrieval
easier” [6, p. 145]. When the learners see or hear the
form of the new word, they need to remember and
retrieve what they know of its meaning. Vocabulary
games can help the students to connect all the
ideas and the information concerning the word. The
retrieval can be especially productive if the words
are learned in groups not in isolation. Multi-stage
vocabulary activities can help the students to gain
and accumulate knowledge about various aspects

of the word. Taken creatively such interactive
activities can help the teacher to increase the range
of possibilities considerably and to add the quality
of knowledge so that the words can be fluently
accessed in communicative situations.

The multi-stage game “Cookery duel” is
designed for systemizing target vocabulary as well
as developing students’ communicative fluency.

The activity requires additional preparation,
consists of several episodes and includes creative
components.

Step 1: Divide the students into two teams and.
Explain them that they represent two competing
cookery schools. Choose several students to be the
judge panel.

Step 2: Give each team several sets of cards
concerning cooking. Ask the students to sort the
cards according to the following categories: “Food”,
“Cooking methods”, “Equipment and utensils”.

Step 3: When all the cards are sorted ask both
teams to create the recipes of the main course,
salad, appetizer and dessert using the food, cooking
methods and utensils they have on the cards.

Step 4: When the recipes are ready, the
representative of team A presents them before
the class. The members of the opposite team ask
questions concerning the details of cooking process.
Then it is the turn of the representative of team
B. When both teams show their presentations and
complete the question and answer sessions, the
judge panel announces a winner of the cookery
duel. The game can include the discussion about the
cooking methods and recipes.

Conclusions. Increasing vocabulary appears to
be very important for students™ general progress in
English. The simple single-stage vocabulary games
are mainly designed for transferring new words into
learners’ long-term memory. Being organized around
everyday topics these games can help to fix the
meaning of the word in the students’ minds as well
as to visualize it and relate it to their personal experi-
ence.

The multi-stage vocabulary games are quite
demanding language activities as the materials
necessary for this type of games should be more
varied and more complex to suit the multi-layered
structure of this activity. The multi-stage vocabulary
games are designed for training all language skills.
These activities may constitute several episodes
and contain diverse elements in their content and
procedure.

Both single-stage and multi-stage vocabulary
games can be adapted to suit the learning goals as
well as the needs and interests of the students. The
interactive vocabulary activities provide the oppor-
tunity for concentrated language practice as well as
for real communication. Memorizing new vocabulary
appears to be a hard and time-consuming process
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but vocabulary games can make it more efficient as
well as enjoyable for both the teacher and the stu-
dents.

The further research in this area is to be devoted
to the analysis of the development of writing skills.
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