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ABSTRACT

Hofrajterova, Michaela. University of West Bohemdqoril, 2014. Useful Classroom
Techniques: Games Focusing on Vocabulary AcquisitBupervisor: Mgr. Danuse
Hurtova.

One of the reasons for choosing the topic is malmyincreasing emphasis on role of
vocabulary in foreign language teaching. Howevde&on new vocabulary is often very
difficult. Therefore the thesis focuses on vocabufgames which seem to represent one of
the pleasant ways to acquire vocabulditye main goal of the thesis is to discover what
effect has playing vocabulary games on vocabulanggalidation. Another aim of the

thesis is to reveal learnérgs well as teachers’ attitude to vocabulary gattetheoretical
part deals with learners, vocabulary in generatabaolary acquisition phases and games.
Thus it provides the thesis with useful backgrouselxt, the thesis describes the research
which was conducted at ZS Néstice. The tools used to gather data are an expetim

and a questionnaire. Later, by means of analydiseofesults, two hypotheses were
verified and two hypotheses were disproved. It iegothat vocabulary games are popular
with the learners, that both the boys and the gkésthe same games and that the learners
regard vocabulary games as a useful tool in voeapaonsolidation process. Also, it
reveals that in order to consolidate vocabularg,BEnglish teachers introduce into the
lessons rather other methods than vocabulary gdfresly the research question
discovered that playing vocabulary games hlasreeficial effect on vocabulary

consolidation.
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l. INTRODUCTION

In the last years the approach to language tegdta@ia changed dramatically. The
main aim is not to learn about the language, #gsmgnatical structures and its system.
Nowadays, the most important thing is to learndmmunicate. As Janikova (2005) says,
“the foreign language should be perceived as adbocbmmunication, international
understanding and learning about foreign countrestheir cultures” (p. 11). Thus
schools endeavour to develop language skills aanthileg habits instead of mere passing
knowledge on the students.

The vocabulary becomes one of the key componédritsegn language
acquisition. The change of the approach to theqgaepf foreign language influenced the
way it is taught. Grammar is no longer the mosti§icant part of the language. Now the
emphasis on grammar is tantamount to emphasishen lsinguage systems. However
vocabulary is sometimes considered even more irmpbtthan grammar. Scott Thornbury
(2002) claims, “you can say very little with grammiaut you can say almost anything
with words” (p.13); and he is completely right. feetly correct use of grammar does not
allow people to communicate efficiently without krledge of the vocabulary. On the
other hand it is quite possible to speak with atlaerd to be understood without knowledge
of grammar. If a Czech tourist comes to a shoprigeGe and says, “One milk, two
yoghurts and bread”, s/he will get those even withmwlite request such as “Could | have
a bottle of milk, two cups of yoghurt and a loatwéad, please?” That is one of the
reasons why the emphasis on teaching vocabulavysgro

It is evident that to expand learnevecabulary is important but the question is how
should teachers do that? It is not very amusingaad long lists of new words and learn
them by heart. Moreover, often to remember a nevwdwas crucial to repeat it or use it in
different contexts several times. One of more @etways to learn the vocabulary is to
introduce games into language lessons as a vocglgdme may emerge as very
beneficial tool in vocabulary acquisition procdssaddition many authors as for example
I. Pychova promote a humanization of education. l&tieves it is important to decrease
emphasis on the output and focus more on attrasseof education and on experiences
or enjoyment of learners (as cited in Cl@d& Ries, 1999, p. 117). That is precisely what
games do. They make learners to be involved inedm@ming process and enjoy it.

So the increasing importance of the vocabularya@mimon underestimation of

games are the reasons | have chosen this topicefbne the thesis is going to deal with
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vocabulary games and their effect on vocabulargalidation process but also with
learners and teachersttitude to these games. Simply it is going t@ov®r whether
vocabulary games are really so useful in vocabutansolidation process or whether they
are just an overestimated source of enjoyment.

The main question of the thesis is what effectgiaging vocabulary games on
consolidation of new vocabulary? Next there are fogotheses to be verified. H1: Sixth
graders enjoy playing vocabulary games more thdmary activities their teacher uses for
vocabulary consolidation. H2: Sixth graders donealize the utility of vocabulary games
and regard them rather as an activity which ioohiced into the lessons for fun than as a
learning tool. H3: Boys like the most the differéyppes of games than girls. H4: The
teachers use rather other methods for vocabularyatiolation than vocabulary games.

The thesis consists of six chapters. First thesmiintroduction which briefly
reveals the main area of the research as welleaettson for choice of the topic. The
second chapter, called “Theoretical Backgroundgspnts and analyses the knowledge and
opinions of various authors, who deal with the lzage in general, with vocabulary
acquisition and with introduction of games into Estglessons. The following chapter
describes the methods used within the researchtoling and fifth chapters present the
results of the research and the implications. Tdrg last chapter concludes the whole

thesis.



Il. THEORETICAL BACKGROUND

This chapter describes the theoretical backgraumdh is beneficial for realisation
of the research. The very first part of theoretimatkground focuses on the learners at
lower secondary. It describes the way they ledrm specific behaviour connected to their
age and appropriateness of introducing games indlasses. The second section deals
with the vocabulary. At the beginning it explainkatthe term vocabulary means a how
the approach to the vocabulary has changed. Nsekbivs one of the possible
classifications of the vocabulary, and finally isclisses how many lexical items the
learners should acquire and which vocabulary shbelthught. The third part of the
theoretical background describes the process aftudary acquisition and focuses more
closely on vocabulary consolidation, the memorg, ghocess of remembering and on the
significance of review in the lessons. The fousht®n is the most fragmented one.
Primarily it concentrates on games in the procéssaoning and it is divided into several
parts. The very first part focuses merely on garti@sveals the historical interconnection
of games and education and describes the diffefegtweeen ordinary games and didactic
games which are used in education. Furthermore #rer listed various reasons why it is
beneficial to introduce vocabulary games into laggilessons. The final subsections
describe different classifications of vocabularynga and the important aspects teachers
should keep in mind when choosing a vocabulary g&ieee, the aspects of age, gender

and learning style are discussed separately inldeta

Students

In general, when dealing with teaching it is neeeg to know who is going to be
taught. Teachers should find out the age and thed t& the learners, the purpose of their
study and many other key elements which may infteghe teaching. The following
paragraphs focus on adolescents and examine whb#ieability to learn foreign
language differs from the ability of younger leaséNext the text describes students at
lower secondary from the point of view of basictteas characteristic of this age group,
and finally it reveals the way adolescents acqgthieslanguage and how it differs from
children and adults way of learning. In brief thegmose of this subchapter is to present the
learners of English at lower secondary and to discappropriateness and usefulness of

playing games with them.



First it is important to discover whether adolegsanay acquire a language as
quickly and well as young learners or whether ri@sessary to make much more effort to
teach them something. Roberts and Penfield’s afiperiod hypothesis presumes that
children can learn language naturally and effostiesnly till the age of ten. Later the
learning cannot be “completely successful” (asdciteEllis, 1994, p. 484). It may imply
the students over the age of ten, which meangeds@agers, learn the foreign language
with more difficulties. However today it is commgrknown fact that this theory is not
completely true. What is more, Krashen, Long anar&ala even claim that, “older
children learn more rapidly than younger childréas cited in Ellis, 1994, p. 485). It is
partially because older children have longer aib@ngpan, thanks to cognitive
development learn more explicitly and have wideswiedge of world around them which
may become a kind of scaffolding when acquiring kewwledge.

Another problem to solve is how should be thigqueigroup called. They attend
sixth, seventh, eight or ninth grade at primaryostiand their age is somewhere between
eleven and fifteen (sixteen). Thus the term teersageuld be quite inaccurate. Also it
would be possible to call them young learners msrbtion covers children from the age
of four to eighteen (Ellis & Leclere, 2003). Howeas this term is not appropriate for our
purposes it would be better to use the term definetthe authors ofhis We Believe
“young adolescents” (as cited in Salyers & McKeel )p

The term young adolescents covers students fremagke of ten to fifteen. This
period is connected with changes in physical, $oermotional and intellectual sphere.
Many teachers do not like teaching this age gragabse of their lack of interest in most
of topics, problematic behaviour, lack of attenteord passive approach to learning. So it
may seem they must be the worst group to teacluéayegat school. However Penny Ur
believes adolescents are the best language ledasecged in Harmer, 2001, p. 38). One
of the reasons may be the fact they combine adgastaf older and younger learners.
Their brain is still fresh and ready to learn theyt have longer attention span and their
cognitive processes develop.

There is a big difference between the childrend adults style of learning. While
the children learn mostly implicitly through regitn, miming, games, rhymes, songs,
exposure and everything that surrounds them, thisaeéarn mainly explicitly. It means
adults need to learn about the language, analy@liunderstand its rules. The
adolescentsway of learning still develops. As Dekeyser claifitise older a student gets,

the more explicit the learning processes he omgheise: accessing and applying
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explanations, deliberate learning of lists of vadaby, testing hypotheses, focused
practice” (as cited in Ur, 2012, p. 258). It sigesf the sixth graders may still wish to learn
in more childish way while the approach to learrmafigninth graders may be more adult
like.

However is it appropriate to play vocabulary ganvéh young adolescents?
Wright, Betteridge and Buckby (1983) believe garess be played by people of all age
groups. Nevertheless at the same time they aderi tmay be some obstacles teachers
should realize when choosing games for teenageording to Wright et al. one of the
problems is that [adolescents] tend to be self-cons and reticent (p. 2), which may
complicate the process of playing games. Alsogfeiserally known they often find things
silly, boring and have behavioural problems, butt@contrary when teachers know how
to treat and entrance them, they may become graatdrs. That is precisely what Jeremy
Harmer (2001) says, “Teenagers, if they are engdgeca a great capacity to learn, a great
potential for creativity, and a passionate committrier things which interest them”

(p. 39). Therefore if teachers choose appropriateegwhich may seem interesting to
young adolescents it may become as effective ajoyavle as if played with second
graders because the “enjoyment of games does pehden age” (Wright et al, 1983, p.
2). Thus there is no reason vocabulary games simmtlde played with young adolescents.

As already indicated, in case a game is apprabyiahosen it becomes one of the
powerful methods which are able to activate youhgjescents. As soon as young learners
enter the puberty their interest in things tauglsichools decreases, they are more
withdrawn, unbalanced and occupied with their peoid which often may result in
daydreaming. Moreover the adolescents tend to perkgnsitive and easily disconcerted.
It may cause fear, worries, stress and stage fvidjith negatively influence their
performance (Kohoutek, 2009). Also according tot®va Simkovéa (2012), the older
learners are, the more they are bored at schodlgheamore mutual trust in peers and the
sense of security decrease. In addition contempdgarners have problems with the
empathy, respect and attention. Thus as the gaavesthe power to support the positive
atmosphere in the classroom and to make learndéosus their attention on the language
being practised, to be more motivated, to coopgetatiee relaxed and involved as
discussed below, they seem as the ideal form glilage practice.

