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Abstract: we need creativity into classrooms because each time a language teacher enters a class, a silent
experiment in hope and creativity is taking place: hope that the lesson will make a difference to at least one of its
learners in some way; creativity in that teachers strive to give the lesson something of their own that goes
beyond imitation or compliance. In this scientific article, the issues of education are considered. In this article,
all the directions in the process of teachers teaching teachers and students can be used.
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Games and games-based learning have been a part of education for decades. Nowadays, the idea of using
games in teaching process seems to be widely accepted everywhere as their profitability and necessity have been
proposed and justified since the seventeenth century by such famous linguist as Comenius [1, 56]. Today more
and more teachers believe that games help their students to feel more relaxed, express their thoughts and share
different ideas in English forgetting about their fear of making mistakes.

What is an educational game? A famous American linguist, Prensky says: “An educational game has a deep
biological, evolutionary, important function, which has to do specifically with learning”. (p.6) In fact, it is a
game designed to teach humans about a specific subject and to teach them a skill. In addition, use of educational
games in the class allows us, as teachers, to fulfil all students’ needs of learning by providing passionate
involvement, enjoyment, structure, motivation, ego gratification, creativity, social interaction and emotion. In
general, an educational game can be called successful if it contains the rules, which are clear to students and the
ultimate goal, which is well defined.

Different types of educational games in language teaching. There are many types of educational games that
can be used by a teacher for different educational purposes during the lesson. It is advisable to keep changing
types of educational games to provide students with novelty and a positive surprise effect. Such approach is
proved to have the most profitable outcome and the highest possible impact on students. As it has already been



mentioned, educational games can be competitive, but at the same time students can practice and improve their
language skills strategically with the help of co-operative educational games, in which they should work together
as a group to achieve certain goals.

It is worth mentioning that no educational game practices only one language skill. However, they can be
divided according to the skills that they mostly focus on. For instance, William Francis Mackey offers his own
way of games subdivision (2, 109).

So, famous linguists have made a research and tried to estimate the amount of words that native speakers
know in order to assess the number of words learners need to learn. It appears from this research that the number
of words that is used by native speakers varies from 12,000 to 20,000 depending on their level of education.
Fortunately, learners do not need all these 20,000 words in their everyday life, as they can understand quite a
large proportion of texts even if they have a relatively small vocabulary. For instance, learners who know the
most frequent 2,000 words will be able to understand almost 80 percent of the words in an average text.
Therefore, a teacher should be able to identify the most frequent 2,000 vocabulary items in English and give
them priority in teaching [3, 120].

Different types of vocabulary. According to Cummins (1999, as cited in Herrel, 2004), we can differentiate
the following 4 types of vocabulary: reading, writing, listening, speaking. Each type has different purposes, but
development of one type of vocabulary allows a learner to facilitate growth of the others, as they are interrelated.
The first two types (reading, writing) constitute written vocabulary and the last two (listening, speaking) refer to
spoken vocabulary. Children start acquiring speaking and listening vocabulary many years before beginning to
build writing and reading vocabulary. Therefore, spoken language serves as the basis for written language.

Use of educational games for teaching vocabulary. Educational games allow students to practice all their
integrated skills, however, vocabulary is influenced most of all. It is obvious, that vocabulary plays a huge role in
language learning, but students usually find memorizing new words boring and time-demanding. So,
appropriately chosen and used vocabulary games make the process of enlarging students’ vocabulary much
easier and more pleasant for both learners and a teacher.

Advantages and disadvantages of using educational games for teaching vocabulary. It is important to
remember that use of educational games for teaching vocabulary has their own advantages and disadvantages,
which should be taken into consideration.

The main advantages of educational games for teaching vocabulary can be summarized as follows:

v A teacher can use vocabulary games as a testing mechanism, because they easily expose students’
weaknesses, which need to be remediated. For instance, a teacher can mention that his or her students have
difficulties using the words related to the topic “Education”, so he or she can bring some material in order to
revise this topic during the next lesson.

4 As playing games has always been a natural and vital part of growing up and learning processes, use
of vocabulary games enables students to make their own experiments, discover different approaches, which are
suitable for them while learning a new language and interact with their peers practising new vocabulary.

v Educational games intended to enlarging students’ vocabulary can be successfully used to change the
pace of a lesson and renew students’ energy after teaching long formal units and before returning to very
complicated topics.

v Vocabulary games usually provide students with “hidden” practice of new vocabulary, although
students are not aware of this. For such effect, a teacher should choose educational games, which are connected
with the topic that students have covered during the lesson in order to drill new words and imprint them on
students’ minds.

v" At the same time, overuse of games can have some negative consequences for both students and a
teacher. In fact, having been carried away by a game many students can forget about time, and it will be
extremely difficult for a teacher to persuade them to stop playing and return to more serious studying process.

Some disadvantages of using games for teaching vocabulary can appear if:

v Games become a meaningless habit. We should remember that not all games can be called
educational, and that is why a teacher should choose only those vocabulary games that have an educating aim.
Otherwise, students will waste their time instead of improving their English.

v Students have different levels of English. It can be a problem too, as weaker students can be shy and
use their mother tongue in order to express their opinions, while students who have a better level will be
dominating and sometimes unwilling to present their ideas because of being bored.

Overall, young learners can learn new vocabulary drilling it in a form of a game, but in order to make the
language acquisition more effective for them, repetition used in a game should be enjoyable every time. For that
reason, educational games are a tool used in a class of young learners on regular bases. In addition to the
personal challenge, younger students also enjoy competing with their peers, and introducing a game element is a
way of livening up any material. Taking into consideration the fact that young learners cannot focus on their
study for a long time, vocabulary games chosen for teaching them should be short and simple.
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