In conclusion, the term young adolescents relat@ery heterogeneous group
which cannot be treated in the same way as childrexlults. Their world is changing and

so are they. That is the reason why the young adefgs need a bit different approach
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within the learning process. For teachers, it iy weportant to keep in mind that to teach
the learners at lower secondary means to teachdhdtiren and adults. The sixth graders
are approximately eleven years old. They aredtildren who love to play, draw and do
the similar things the younger learners do. Butghmes and activities must be chosen
thoughtfully in view of the fact that some girlseddy enter the puberty. On the other
hand, most seventh graders change fully into adelgdearners and ninth graders think of
themselves usually as about adults. That is treorearhy the learners at lower secondary
have to be approached differently. Of course,dpjglies also to vocabulary acquisition by

means of vocabulary games.

Vocabulary

The vocabulary has won its significance within lreguage systems quite recently.
It has been underestimated and ignored for a liomg fTeachers as well as thethors of
various textbooks focused mainly on the grammarthad/ocabulary was just a tool which
was to help students to understand and buildjthemmatical structures (Janikova, 2005, p.
5). Nowadays the approach to vocabulary is comipléiferent. For example Jack C.
Richards (2002) claims that, “vocabulary is a caymponent of language proficiency and
provides much of the basis for how well learnersagp listen, read and write” (p. 255). It
shows how the importance of the vocabulary hasasad. That is the reason following
lines deal with the vocabulary more closely. Roatagraph distinguishes the term
vocabulary and lexis. Next part describes one sbjide classification of the vocabulary
and the last part discuses how many and which wdagbshould be taught at lower
secondary and what is the aim of language acauis#ti Czech schools.

It is impossible not to mention there are two ntamms which may refer to the
words within the language- the lexis and the votatyuWhile the “old-fashioned” term
vocabulary refers only to single words or very tighinked two or three words, the
“modern” term- lexis is much wider. It includes tkiegle words, collocations and
multiword items (Scrivener, 2011, p. 186). Howefagrthe purpose of this thesis the term
vocabulary will be used. It is mainly because nodshe authors do not even mention the
term lexis in their works and so it would be quikaotic to use the term lexis on one page
and the vocabulary on the others.

There are many various ways the vocabulary casidssified. For example
Janikova (2005), distinguishes three types of twmkulary- active, passive and potential
(pp. 85-91). The active vocabulary signifies thedsdearners can use when speaking or



writing. Simply they can recall and apply them witleay want to. Secondly there is a
passive vocabulary. This kind of vocabulary repnéeséhe words that learners know and
understand, but they are not able to use themendtvn when speaking or writing. The
last type of vocabulary is called potential. Imade of words with prefixes and suffixes or
compound words students neither do know nor caplugehey can understand those
words. In general it is possible to say that important to focus on all three types of
vocabulary within the lesson. The main reasonas thday the aim of language learning is
the ability to communicate and to communicate éiffety learners need to have both
passive and active vocabulary, as well as theyldhmiable to guess the approximate
meaning of unknown words.

One of the common questions is how many and wibrajlish words should the
learners at lower secondary know. In generalpoissible to say the learners should
acquire particular amount of the most frequent wqoldis such vocabulary which relates to
their life and culture. In accordance wiRkmcovy vzdavaci program pro zakladni
vzcblavaniit is the vocabulary relating to such topics amifg, culture, home, school,
shopping, technologies and media etc. (MSMT, 2@137). However it is much harder to
agree on number of words learners need to comnteratappropriate level. In Oxford
English Dictionary there is half a million entrigsccording to Scott Thornbury (2002), the
English native speaker’s vocabulary consists cd@® word families while the second
language learner acquires approximately 5000 wamdlies if successful (p. 20). It seems
it must take many years to make language learnaraderstand and be understood.
Fortunately to communicate in common situations gufficient to know only 2000 words
as this is the amount of words native speakersnudaily conversation. And what is more,
it has been discovered that almost fifty percemhoét English texts are made of one
hundred most frequent words (Thornbury, 2002, p. B@neans that the vocabulary
consisting of 2000 words should be enough to enabl@ers to communicate in English.
Thus hypothetically, supposing that the learneag $b learn English at lower secondary.
They learn it for four years, usually three timeseek and each school year lasts
approximately one hundred and eighty-nine day®lltws the learners should ideally
learn 4.5 words per lesson to reach 2000 acquitedsnafter four years. That is not too
much.

The main aim of the English lessons at elemergangols should be to help the
learners to acquire the key vocabulary relatedatus topics which would enable them

to communicate in everyday situations. At the ehldwer secondary education, the level
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of foreign language learners should reach is AZtinefers to learners as to beginners
(MSMT, 2013, p.18). Jim Scrivener (2011) believest the real difficulty in vocabulary
acquisition relates to the process of teachingnkzarto use old words in new ways.
Therefore he suggests that by intermediate leeetehachers should support the use of
already known words in different combinations aattgrns they do not know (pp. 205-
207). As the learners at lower secondary reackldgraentary and later the beginner level,
it follows the necessary goal of the learners @&elosecondary should be to adopt the basic
set of vocabulary they would be able to use orgeize in everyday life. This fixed
amount of words would provide them with a basddiother and deeper study as well as it
would enable them to communicate in common sitaatio

In conclusion, as the approach to the vocabulasydnanged it catches more and
more attention of teachers. It is right becausestiwabulary is crucial to the ability to
communicate. Thus the teachers at the lower secpsdhools should realize their goal is
not only to teach the learners to form presentgoérbut also to provide them with the
essential amount of vocabulary crucial for the fietstudies as well as ordinary everyday

communication on holiday or with friend via intetne

Vocabulary Acquisition

There are various approaches to language acquisitigeneral. For example
Penny Ur (2012) mentions four basic attitudes.t®lie fist one believes language is
acquired the same way as the first language, tensesupposes language is set of habits
students need to learn, the third presumes to laaguage means to learn rules and the
last approach compares language learning to legastitls (p. 6). However it would not be
effective to explain the process of vocabulary &itjan through these theories. Thus the
following paragraphs describe only the basic défee between incidental and intentional
learning, the way our memory works, the procedsmgfetting and remembering, the
importance of review and the most important thingaivt means to know a word.

Two main approaches refer to the incidental lagguecquisition and intentional /
deliberate language learning. The former suppdsebdst way to acquire the vocabulary
is to do it unintentionally while the later believine best way to acquire the vocabulary, is
to learn it intentionally. In other words, incidahvocabulary acquisition means students
learn the word without the intention to learn ihely simply focus on particular activity or
its goal and when doing so, they learn new wotds.\\ery often connected with extensive
reading. However Laufer questions this way of asitjon. He claims that it is rather



ineffective when applied in ordinary school lessasscited in Ur, 2012, p.65). As various
authors indirectly say it is not efficient to enaber new words many times but do nothing
with them. In such case it would be very hard tegkthe words in learnérsnemory. On

the other hand the intentional learning means sitsceliberately learn what they should

learn. According to Penny Ur (2012):

Deliberate vocabulary-teaching procedures can\ndedi into two groups:
those that are aimed to teach new items for teetfime in order to expand

the studentsvocabulary; and those that are designed to provide opportunities

for review in order to consolidate and deepenesttgiknowledge of new items.

[The presentation, review and assessment modai$ eath these. (p. 65)

It is obvious that the vocabulary games, the thesisterested in, would fall into the later
group.

However, the first essential question to deal witien talking about vocabulary
learning is how the memory works because as Thoynf2002) says, “vocabulary
learning is a memory task...”(p. 31). There are ymandels which divide the memory into
sensory, short-term memory, working memory and-@mgm memory differently. The
model this thesis works with is composed of shemtat working and long-term memory
(Thornbury, 2002, p. 23). When learners encourger word it goes to short-term store
where it stays only a few seconds if the learneraat work with it further. If the learners
pay attention to the word or works with it, the w@oes to working memory. The working
memory enables the learners to use words befoyeatiesfully memorized. But as the
working memory has limited capacity, it storeswuad only for a while and then it is
either forgotten or sent into long-term memory vihi said to have limitless capacity.

But how should teachers help their learners toertbe vocabulary from working
memory to long-term memory? Thornbury (2002) bedgeit may be done through
repetition, retrieval practice effect, putting werd use, imaging and personal organizing.
For example by using the imagination learners ereattain pictures which are connected
to the words. On the other hand, personal orgagiaimd putting word into use enables
learners to classify it within the mental lexicardanake the associations between the
words and learnetrsvorld and opinions. Those things, as well aseeing and repeating,

help learners to remember the words better. Thieevat practice effect facilitates learners



to recall the word easier when doing so next ti@methe other hand, repeating does not
relate to mere repetition of the word but rathertpetition of encounters with it (p.24).

Zahar et al. claim that in order to learn the itémthis case a word, a collocation
etc., the learners need from six to sixteen re-emiaws of it (as cited in Ur, 2012, p.64).
Thus if the teachers at lower secondary want teigecthe learners with the stable
basement of key vocabulary, they have to enablétraers to encounter those many
times. However again it is not efficient to onlycennter the vocabulary but to encourage
the learners to work with it. It is because the emepetition of the word does not
contribute to its transfer from short-term to laiegm memory. In order to make this
transfer possible, the learners need to work wibhds, “use them within working memory
and subjected them to different operations” (Thargh2002, p. 93).

When looking at Ebbinghauforgetting curve it is obvious a great deal of
information people learn disappears within veryrstime. To be more accurate the
process of forgetting is the most intensive witfwenty minutes after the moment learners
firstly learn information and it slowly decreasdtenforty-eight hours (Coon, 2006, p.
313). Later the information vanishes more and nstoely. However after two days,
unbelievable more than 70% of the newly acquiréarmation get lost (Coon, 2006, p.
313). That is the reason why teachers should reélesgocabulary. Each time the learners
review the items they have learnt, the amount ajdtien items decreases in future.
However the meaningful information are not forgotss quickly as nonsense letters
combinations Ebbinghaus used for his experimenbfC2006, p. 313). It follows that if
teachers provide learners with the opportunityerspnalize the words, to make the
connection between the new word and previous kraigdeto cluster the words and to
make associations with feelings and emotions, ahgetting will also become less
intensive.

The process of teaching the vocabulary may beefisdwided diversely. There are
many ways to classify the individual phases vocatyuhcquisition consists of. Therefore
it is not easy to define precisely which stageadfabulary acquisition the process of
consolidation belongs to. One of the detailed cptxes based on six-stage process-
presentation, understanding, consolidation/practeaew, application and examination of
acquisition. The phase this thesis focuses onnsawation. However for the purpose of
the thesis, it would be better to use the conckpeany Ur which consists of three stages-
presenting new vocabulary, vocabulary review anzhbalary assessment (2012, pp. 65-

71). It is because the review is in general a ntethioich enables to fix the vocabulary and
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So it seems quite redundant to distinguish conatid and review phase. Similarly even
the application phase may be considered as supasflas it is often involved in the review
stage.

The revision is crucial element in vocabularywsigion. O’'Dell says that,
“memory plays a key role in vocabulary learning #mel benefits of revision and repetition
have been clearly demonstrated in studies of vdaablearning (as cited in Tuan, 2012,
p. 261). The review activity has usually two godike first goal is to refresh and to fix the
vocabulary and the second goal is to make the ugecabulary automatic (Janikova,
2005, p. 106). Both of these goals, refreshmentcandolidation and automation of the
vocabulary may be reached by means of vocabulanegaMcCallum believes games are
perfect for vocabulary review. He claims that, “gantan lend themselves perfectly to
quick bursts of revision. Using some of the gantes teacher can revise a massive amount
of vocabulary and grammar in a few minutes. Cleatydents have more chance to be
exposed to vocabulary through games” (as citecuen] 2012, p.261).

Nevertheless the opinions on how often and whervtitabulary review should be
done vary from person to person. For example Jaaik2005) believes the best way to
remember newly gained information, in this caseabotary, is to re-encounter it shortly
after the moment students first see it and thetotthe review three times within the
lesson (p.107). However when looking at Ebbinhausve it seems the review should be
ideally done within the first twenty minutes, attatively at the end of the lesson, then
after approximately nine hours e.g. in the fornthomework and then the next day.

There are certain aspects which may negativelyante the process of
remembering words. First it is learning a big antafriexical items at once. It is
recommended the foreign language learners shogldracapproximately eight lexical
items per lesson (Ur, 2012, p. 69), and the sampbeso review activities. Thus more
frequent revision of a few words is much effectilvan one big revision at the end of the
week or some period. Secondly the review shoulddme in a right time as mentioned
above. Thirdly the mechanical and monotonous renigioes not result in effective
vocabulary acquisition. And finally the superfluaesision of the lexical items which
have been already fixed well may cause forgettiege items (Janikova, 2005, p. 107).

On the other hand the use of many senses withinetision, real situations, words
organized in particular way, creative activitiegtivation and active involvement help the
learners to acquire vocabulary better. Also important to stimulate the learners

creativity because as E. P. Torrance has fountheuearners who are creative experiment
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with the items they are acquiring rather than maeidaly remembering them (as cited in
Janikova, 2005, p.40). It may be also supportethéyact that students can remember
10% of the stuff they read, 20% of what they hed@®¥) of what they saw, 50% of what
they saw and heard at the same time, 70% of wekgtshid themselves (Janikova, 2005, p.
40). Therefore it is more than important to let f@rners play and produce the words
actively rather than let the students just readugh their vocabulary lists.

The very last, but the most crucial thing to memtivhen speaking about
vocabulary acquisition, is what it means to knowaad. It seems to know the form
(spelling and sound) and the meaning of the wogliige sufficient. Of course it is the
most important thing the learners should know alaowbrd, however as many authors
agree it is not enough. Thornbury (2002) saysehenkers should know also grammatical
function which is another important part of the mieg, the collocations in which the
word tends to appear, connotations, register alidratiaccretions (p.15). Similarly Penny
Ur (2012) mentions all these components knowledgeood may consist of, but on top of
that she adds three categories-appropriatenessjmgealationship and word formation
(pp. 61-63). It reveals it is not so easy to leavoabulary. Moreover as mentioned above,
the teachers have to distinguish the productivetbagassive vocabulary. Usually it is
believed to learn words passively is easier anftéin precedes productive learning. On
the other hand, the teachers should keep in miscibt necessary to teach the learners
each word they encounter productively. In caseoafeswords it is sufficient to recognize
them and guess their meaning approximately.

To summarize, it is important to realize that samoeds are simply quite easy to
remember while others are not. It may be influenmgdeveral aspects as pronunciation,
spelling, length, meaning, range and idiomaticithdrnbury, 2002, p. 27). For example, a
word whose pronunciation is difficult or does notrespond too much with the spelling is
harder to remember than a word with clear prondiotiavithout silent letters etc. Also a
word that is long tends to be forgotten easily sTiappens mainly because English basic
vocabulary comprises a lot of shorter words of Arg§hxon origin. Thus the longer words
are less common in English and the learners demaiunter them so often. The fewer
chances to see, hear or use the word, the morealgsoib will be forgotten. Similarly it is
more difficult to remember words whose meanings bwgasily confused. Those are the
reasons why it would be useful to pay attentioauch words and to focus on them more

closely when playing games.
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Significance of Games

Although games and education look like two seefgingmote notions, it is
interesting to realize how interconnected they Aseluca Botturi and Christian Sebastian
Loh (2008) mention, the teachers were in pastdafiagister ludi (literally, Game
Master), and what we could call today schooling ealked ludus (literally, Game).
Similarly they advert to the fact that learning aotalying are two activities which
originally have one important feature in commoretlare performed for themselves
(p.17). Furthermore when observing children garmesspossible to discover a lot of them
simulate real life roles or situations and prepdmiédren for their future lives. Also in the
past the knowledge of older and wiser was presdntetildren by means of various
games, rhymes and songs and it is still possibtdserve it in traditional tribal life. It
follows the games were always closely linked toghmess of learning. So the following
text will explain the difference between games ditdctic games and present at least
basic advantages of the games. Also, it will gheteasons why the games should be used
in the vocabulary consolidation process.

First of all it is good to know what a game is.faitunately it is not easy to define
it. Holsbrink-Engels points to the fact that whiteany other languages have just one word
for game and play, English distinguishes thoseameg is a competition and a play is an
experience of pleasure (as cited in Pivec, KouBeRpndi, 2004, p.30). In this case it
would be necessary to distinguish the vocabulaay phd the vocabulary game. However
as many authors speak about “cooperative and catimpajames”, it is obvious it is not
possible to understand the notions of play and gamevay in the area of education.
Therefore it would be appropriate to quote anotigdinition of game. For example Mak
and Svec (2003) say that a game is a spontanetiisyashich does not follow any goal
as it involves the goal and value in itself (p. LZ&milarly Johan Huizinga mentions some
elements of games which fully correspond withilsllds definition and thus reject the
necessity to distinguish the word game and plagid&s other things he states that a game
is an informal act or activity accompanied by difepof tension and/or enjoyment whose
goal is the activity itself (as cited in Pivec £t2004, p.30).

On the other hand a didactic game has certainifgiaions. The most important
difference between a game and the didactic garae e&lucational goal which should be
reached. Therefore the didactic games are usuapned by the teachers who supervise
its realization within the class. The key composaftthe didactic game are a goal, a

structure, an organization, rules and a feedbamkeSof the most common goals of games
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are to fix newly gained knowledge or to motivatedsints (Sikulova, 2006, p. 21). It
means that the learners either fix knowledge od &kill they already acquired, or they are
prepared to gain new knowledge or skills throughivational aspect of games. However
there are many other purposes why didactic ganeem@oduced into lessons.

Playing games is natural and it deserves to be imseducation. Generally, we
distinguish three basic activities in our livesaaraing, working and playing (Hartl,
Hartlova, 2000, p.195). It means playing is a rataspect of human life. A lot of people
may think that when playing games students just atad have some fun. Simply it seems
that playing is the opposite of work. The studesitiser learn or play. L. Botturi and C.S.
Loh (2008) believe that people consider going twstto be studentgob. And as adults
are paid for how much time they spend in working aat in playing, the educational
system also advances work and suppresses play o®ever, as Rieber claims the
leisure, not playing, is the opposite of work (d#edtin Botturi & Loh, 2008, p.2); and so it
would not be reasonable to regard games as mevateln. Regrettably many teachers do
so and thus underestimate the benefits of gamlesiining process.

The teachers very often use games in an unpreguety. They decide to play a
game at the beginning of the lesson just to startésson or when there is still some time
left at the end of the lesson. Often a game sasesreward for good behaviour or work.
The teachers also introduce games to classroomiitee boring lesson and when there is
nothing else to do. Thus games often serve as fiflers, coolers or warm-up activities.
However it does not imply it is not beneficial teeua game as a motivational tool.

There are many reasons to employ vocabulary gamasguage lessons. They can
be used to present new words, to do the contrplladtice or the communicative practice.
Furthermore it is possible to focus both on spakeah written form of words either
passively or actively thanks to vocabulary gamesd As Penny Ur (2012) suggests a
vocabulary review activity should be part of eaessbn (p.69), and as it is recommended
not to do the same types of review all the timengsi.can be considered a suitable tool to
provide teachers with countless ways to practisefixrthe vocabulary.

Games, if appropriately chosen, may emerge asyaugeful tool in language
learning. Thanks to their features, the procedsarhing the vocabulary may become
easier, faster, more effective and more pleasdratefore it is good to mention several
arguments for introduction of vocabulary games lat@uage lessons. Firstly vocabulary
games may help the learners to use the vocabudanuah as the drill exercises. However,

in addition they provide the learners with“[the]pmptunity to sense the working of
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language as living communication.” Wright et alDQB) also believe some games make
the learners to practise even more language iteamsdrill (p. 2). It means instead of mere
drill exercises which often seem boring, the teezkie not have to be afraid to spend the
lesson time on playing a game. Thus many teacherddrealize that to play a game is
not just a waste of time.

Secondly the games are usually connected witlafghenjoyment which may
induce positive emotions. The positive emotionseahat “the meaning of the language is
... more vividly experienced” (Wright et al, 20@6,2). And so if the words or topics to
which the acquired lexical item relates are intarsmxted with positive feelings or
associations, it is more likely they will be remesrdd well. In addition these positive
feelings will facilitate the learners the procegsatrieving the words.

Thirdly the games support the development of pasand friendly atmosphere in
the classroom which is crucial to effective langeiégprning. As S. M. Silvers states, “in
easy, relaxed atmosphere which is created by gginges, students remember things faster
and better{as cited in Uberman, p. 2). Moreover it helpsldagners to become involved
in the game without fear or stress. It is becaheegames often combine the element of
fun, cooperation and the sense of belonging withéhmembers of groups or the whole
class which leads to positive relations. In additimany games require physical movement
which makes the learners both physically and psggically relaxed and thus they are
able to produce better oral performance (GnadReis, 1999, p. 119). However there is
one key part of the games the teachers tend tetfatgput and which crucially influences
the positive atmosphere - after each game, evecotin@etitive one, the feedback should
follow. It should respond to the game, the peeesfggmance and the performance of the
learner himself/ herself. This contributes to thre@sphere without grievance or sense of
inferiority and helps the learners to feel sucagssf

Fourthly the games positively influence the diBogand cooperation. When
playing games the learners have to obey the rni@sespect peers. Furthermore the
games contribute to rise in the ability to coopgrathich is especially important to sixth
grades of lower secondary where most of the learstdl remain a bit egoistic. That is
why it is beneficial to introduce also the coopeeagames even thought the competitive
games are in general considered to be more eféed¢owever, the cooperative games
contribute to positive atmosphere and relationheg teach the learners solidarity and
cooperation. Also as Andrew Wright et al. (2006)péasize, it is not the competition, but

challenge that is important when playing the ga(peg). It follows it is not essential to
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focus only on theompetitive games but it is necessary to make dineegchallenging so
that it may fully serve its purpose.

Fifthly Jeremy Harmer (2001) believes that whakesaa good lesson is amount of
the studentsactivity not the teacher’s performance (p. 56)aflik precisely what games
do. They make students become actively involvatienlesson and thus help to reduce the
teacher talking time. Instead of sitting in the ramd listening to the teacher or mere
reading the textbooks, the students use the largiiegnselves and often they even do not
realize they learn something. In addition mosthef games make all the learners within the
class take part. It is indisputable advantage ofegm Again with games the process of
remembering becomes easier because the learndgregdtance to be involved in what is
going on in the lesson, think about it and try wrkwith the language. Janikova (2005)
aptly expresses it when she says that it is muaddteh# remember something when we
just listen to it or read it, but do not use itensively (p. 40).

Sixthly games are motivating and “help the teatb&reate context in which the
language is useful and meaningful” (Wright et 8083, p. 1). It means the learners do not
speak or think about the vocabulary just becauséegiicher requires it but because the
situation requires it. When playing the game tlagriers are so motivated they often even
do not realize they retrieve words, use them aadudis them. The principle is simple and
the effect may be great. The learners review tloalolary when listening to the
instructions, when speaking with peers and lisigninthem and finally when giving
feedback on the game, its development and perfaresaof others. And so thanks to many
games théearners may discover they are able to use thebubagy they have learnt to
communicate in ordinary situations which is, besidther things, highly motivating.

Finally, the games help the foreign language kex@rto pay attention, focus on
language and have a beneficial effect on storimysystematization of the new
vocabulary. They have the ability to make leartersoncentrate on lexical items to such
extent that it would be scarcely possible to raably using other methods. Moreover
thanks to the attractiveness and authenticity ofegactivity the process of learning
becomes less demanding (Sikulova, 2006, p. 21joAthe positive influence on
remembering the vocabulary according to Scott Timary (2002), the learners have their
own mental lexicon, where the vocabulary is stonearganized way (p. 16). By providing
the learners with the activities, such as gamegiwénable them to systematize the words
and to create useful associations, the abilitgtoember the words raises (Janikova, 2005,
p. 110).
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In conclusion it is obvious why the games haventaways connected with the
education. As mentioned above there are many aalgasiin using games in language
lessons. One of the most important reasons isattteétie games are motivating, they
contribute to the positive atmosphere without stisasd may provide the learner with the
same amount of vocabulary practice as traditionfllexercises. Therefore it would be a
nonsense to agree with the statement of Vladim@o@&ia and Lumir Reis (1999) who
believe the motivation and review are mutually asste notions and that the review
causes decline in motivation (p. 85). As the revaa consolidation can be done through

games it does not have to be demotivating necégsari

Classification of Games

It is impossible to simply classify the languagengs. There are so many different
approaches and criteria on which the classificatiay be based that it would take a lot of
time to mention all of them. This is the reason \ling thesis closely focuses only on the
most important and well known types of classifioai. The following paragraphs deal
with the difference between tisempetitive and cooperative as well as the comnativie
and linguistic language games. Next they show #tailéd classification of vocabulary
games by Jill Hadfield. Apart from those the gammey be classified according to the
duration, place, type of prevailing activity, typeassessment (Sikulova, 2006, p. 22), and
others which, but these won't be discussed here.

Basically it is possible to speak about the spgllpronunciation, writing,
conversation and many other types of didactic gamiesh deal with language. This thesis
focuses only on vocabulary games. However as mediabove, to know a word means
to know its form, meaning, grammar, pronunciatitn so it implies, it is not easy to
distinguish the individual types of the games &ytmay overlap. Nevertheless there are
several classifications of didactic games whicmigicantly relate to vocabulary games
and so they should be mentioned.

First, the games may be either cooperative or etithye. Therefore many teachers
should realize that thgame is not tantamount to competition, as thesenotions refer to
two different activities. The most important aspefceach game should be to take part, but
of course the didactic games involve also an edutatgoal. On the other hand, the goal
of the competition is to win or to finish in goodgtion. Surprisingly it proved that from
the pedagogical point of view the competitive didagames are the most effective.
Among others it is because the learners are véeyasted in the results of the game and
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thus they are able to activate their strengthsderoto reach the goal (ValiSova, Kasikova,
2011, p. 209). And as Scott Thornbury (2002) sd¥= it or not, a competitive element
often serves to animate even the most lethargaesis” (p. 102). It follows apart from the
fact that the students usually endeavour to do tiest to become the winners, they take
part in competitive games willingly even thoughenthise they are passive. On the other
hand, as mentioned above the challenge is moréttaanotivation and engagement of
the learners than the competitive aspect. Thaeisgason why the teachers should
introduce more cooperative vocabulary games antbticonsider them as less effective or
inferior. However in conclusion, ValiSova and Kasi (2011) aptly state that almost each
game can be approached as a competition or agp@m@ive activity (p. 209).

Second, Jill Hadfield (1999) differentiates betweemmunicative and linguistic
games. She also calls the linguistic games mentmzgames as they are used in the first
stage of learning new vocabulary- the memorizasitaige. While the linguistic vocabulary
games focus on the accuracy of words, the commiivecgames presume the
performance of a task by using certain languagpsté-or example filling in the picture or
exchanging information may be regarded as the camuative games (p. 4). Thus when
the teachers take into consideration contemporangs in second language acquisition
which emphasise the ability to communicate, itbgious they should introduce more
communicative vocabulary games. Moreover Scott iilnary (2002) claims that, “it
seems the brain is better disposed to begin thretsfar the word] via the meaning-based
(thesaurus-like) lexicon rather than the form-baskctionary-like) one” (p. 17). Logically
it follows that is more useful to deal with meaningen playing games and the
relationships between various meanings rather dinaaccuracy as it may help students to
retrieve the words easily. In additigames are usually relaxed and enjoyable rather than
stressful and so according to W.R. Lee they “makeners use the language instead of
thinking about the correct forms (as cited in Ubannil998, p. 2).

Finally, there is one more detailed classificatdbiwocabulary games again by Jill
Hadfield. She distinguishes information gap, guegssearch, matching, matching-up,
exchanging, exchanging and collecting, arrangingz[e-solving, card and board games,
in accordance to activity learners do while playingm (1998, pp 4-5). Later in the
following work calledintermediate Vocabulary Gameke adds category of sorting,
labelling and role-play games (Hadfield, 1999, p. 5

The first group consists of information gap, gusgsnd search games which work

on the similar principle - missing information. Timormation gap games are based on the
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principle that a person A has the information whilperson B does not have it. The aim is
to complete the task by getting the informationm#ty be either one-sided or reciprocal.
The guessing games are quite similar but only @megm usually holds the information
while others try to guess it. The search gameslvevibie whole class where everyone has
a piece of information and is both collector anoviter of the information. The aim is to
collect information and be able to fill in a questnaire or to solve a problem.

The second group of the games is quite miscelladbconsists of matching,
matching-up, exchanging, exchanging and collectangnging, sorting, ordering, card and
board games, puzzle-solving, labelling and rolerglames. In the matching games the
learners match the pairs of cards or picturesarntloe also played as the whole class
activity. On the other hand the goal of matchingaapvity is to make students to reach the
agreement on various preferences, wants, opinimn®aring the exchanging games the
learners exchange cards, pictures and such thinggler to make themselves as well as
their peers satisfied. The similar type, exchangind collecting games, proceed from
exchanging games. The aim is to exchange the itemest the set. The arranging games,
ordering and sorting games require the learneasramge or to sort items in accordance
with various criteria. The items can be cards,yv&s, people etc. The puzzle-solving
games are based on the activity during which theéestts share or bring together
information to solve a puzzle or mystery. The cand board games are quite common and
well known. The goal of board game is to be th& fiound a board while the aim of card
games is to collect all cards or get rid of alldsarThe last two types of games are role-
play and labelling games. The aim of labelling gamseo label the objects in the picture.
Finally, in the role-play game the learners areegitheir roles. However it is not real role-
play which is open-ended, but in this type, whiglntended for vocabulary practice, the
way it develops is predetermined and the end seddHadfield, 1998; 1999).

In conclusion there are many types of classifosatiof vocabulary games. Each
game focuses on different aspects of knowledgheo¥ocabulary. While some games may
help the learners just to organize the words ankkertteem part of their lexical web of
relations in their head, the other may consolida&ling or pronunciation. Thus it is
beneficial to realize on what aspects of vocabukaigwledge particular game orients and
use the different types alternately. Also it is ortant not to pay attention only to the
competitive vocabulary games. Even though the aadipe games seem to be less popular

they contribute to pleasing climate in the classstlL.the teachers should not concentrate
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only on accuracy and rather they may try to intcedmore communicative vocabulary

games.

What to Take into Consideration When Choosing a Gam

Sometimes it is a bit challenging for teachershioose an appropriate vocabulary
game. And so before they choose it, they shouliktabout several criteria. For example
according to Agnezska Uberman (1998) to choosegpropriate game means to reflect
firstly the age, level, gender and number of sttg&leand secondly the materials, topic,
mode and length of the game (p. 3) Moreover whakithg about the materials, topic,
mode and length of vocabulary game it is importardonsider whether the quantity and
quality of newly acquired vocabulary equals the@efénd time the teachers invest into the
game. The reason is some games may be time corggugtimer when being played or
when prepared, and still their effect on vocabuksrguisition may be very poor. However
as well some games do not require special preparhtit their teaching potential may be
very low. An example of such game is a hangman wisiobviously one of the most
popular vocabulary games. Nevertheless when exahringetail, it emerges most of the
time the learners just guess individual letters @ndoon as the correct word is revealed it
disappears or it is just ignored. Thus the prolitgtithat the learners will remember the
word and will be able to use it in speech is vewy.|

As mentioned above the most important aspectsirit bf when choosing a
vocabulary game are the age, level, gender and ewafilstudents. The number of
students limits the teachers in choice of the garoeillustration it would not be very
effective to play a game, during which everyoneuthgo to the blackboard a write
something, in the class consisting of thirty leasné follows the teachers should take into
consideration the number of students and decideh&héhe game is feasible and whether
it may be effective. Another category which is ¢alifor the selection of appropriate game
is thelearner’s level. Andrew Wright et al. (1983) beketis even more important than
the age of the learners (p. 3). It is certainlgtiinat the languadevel of the learners
might be more significant in the process of vocabubame selection than the age.
However on the other hand it is funny to imaginaleldeginners enjoying playing some
childish game popular with children in kindergageh follows the level of the learners is
important but as well the age is. However themoifing to discuss when talking about

the level of learners as it is quite evident. Tthesfollowing text deals with the category of
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the age of students, gender and the concept afitepstyle and multiple intelligences as
they may influence the choice of vocabulary gansewell.

Age.The age is one of the important aspects which teglghers to choose the
game correctly. It is not possible to teach litteldren using the same methods, tasks and
strategies as when teaching adults in evening $€hidowever on the other hand, as
mentioned above, it would be nonsense to belieaitls more challenging for older
students to learn foreign language or to say thigrstudents should not play games while
learning foreign language. Nevertheless the teacttevuld approach differently to older
learners and realize whether the particular gamelbraappropriate for the age group they
work with. It is also important to know that almestch vocabulary game can be modified.
So the teachers should not just copy the game tinebook or other source but also think
about the way they can adjust it to the learners.

Gender. It is generally known that girls mature a bitlesr They usually reach
puberty at the age from ten to fourteen while begh it from the age of twelve to
sixteen. Thus in general, the girls in sixth angesgh grade are very sensitive, giggle and
they are being ladies who consider most of actisitsilly”. The boys on the other hand
still resemble children who do not understand @irld their moods.

So when choosing a vocabulary game it is cruoigbnsider the differences
between young adolescent boys and girls. For exathplmiming game would be great
fun for boys who will probably enjoy it but the lgimay find it embarrassing to mime
something in front of the board. Therefore in saake it would be better to modify the
game somehow or to divide the class into teamsevtiere is approximately the same
number of boys and girls. Furthermore Gurian, Hgaled Trueman describe other

differences between boys and girls which do nattecio age:

Girls have more active frontal lobes and fasterumiag) language centres. Girls
have a greater facility for language. Their vewdality is considered to be greater.
Girls tend to interact more with others throughgaage. Overall, they are better at
multi-tasking... Boys are visually oriented. Thejatial abilities appear to be much
more advancedhan most girls. Boys tend to be better at abstesmdoning. They
tend to be better at storing trivia for a longer periodiofe than girls...boys tend to
be more goal oriented. How each gender uses ganties educational process can

have an impact on the learning which will takecplaGirls prefer inductive
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problem solving, discussion, and contemplatios.cjged in Nettleton, 2008,
pp. 65-67)

It follows when there is a class full of boys themes chosen by the teacher should be
different than in the class which consists onlgiofs. Each gender has a bit diverse needs
and the teachers should try to fulfil those by g various games. Gurian et al., claim
that boys prefer games which are visually stimogaind competitive or limited by time
while girls tend to like inductive problem solvindjscussions and contemplation (as cited
in Nettleton, 2008, p. 67). In other words it ig safficient to play just hangman and bingo
and hope it will support vocabulary acquisitionfeuéntly.

Students learning style vs. multiple intelligencesVarious games may focus on
various learnersneeds. As mentioned above each student is diffarehpersonal
characteristic is one of the possible reasons#diversity. The personal characteristic
may be defined by personality, interests and aitimotivation and of course learning
style (Ur, 2012, p. 273). It is necessary for tessho realize what the learners
preferences are and thus help the learners tatéaeitheir vocabulary acquisition.

Many teachers know the term learning style whistas Gardner (2013) says,
based on the idea that people have different mandspersonalities and so they should be
taught in the appropriate and effective way (parlUsfortunately there are so many
diverse classifications of learning styles thas ot possible to mention all of them. For
instance Andrew Wright et al. (2006) divide leamstyles of learners into visual,
auditory, kinaesthetic, creative, analytical, caagige, individual, serious, amusing,
dramatic and real (pp. 6-7). Also they explain kess which game fits best for particular
leaning style. But it does not mean teachers haveflect all learning styles A. Wright et
al. mention. The important thing is to change tlpetof game often to enable all learners
to succeed.

However, today the concept of multiple intelligeacomes to the foreground and
overshadows the learning styles theory. In the Malgtraussarticle, Howard Gardner
(2013) criticizes the concept of learning stylesdiegcribing it as incoherent and adds that
there are no results which would prove its effeatess. He claims, “say that Johnny is
said to have a learning style thatimpulsive. Does that mean that Johnnyimpulsive
about everything? How do we know this? What dogsithply about teaching—should
we teachiimpulsively, or should we compensate tigaching reflectiveli? What of a

learning style that i&ight-brained or visual or tactile?” On the other hand, the epof
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multiple intelligences is based on tiestence of seven to ten intelligences. Each perso
or learner has all these intelligences but sontberh are dominant while others are not.
May be it would be more realistic, effective anahgle to take into consideration few types
of intelligences and control whether the gameseqalajo not favour only one type of
intelligence.

In summary it is very useful to record all the gantheteachers already used as it
might help them to decide which vocabulary gamg 8teuld choose next time. As there
are many various learners with different learnitydes preferences and different
intelligences there should also a variety of garfibss it is important to check the games
being introduced into the lessons and ensure saicteg which focus on visual,
kinaesthetic and also on auditory learning styte.dxample, A. Wright et al. (2006) help
teachers to focus on different learning stylesdyrsy which game is appropriate for
particular learning style (pp. 5-8). In the samey/ W games cannot aim just at linguistic
and visual intelligence dominated learners but plewide others with the opportunity to
learn effectively through games. One big advantagieat almost each game can be easily
changed or modified in accordance with the targatriers needs.

To conclude this chapter, it is possible to say the theoretical background
discusses at least the most crucial aspects ratateztabulary acquisition by means of the
games at lower secondary schools. It shows thdethieers at lower secondary schools
can learn a language as efficiently as youngenérarand that they may enjoy playing
games. It also describes the importance of revisidhe process of vocabulary
consolidation and the benefits of playing gamesiwithe lessons. The final part of the
theoretical background focuses on choice of voaluames and emphasises how crucial
this process is, as it may influence the succed®#activeness of vocabulary games. And
as the theoretical background related to the topibe thesis is complete, the methods of

the research will be described.
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[ll. METHODS

This chapter describes the methods chosen faetdearch as well as the way it
was conducted. First it restates thesis questidrhgpotheses. Secondly it focuses on time
and place of the research and the classes whaipatéd in the research are introduced.
Next the tools which were used to gather the ctucfarmation are mentioned - an
experiment and a questionnaire. First the experinsetescribed in detail day after day
and then the final part of the whole chapter desls the questionnaires which were given

to learners as well as to English teachers.

Research Question and Hypotheses

First of all it is important to mention the aimtbe thesis. The main question is
what effect has playing vocabulary games on codatén of new vocabulary? Then there
are several hypotheses to be verified. H1: Six#ldgrs enjoy playing vocabulary games
more than ordinary activities their teacher usevéeabulary consolidation. H2: Sixth
graders do not realize the utility of vocabularyngs and regard them rather as an activity
which is introduced into the lessons for fun tharadearning tool.H3: Boys like the most
the different types of games than girls. H4: Thezkers use rather other methods for

vocabulary consolidation than vocabulary games.

Research Place and Subjects

In order to find the answers to the question ancbinfirm or disprove the
hypotheses the research atlinger secondary school was conducted. The schoighwh
enabled me to do it was elementary school in B&te. It is the same school where | did
the teaching practice so the learners were alraadg to me and my style of teaching. It
means the research was done without occurrenastodating elements. The teacher who
helped me with the research was a teacher X. Slcbds English in both classes 6.A and
6.B where the research was done.

As it has been already mentioned the classes oloséhe research werd'6
grades. There were two main reasons for it. Tis¢ firason is the fact that a lot of them
still resemble little children who love to play asd it might be more enjoyable to play the
games with them. The second and crucial reasorthedsict, that there are only two
parallel classes at the lower secondary schookwdétice - 6.A and 6.B, and 8.A and

8.B. However while all sixth graders are taughttwy teacher X, the eight graders are

24



taught by two different teachers and so they ddnotv the very same vocabulary.
Therefore the choice of the class was quite simple.

The classes 6.A and 6.B were the most suitabssetafor the research. They are
two parallel classes, taught by the same teachee times a week and their lessons are
nearly identical. Moreover there are twenty-onelstus in both classes and most of them
study English for four years. In 6.A there aretéen boys and eight girls. This class is
regarded as calmer and more “clever”. Moreoveretieone girl who used to live in the
United States of America for many years. Thus Bsults may be different from those of
the rest of the class. In 6.B there are twelve langnine girls. The class is regarded as
“slower” and more problematic one. Thanks to fooysand one girl who disturb all the
time, it is much harder to present new vocabulargxplain the rules of the game as well
as play a game. Thus it is expected, this fact tigluence the results of the final tests in

the class.

Research Tools

Two tools were chosen for gaining the results egmeriment and a questionnaire.
First, in both classes there was conducted an emest in order to answer the main
question of the thesis- what effect has playingabatary games on consolidation of new
vocabulary?It consisted of various steps which are descritedvin. Next there were two
types of the questionnaires. The first type isnded for the learners and the second one
for the teachers.

Experiment

As for the experiment the very first thing waditgs of ten vocabulary items (see
Appendix B). These were chosen together with thelter of both classes and it was
supposed thkearners do not know these words. Next the leamplesged five games in two
weeks. As the classes were falling behind the scheduse/élthosen such games which
can be played in ten minutes and won'’t influen@dbmmon learning process so much.
These were two guessing games, two matching gantesree labelling game (see
Appendix A). The games were supposed to focus emthive knowledge of the
vocabulary. Thus four of the five games practiseddctive vocabulary knowledge. When
the fifth game had been played the learners tooktésts (see Appendix B).The first one
tested the active vocabulary and the second oneatbsve vocabulary knowledge. The

vocabulary was practised only by playing games. [€amers were not told to learn the
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words, they did not write them in their exercis@k®and except for the initial
presentation, the words were not used or mentiondte classroom.

The first day of the experiment was™Pebruary. In 6.A it was done at the end of
the first lesson which started at 7:55 and finisae8:40. In 6.B the experiment was
conducted at the end of second lesson which |d&sied8:50 to 9:35. The whole
experiment started with testing of knowledge ofdakitems representing protected
species in the Czech Republic. All the learneesitto translatenotyl, orel, vydragap,
veverka, rak, bobr, rys, labandnetopyrinto English. Later the words were briefly
presented to the learners and the first game veggg@! The principle of the game was to
solve ten anagrams of animals, to write them ctyren the piece of paper and to label
the picture cards. The game was rather cooperasitke children worked in pairs. Each
pair who reached the goal was winner and was awagiele one. There was no time limit
in order to motivate even slower pairs to sohanidl get grade one. The aim was to
practise completely new words, mainly their spglliamd meaning.

The second game of the experiment was playedgififth lesson on 18 February
in 6.B. and during second lesson off' ®bruary in 6.A. In 6.B it was more complicated
to play a game. It is because 6.B is more probliensétss and during the fifth lesson,
which starts at 11:40 and finishes at 12:25, @lmsost impossible to make the learners
even to listen to the teacher. In both classestisents were divided into pairs. Each pair
received set of twenty picture cards and they glgpggmanism game. When a learner
found a pair of pictures s/he was allowed to keg@pavided s/he says the English name of
the animal. The aim was to get as many pairs asifges The purpose of the game was
mainly memorization of the English words and time@aning. The children practised the
active vocabulary knowledge.

The third game was played during the first lessori 7" February in 6.A and
during the second lesson orfMBebruary in 6.B. The children wrote down numbeosf
one to ten. Then a volunteer came to the blackbaaddnimed or drew an animal s/he got
on the picture card. The rest of the class wroterdine English name of the first, second,
third etc. animal. Those who guessed and wrote dainamimals correctly were awarded
little grade one. The aim of the game was to psaatiainly the meaning and also the
spelling of the words. The learners needed to kit@awocabulary actively.

The fourth and fifth games were played within tesson. It was on 19February
during first lesson in 6.A and during second lessof.B. First the learners played bingo

and then the guessing game. The aim of the bingoagain to practise the meaning and
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spelling of the words. The learners wrote downEhglish words and | chose and read the
words in Czech. The purpose of the second gameongigess the animal the teacher
described in English. Each team wrote the Englisitovon a piece of paper. If the animal
was guessed, the team scored a point. A team wiibi@onost points became a winner.
Again the main goal of the activity was to practise meaning of the words. The only
reason children wrote down the words was to matiaditthe teams to guess the animal
and score a point. In both games the active knaydexd the word was needed.

On the same day the learners passed the finaFiesttthe active knowledge of
words was tested. The students were again supposethslatanotyl, orel, vydragap,
veverka, rak, bobr, rys, lab@ndnetopyrinto English. As soon as everyone finished it, the
passive knowledge was tested. There were ten pgtfranimals and eleven English
words. The learners were supposed to match therpiatith the correct word. Everyone
was working on his/ her own, the tests were ondearate papers. First paper contained
only the Czech words, the second paper containgdearglish words and the pictures of

the animals (see Appendix B).

Questionnaires

The very last day of the research another toolwsasl- a questionnaire. There
were two versions of the questionnaire. Both ofrtiveere written in Czech in order to
enable the respondents to understand the questmh® make them answer more
accurately. One version was given to the teachetsaaifferent type was given to the
learners in 6.A and 6.B (see Appendix C, D). Ttarers filled in the questionnaire on
20" February in 6.B and on 3February in 6.A. It consisted of thirteen quessiand the
learners were given enough time to fill it in. Tdien of the questionnaires was to verify
the hypotheses. First that the sixth graders epl@ying vocabulary games more than
ordinary activities their teachers use for vocabyfexation. Second, the sixth graders do
not realize the utility of vocabulary games andaréghem rather as an activity which is
introduced into the lessons for fun than as a legrtool. Third, boys like the most the
different types of games than girls. And finallyetlast hypothesis, which says that the
teachers use rather other methods for vocabulaayidn than vocabulary games, was
verified by means of the questionnaire for therlees as well as the questionnaire for the
teachers.

In brief the chapter mentioned the tools used érésearch as well as it described

the whole process of getting information from tearhers and the teacher. The experiment
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and the questionnaire seemed to be the best warysteer the thesis question and to verify
or disprove the hypotheses. The next chapter wélyze the results of the experiment and

the answers from both questionnaires.
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IV. RESULTS AND COMMENTARIES

This chapter shows the results of the researod.dta achieved by various tools
are presented separately. In the chapter firsdyelsults of the experiment are discussed,
next the results of the questionnaire for learaeesrevealed and finally the questionnaire
intended for teachers is analysed. In order to niiaé&dindings easily understandable the
chapter includes various graphs which providevibeal interpretation of the results. After
each visual presentation of the results a desonf the findings and a commentary

follow.

Results of the Experiment
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swan beaver bat butterfly eagle lynx crayfish stork squiroéer

the words
Graph 1: Initial Testing of Vocabulary

The testing was done with forty learners. Unfodatiety, in the end there were only
thirty learners who participated in all five ganaasl passed both active and passive
vocabulary test. Thus only their results were aredly The initial test revealed that a lot of
them already know the wordst, butterflyandeagle However the spelling was often very
inaccurate. In 6.A ten learners knew the woatl eleven of them knew the wolditterfly
and six the woreagle Other words were translated only by few learnier§.B only
seven learners knew the wdydt, one learner knew the wobditterfly and two learners
knew the wordeagle The rest of the class did not know any of thedsotn total there
were six learners who knew no word. The teacheestdbed 6.B as a bit sloand
undisciplined in comparison with 6.A and the resolt 6.A are indeed much better.
However it is important to keep in mind that thiass is attended by the student who lived
in the U.S.A. for many years. She knew almost allds except folynx, crayfish, otter

andstork
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Graph 2: Final Active Vocabulary Test

At the end of the experiment there were only éiftéearners in each class who
participated in all five games. Thus just theiutesof the tests could be taken into
consideration. Other learners missed some of threegave played in the lessons. In the
test there was no emphasis on the correct spalfititge words. As most of the games
focused on the meaning, the approximate spellintgefvords was regarded as correct. On
the other hand, totally incorrect spelling as vaslino answer were considered to be a
mistake.

In 6.A seven learners knew all the words, threeners made one mistake, two
learners knew eight words, two learners knew s&w@as, one learner knew six words
and one learner knew only half of the words. In panson with 6.A the results in 6.B
were much worse. Only one learner made no misfake]earners made one mistake, one
learner knew seven words, one learner knew six syande learner knew four words, two
learners knew five words, four students learnedehvords and one learner knew only two
words. However this learner is quite undisciplitey who does not care about English at
all. Moreover he did not know any of the wordshe very first test and so the fact, he

learned two words actively might be regarded ascaess.
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Graph 3: Final Passive Vocabulary Test

The results of the passive test were better thamesults of the active vocabulary
testing. Again the test was taken only by the leesnvho participated in all vocabulary
games. It was fifteen students in each class.Areeven learners made no mistake, one
learner knew nine words, one learner knew eightiwand two learners knew six words.
On the other hand, in 6.B only seven learners madaistake, two learners knew nine
words, one learner knew eight words, one studemhésl six words, one learner knew five
words, one learner knew four words and two studieaitsied only three words.

Again, the student from 6.B who has been alreadgtinned above knew only four
words. The seven mistakes were made by a girl oy avho attend 6.B. The girl has a
kind of learning disability. It is interesting skeew four words in the active vocabulary
test and after two minutes she knew only three wardhe passive vocabulary test.
Moreover she has already known two words beforexperiment started and so she
learned only one wordutterfly. On the other hand, the boy is quite clever bugitsenext
to his friend who is disturbing all the time. Toget they either disturb or do nothing.
Nevertheless the boy knew no word at the beginaimhat the end of the experiment he

has learned three words.
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Graph 4: Final Results of the Tests

This graph shows the progress of both classeseMnere fifteen students in each
class. Each class could potentially learn one hechdnd fifty words. Nevertheless it was
impossible as there were some words students healdgl known before the experiment
started. In 6.A the learners knew thirty-two wonds$he initial test. Later the results
revealed the learners know one hundred and thirtyvtords actively and one hundred
and thirty-nine words passively. It means the stiglevho attend 6.A learned ninety-eight
words actively and one hundred and seven wordsvegssOn the other hand, the initial
testing in 6.B discovered the class knows onlywternds. However after playing the five
games the results were better. The learners knghviyeseven words actively and one
hundred and seventeen words passively. It meagddhmed seventy-seven words
actively and one hundred and seven words passivelglly when expressed as a
percentage, the success rate in 6.A is 21.3% imitial test, 86.6% in the active
vocabulary test and 92. 6% in the passive vocapidst. In 6.B the success rate is 6.6%
in the initial test, 58% in the active vocabulaggttand 78% in the passive vocabulary test.

In conclusion it is possible to say that playirmgabulary games has a positive
effect on consolidation of new vocabulary. Findhg results of the initial test as well as of
the active and passive vocabulary tests were cadpadividually. Thus it was possible to
discover how many words the individual studentsied. The results of the active
vocabulary test showed that by mere playing theseeg, each student learned on average
5.8 words s/he did not know before. Furthermorerdéiselts of the passive vocabulary test
were much better. Each student learned on averdgenords. Even though the number
may seem quite low it is important to realize tthat students just saw one presentation of

the new words and played five short games. It méaswere just having fun and by
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using a technique which is often used as mere,filey have actively acquired
approximately 6 lexical items per learner. It metesresearch question can be answered
positively.

However the results of the tests were again diffem 6.A and 6.B. Despite the
fact that in 6.A there is a girl who knew six wotakfore the experiment started and so she
was not able to learn as many words as others,sadknt in this class learned on average
6.53 words actively and 7.2 words passively. Onather hand in 6.B each student learned
on average 5.06 words actively and 7.13 words palgsiThus it is interesting the results
in both classes vary even though there were inttedithe same games in the same way.
Beside this, there is approximately the same amolugitls and boys in 6.A and 6.B and
the grades in both classes do not differ very miidbllows the knowledge of English
probably is not the reason for the worse resul& B But they might be influenced by
undisciplined behaviour offew students in 6.B. It often disturbs other studevho could
otherwise learn moré®ne girl in 6.B even answered that it was not @aat play games
in the class because of the noiSe, it means even though there are two almostiwnt
classes which differ only in their discipline, tb@ensolidation of vocabulary by using
games may be more effective in one than in anoMmrertheless, the positive effect of
vocabulary games on vocabulary consolidation isaiss

Final Remark

The very last fact | would like to mention is aheég that surprised me and pleased
me very much. Three out of four students with tleestvgrades in 6.A. learned a lot of
words. Two girls were awarded grade three in tbeool report. One of them learned
eight words actively and nine new words passivehe second girl did not know any of
these ten words before and she made no mistakathndsts. Similarly a boy, who is
awarded grade four in his school report, learne@rsevords actively and seven passively.
In 6.B the results were not so great. However aneviho is awarded grade four learned
three words actively and all ten words passivehud'| was very happy to find out even

the learners who usually do not learn very welcsaced in the tests.

Results of the Questionnaire for Learners

The questionnaire was filled in by nineteen leesme each class. In total there
were thirty-eight respondents. These were the stadeho took part in most of the games.

Four students missed almost the whole experimarguse of illness. The aim of the
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guestionnaire was to affirm or to disprove sevhyglotheses. It had thirteen questions and
students were given enough time to fill it in. Asree of the students found it very difficult
to choose only one option to answer a questiongtioms there are more than thirty-eight
answers in one graph. The following paragraphsprédsent the results and relate them to

the hypotheses.

First Hypothesis

First, in different works there are mentioned maeyefits of vocabulary games
but do the learners at lower secondary reallytilean? The following set of questions
should confirm the hypothesis which says that sgxtiders enjoy playing vocabulary
games more than ordinary activities their teachsesfor vocabulary consolidation. In
order to affirm or disprove it, the answers of diges number two, ten, eleven, twelve and

thirteen were gathered.

13 Oyes | do
34% 23 |mit depends on the ganje
- 61% P ’
Ono | do not

Graph 5: Do you like playing games in English lesss?

The graph reveals that twenty- three out of thaight students like vocabulary
games. In total it is 61%. Thirteen students ansd/énat whether they like or do not like
game depends on its type. Finally only two studegptied they do not like playing games.
One of them is a “good” student who is usually aledrgrade one. Nevertheless from my
point of view he is negligent of any activities thake place in the lessons. He attends 6.B.
The second student who does not like playing gaatteads 6.A. It is again quite clever
boy who almost never pays attention to what is gaoin in the lesson. Usually he is

speaking with a classmate.
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Graph 6: Do you regard vocabulary games as an agrable way to learn new
vocabulary?

In this as well as in the preceding graph thenlea attitude to vocabulary games
is clearly visible. It seems most of the studemicpive vocabulary games as a pleasant
way to learn vocabulary. Thirty-six learners ansdegpositively and only one learner did
not consider vocabulary games to be agreeable avi@atn vocabulary. Also there was a
girl who said that because of the noise it hadoeein pleasant to learn new vocabulary by

means othegames. She attends 6.B.
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3% . .
AN Owe read it together with her
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= B we do various exercises
36%

Owe play games
Oit is our homework to review the

vocabulary
Owe do not review vocabulary

10%

O she reads the vocabulary and ask$ bs
what the words mean

32%

Graph 7: What methods does your teacher use to restv the vocabulary?

This was one of the questions where the learrarslchoose more than one
option. It is possible to say that the teacher imastmbines three techniques to review and
consolidate vocabulary. Mostly she reads the wtogsther with the students. Also she
often makes the learners to do various exercisshetets the learners to review the

vocabulary at home. On the other hand only sixlei& replied they play games to review
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the vocabulary. Finally there are two students aéscribed common vocabulary review
as a kind of translation exercise with the teacher.

O1 am bored
B | enjoy it

O1 am looking forward to the end

1 O1 am stressed/ | am affraid what wi

200 _ Nappen next
O1 try to enjoy it

O1'm pleased with it

/ B sometimes I'm bored and sotimes ||

13 iov it
33% enjoy |

Graph 8: Choose the option that describes you begthen doing the review in
ordinary way.

The previous question showed usual methods tloheeaises to review the
vocabulary in classes 6.A and 6.B. The learnerallystead the vocabulary with their
teacher, do various exercises or it is their honmewmreview the vocabularyhis graph
illustrates whether the learners like it or notiriden learners are looking forward to the
end. It follows they do not like it so much. Nektef learners are bored, four learners are
stressed or afraid what will happen next and tleamers are sometimes bored and
sometimes they like it. On the other hand elevamiers enjoy these common review
methods. However in the upshot, the number of siisdeith rather negative feelings is

much higher than the number of students who enjoy i

1 01 am bored
0,
1 M)\ B | enjoy it
3% 30 .
1_ ] O1 am looking forward to the end
3% 78%

O1 am stressed/ | am affraid what wi
happen next

0% 5 ;
° o O1 want to win

13%

Oit depends

Graph 9: Choose the option that describes you besthen playing vocabulary games.
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The graph number nine reveals the way the leafaelsvhen reviewing the
vocabulary by playing the games. The overwhelmiagonity, which is represented by
78% of the learners, enjoy this kind of review. PiNe learners do not enjoy it very
much, one learner wants to win, one learner thinksenjoyment depends on the type of
game and one learner is bored. The only studentisvhored attends 6.B and he was
already described in “Graph 5”. He is the one whesdnot like the games and he answers
all questions which relate to the games negatitébyvever still most of the learners enjoy
review of the vocabulary by means of playing theabulary games.

To conclude, it is possible to say that the tngbothesis was verified. The sixth
graders enjoy playing vocabulary games more thadiriary” activities, their teachers use
for vocabulary consolidation. The graphs aboverbjebustrate the learners mostly like
playing games and overwhelming majority of themaredgvocabulary games as an
agreeable way to learn new vocabulary. Also wiigefeelings connected with the
common vocabulary review were more miscellaneodsrainer negative, the emotions

connected with the review by means of Wheabulary games were mostly positive.

Second Hypothesis

The second hypothesis to verify says that bosthile most the different types of
games than girls. As described in the theoretiaakbround, cognitive processes may vary
a bit when talking about boys and girls and they timay prefer diverse methods of
learning. Therefore also the boys and girls wheratt6.A and 6.B should like various
games. To confirm the hypothesis answers to questiomber three and five were
gathered. Furthermore in order to understand thsorewhy some games were so popular
and some were not, the questions number four anakkithe learners to explain why they
like or do not like particular game. Finally, aetand of the questionnaire there are
emoticons which should also help to reveal the gmaetudents did not considered to be

the worst, but it was the least popular.
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Graph 10: The best game- boyslhe learners were supposed to answer question mumbe
three, “Which of the games was the best?”
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Graph 11: The best game- girlsThe learners were supposed to answer question mumbe
three, “Which of the games was the best?”

The results surprisingly reveal both boys andsgiljarded bingo as the best game.
They think it is a good game even though they hiaghdy played it several times. To the
guestion why the bingo is the best game the lesrmeswered e.g., “I like it.” “It is the
most exciting and amusing game out of the five game played.” “It helps to practise
vocabulary.” “Everyone has a chance to win.” “Wa saout bingo.” “It is the best to
practise words.” “It is fun and we learn a lot.”lite competitions.”

Other favourite games are pelmanism, guessingv(dg and guessing
(description). The learners answered they likedlgmmes because, “The pictures looked
funny.” “I like drawing.” “I like guessing.” One gialso answered that she likes both

guessing games because you cannot win just by elmarig/ou have to think about it.
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Graph 12: The worst game - boysThe learners were supposed to answer the question
number five, “Which of the games was tlest?”
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Graph 13: The worst game - girlsThe learners were supposed to answer the question
number five, “Which of the games was trerst?”

As obvious both the boys and the girls mostly dbdislike any of the game$he
boys regarded pelmanism, bingo and anagrams asotts¢ game. Only two boys think the
worst game is guessing (drawing). The girls reckicar@agrams as the worst but most of
them liked all the games. Thus it seems many lessimply considered no game to be so
bad so that they would call it the worst. Neverisslwhen taking into consideration the
emoticons at the end of the questionnaire, thetvgarme would be guessing (description).
All sad and straight face emotions next to indialdgames were counted and the guessing
(description) game was the winner. Five girls amellte boys coloured sad or straight
emoticon in the case tiiis game. It means they regarded it as boringpbso bad. The
second worst game was guessing (drawing) whichveddifteen sad or straight face
emoticons. However the learners probably did mat those games to be the worst when

they were supposed to decide in question number fiv
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It is quite surprising both guessing games weeddahst popular with the learners.
When observing them working in the lesson it seethedearners enjoyed the most just
the guessing (description) game and bingo. On tther thand | expected pelmanism and
anagrams will not the most popular games as thesguste calm and not very exciting. As
well it is unbelievable that bingo, such ordinasiynple and time-saving game, is so
popular with both boys and girls in both classespite of the fact that the learners already
know this game. There are only few learners whaoatdike it. One of them says it is
because they play bingo quite often.

However, in conclusion the hypothesis is disprowath girls and boy liked the
most bingo and mostly they did not regard any efghme as the worst. Moreover the
boys and the girls even unknowingly concurred snworst game in the emoticon passage
of the questionnaire. The guessing (descriptiomegeeceived the lowest number of
smiling emoticons by both boys and girls even thoiigvas never mentioned in answers

to question number six.

Third Hypothesis

Another hypothesis tries to verify that sixth gregldo not realize the utility of
vocabulary games and regard them rather as antgetivich is introduced into the
lessons for fun than as a learning tool. It is heegpeople often believe that when playing
games children do not even realize they are legrsmmething. Of course they
subconsciously learn words, phrases and gramman {igtening to the instructions or
communicating when trying to solve a problem, redéetc. However do they at least

partially realize the games are played for a paldicpurpose?

0,
K ©@ to make the lesson more

entertaining

20 M there was still some time lgft
" 44% at the end of the lesson

Oto learn new vocabulary
21
47%
O the teacher wanted to please

us with the games

2%

Graph 14: According to you what was the reason foplaying the games?
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Even though the result shown in “Graph 14" is verty convincing, most of the
learners think they were playing games in orddeaon something. The second most
frequent answer was b) to make the lesson moretaimieg. However this is another of
the questions where many learners chose more ti@arswer. The most frequent
combination of the response options was a) to ntakéesson more entertaining and b) to
learn new vocabulary. It follows many learners pare vocabulary games as something

which should better the lesson as well as a tdehihed for learning.

1
a7 / 3% Oyes | did
o1% B no | did not

Graph 15: Did you learn new vocabulary thanks to tlese games?

1
3%

1
/3%
Ovyes they do
@ no they do not. It is just waste

of time.

O they will learn something
provided they pay attention
[

36
94%

Graph 16: Do you consider vocabulary games to be eful? Do the students learn
something?

Both “Graph 15 and 16” show the unequivocal resuit the first graph thirty-
seven learners believe they have learned new vtargithanks to playing the vocabulary
games. Only one student, who was already mentiseeeral times in the text above,

thinks he has not learned anything. In generaldseahnegative attitude tioee games. As
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well he was the only one who answered negativedygtiestion in “Graph 15”. The rest of
the learners, except for one girl, regard vocalyujames as aseful tool in vocabulary
learning process. The girl thinks vocabulary gafead to acquisition of vocabulary but
just in the case the students pay attention.

In conclusion the hypothesis, which says thahsgxaders do not realize the utility
of vocabulary games and regard them rather astasityaevhich is introduced into the
lessons for fun than as a learning tool, is dispdoDespite the fact that many of the
students believed the games were introduced irtefison to make it more entertaining
most of them understood the real aim of the gafless even the learners at the age of
eleven or twelve realized the games served forlwadeay learning. Even thoughe
learners quite enjoyed the games they also becanseious of the fact they have learned
something new thanks to them. Moreover they constieocabulary games to be useful

in vocabulary learning process.

Results of the Questionnaire for the Teacher

The English teachers at ZS Nétige were given the questionnaire which consists
of seven questions (see Appendix D). Unfortunatebyyadays there are only two teachers
- the teacher X and her colleague. Teacher X teagie 6.B and 7 grade and her
colleague teached'@nd ¢' grade. The aim of the questionnaire was to discthe
approach to use of games in general and to voagbgdenes. Another reason for the
creation of questionnaire for the teachers wa®tdion the hypothesis that the teachers
use rather other methods for vocabulary consobdatian vocabulary game&lso some
of the answers of the teacher X were compared thétanswers of the learners in order to

affirm their plausibility.
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weeks

Graph 17: Learners’ opinion on frequency of playing gamesThe learners were
supposed to answer the question number‘®@you play vocabulary games
in English lessons?”

Firstly, in answers to thiérst and the second question, both the teachardXheer
colleague say they play educational games withr tharners but that they introduce them
only occasionally. However the learners who att@m®dand 6.B mostly agreed on a
different frequency of playing games. Twenty leasremswered the teacher introduces
games into lessons approximately once a weekeameérs think they play games once a
month, one learner believes the class plays gawery kesson, one learner thinks the class
plays games once in two weeks and one learnerllegedly never played games with the
teacher.

Nevertheless there are two possible reasons &br &iig discrepancy. Firstly, |
taught both classes for quite a long time and \agqad games very often. When filling in
the questionnaire one of the girls asked me whethershould take into consideration only
my lessons or also the lessons with their teaghesn though | emphasized the question
relates to ordinary lessons with their teaches duite possible many learners were
responding to my lessons. Secondly, maybe thedesmdo not understand the difference
between a game and an ordinary activity and solieégve they play games more often
than they do. In this case it would be great thatbmmon exercises and activities are
presented in such an entertaining way so thatedwmérs believe they play a game.

Secondly, the questionnaire discovers the teacappsoach to thgames. It asks
Q3: what types of games the teachers introducdessons most often and Q7: which
vocabulary games they like. While the teacher Xallgwses games focusing on

vocabulary and pronunciation her colleague useslynascabulary games. The favourite
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games of the teacher X are hangman, guess whmat.in&@ractive whiteboard games. Her
colleague does not name any game.

The last two questions are Q5: What do you thinthe vocabulary games whose
aim is to consolidate new vocabulary, are theyw8edind Q6: Do you consider
vocabulary games to be an effective tool in thegss of vocabulary consolidation or do
you think teachers just waste the time by introdg¢hem into the lesson? The results
show that the teacher X as well as her colleagg@ devocabulary games as beneficial and
that they think it is not waste of time to use therorder to consolidate vocabulary.
However, even though they both believe vocabulames are useful, they rather do
various exercises, as discovered in Q4 of the guresdire (see Appendix D). In addition
to it the teacher X often reads the vocabularyttogrewith the learners. This was also
proved by the questionnaire intended for her leatridost of them answered their teacher
usually reads the vocabulary them or they do varaxercises to consolidate the
vocabulary.

To conclude, even though the two teachers are guiall amount of respondents,
they are the representatives of the lower secomfawge school. The research reveals
they introducevocabulary games into the lessons rather occasyodso it shows that
they use such methods as reading together witle#ineers or various exercises to
consolidate the vocabulary. Thus if we take intostderation this school, the hypothesis
would be verified. The two representatives reallg tather other methoftsr vocabulary
consolidation than vocabulary games.

In brief, the chapter presented the results ofd¢lsearch. In total there were four
hypotheses to be verified. In the end, two of thesne affirmed. The research showed that
sixth graders enjoy playing vocabulary games miogi@ the ordinary activities their
teacher uses for vocabulary consolidation. As weltoved the teachers use rather other
methods for vocabulary consolidation than vocalyujmmes. On the other hand the
hypotheses number two and three were disproveds iTlsinot true that sixth graders do
not realize the utility of vocabulary games andaréghem rather as an activity which is
introduced into the lessons for fun than as a lagrtool. Similarly, it is not possible to
say that boys like the most the different typegarhes than girls. Nevertheless the final
aim of the research, which was supposed to disaghat effect has playing vocabulary
games on consolidation of new vocabulary, was aresiyeositively. It was discovered

that that playing vocabulary games hdseneficial effect on consolidation of vocabulary.
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However there is a question whether the reseaself was of some benefit to foreign
language teachers or learners. It will be discugséuk following chapter.
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V. IMPLICATIONS

This chapter consists of three subchapters. Thiedne presents useful and
interesting findings of the research which mayrbpartant for language teaching. The
second subchapter discusses the strengths and essakiof the research. Finally the third
subchapter describes the way the research coutdgreved. Also it suggests possible

areas and ideas for future researches dealingwedhbulary games.

Implications for Teaching

Two out of the four hypotheses were confirmed, tveve disproved and the
research question of the thesis was positively ansiv Altogether it signifies games are
generally perceived as a pleasant way to conselwatabulary. As well the research
revealed most of the learners know what the maah gibthe games is and that they regard
the games as useful. Furthermore the majority@féhrners enjoyed playing the
vocabulary games more than the other ways of vdaapaonsolidation their teacher uses.

On the other hand, the teachers regard vocabgémnes as a useful tool in
vocabulary consolidation process but they introdheen into the lessons only
occasionally. Usually they rather do various e)ssito consolidate the vocabulary or they
read the words together with the learners. Sceitnsequite illogical to introduce
vocabulary games into the lessons only occasioeaky though the teachers as well as
their learners believe vocabulary games are useful.

Therefore it would be great if the teachers infietd more vocabulary games into
the lessons. As demonstrated in the previous chdhtsgames have a beneficial effect on
vocabulary consolidation. Moreover almost each grmadearners played took no more
than ten minutes. It means, it is not time consgnbinplay games as teachers usually
spend ten minutes on doing an exercise or otheabedary review too. In addition the
learners at lower secondary, in this case sixtdegsa not only enjoy playing the games
but also they consider them to be useful. It foBdwey know they are doing something
beneficial which may be very motivating. Furtheredrne research revealed both girls and
boys like the most the same type of game. And w¢haiore, bingo became the most
popular game despite the fact the learners haddnelayed it many times with their
teacher. So the teachers do not have to introdnesvagame every time they decide to
play vocabulary games in the lessons. Similarly th& not have to worry about the
selection of a game which would appeal to bottsgrd boys.
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In brief, the learners like playing games andizeaiheir usefulness. The teachers
as well consider vocabulary games to be benefitiathey do not introduce them into the
lessons very often. Thus it would be great todatters enjoy the games and at the same
time consolidate new vocabulary. As described énttfeoretical background there are
many types of vocabulary games which are effe@ifocus on many aspects of
vocabulary knowledge. It means the teachers hdaga selection of various games for
various learners and various purposes. Howevee threr such classes where it is not
appropriate to play thgames very often and an occasional introductice wdcabulary
game is sufficient. But in the classes where tleeeno serious disciplinary problems
vocabulary games should be used more often. it effective and amusing way to

consolidate vocabulary.

Limitations of the Research

It is important to say that the research hagiengths as well as weaknesses. As
for the strengths, it was good to consolidate vataly only by means of vocabulary
games. As mentioned above, the ten words wer@jcs presented to the learners. The
learners were told neither to write the words ithigir exercise books nor to review them at
home. Then the learners played five short vocappigames. Theoretically it means the
learners consolidated the words only by playingghmes. Thus it was possible to prove
the effectiveness of vocabulary games in vocabuangolidation process without the
influence of other methods. Another positive aspéthe research was its length. The
learners participated in the research frofi E8bruary to 2% February. Therefore they
had enough chances to review the words within uartone periods. The very first review
took place shortly after the presentation of newdsoOn the other hand between the
second and the third game the interval was muaelion

However the research has also its weaknessedy FFiasn sorry | forgotten to test
the passive vocabulary knowledge at the very béginof the experiment. The learners
passed only the active vocabulary knowledge tesfottunately after the presentation of
the words it was too late to test the passive kadge of the vocabulary. Secondly,
another weakness of the experiment was its lefigthn though it has already been
mentioned as one of the strengths of the resetvadisi also one of its weak points. In each
lesson at least one of the learners was missingofdbe number of forty-two learners
only thirty learners participated in all five gamésmeans only their results could be taken
into consideration. On the other hand for the psepaf the questionnaire it did not matter
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whether a learner took part in all five games. Tigse were thirty-eight respondents who
played most of the games and their answers wetgzaakin the thesis. So, if the
experiment lasted only one day there would be mespondents and it would be less
difficult to analyze the data. The third weaknekthe research was very low number of
teachers who responded to the questionnairealpisy but on the other hand it would not
be very relevant to ask teachers from Rlaed other schools. Finally the last tiny
weakness of the research was the inability of ¢henlers to sign their tests and
questionnaires. Therefore it took a lot of timeséarch for an “author” of particular test or
guestionnaire.

As well the research has its limitation which dddae taken into consideration.
The vocabulary games the learners played focusékdeomeaning of words. It follows the
positive effect of vocabulary games on vocabulanysolidation cannot be generalized for
all aspects of vocabulary knowledge. Thus it ispassible to say that e.g. vocabulary
games focusing on spelling of the words have atswficial effect on consolidation of

vocabulary spelling.

Suggestions for Further Research

First if the very same research was conductechdgaould recommend its author
not to forget to test the passive vocabulary kndgéebefore the experiment starts. As well
the research could be done with more learners. Weduld be great to repeat the
experiment with the different types of games whmtus e.g. on spelling and discover
their efficiency. Similarly it would be interestirig introduce into the lessons less known
communicative games and observe their effectiveagseell as their popularity with the
learners. Last it would be beneficial to find mtgachers who could take part in the
research.

As for the further research it would be interggtio do the experiment with all
grades at the lower secondary school. Then theoapprof learners and the efficiency of
vocabulary games could be monitored. Another pssitea of the research might be just
the teachersattitude to vocabulary games. There is a questiondo the teachers at
lower secondary schools introduce vocabulary gantedessons only occasionally even
though they as well as their learners believe voleap games are useful? Thus the
research may discover the reasons why the teadberst introduce the games so often,
what difficulties they have to face when playingabulary games, which games they like,
what they think about vocabulary games etc.
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In conclusion, the chapter presented the restiltsearesearch in relation to
vocabulary teaching. Next it discussed its stremgtid weaknesses in the subchapter
called “Limitations of the Research”. Unfortunatélyevealed the weaknesses prevail over
the strengths. On the other hand the research wastome consuming, difficult to
organize and realize. One of the biggest compbaoatiwvas the absence of different
learners. Finally the last part of this chaptersi@ath possible areas of the future
researches. There are still many interesting questo be answered and the more |
analyzed the results the more possible improvensmtsdeas appeared. However this

research and its result have been already anam@dow the very last part of the thesis
follows.
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VI. CONCLUSION

As mentioned in the theoretical background thengnar is not the most crucial
aspect of foreign language acquisition anymordelutsthe vocabulary becomes more and
more significant. However it is not easy to leaewnvocabulary especially in the case of
students who have to learn foreign language at@sloompulsorily. It is mainly because
thelearners need several encounters of a word. Alsprtieed to use a word in different
contexts and review it in various intervals in arttelearn it properly. Unfortunately such
process may be quite demotivating. Therefore vanmcabulary games should be
introduced into the lessons as they are perceisedraising and motivating way to learn
vocabulary. However are the vocabulary games éfeat vocabulary consolidation
process? And are they popular with learners archega? These were the questions the
thesis tried to answer.

There were four hypotheses and one research gaesghtiich were supposed to
reveal useful facts about the vocabulary gamest #ie vocabulary games really proved to
have positive effect on the vocabulary consolidatieven some of the learners who are
not usually doing well learned quite a lot of woliysmeans of playing the games. Also
the research showed the learners enjoy playingbtdaey games more than the common
techniques used by their teacher in order to cafetel the vocabulary. Moreover it was
discovered the learners realize the usefulneskaging the games. Thus when playing
games they are not only having fun but they know liteneficial to their English. Last
even though the theoretical part suggests boygisdshould like the different types of
games it emerged that the most ordinary gametieeagame time the most popular with
both sexes. The very last hypotheses proved ticbeesdo not introduce vocabulary
games very often into the lessons despite thetiagtconsider them to be useful.

Thus the fifth chapter of the thesis recommendbédeachers not to be afraid to
introduce vocabulary games into fleesons more often. It emerged it is not wastenod t
to play vocabulary games with the learners forphose of consolidating new
vocabulary. As well it is obvious most of the leaisappreciate it. However the thesis also
admits there may be such classes where it woultdeneftfective to play vocabulary
games. These may be the classes with the disaiplprablems.
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APPENDIX A

Pelmanism cards, cards for anagrams, cards forsaigpan animal in the guessing
game (draw or mime).

Anagrams:
AGLEE SAWN BEAREV NYLX SHARIFCY TAB RULERSIQ
FLUTTERYB KROTS TORTE

Guessing game (description):

Butterfly - it lives in the air. It can fly. You casee it on flowers. It has many colours.

Eagle- it lives in the air. It can fly. It eats ethanimals. It is a symbol of America. You can
see it near forest.

Bat- it lives in the air. It can fly. It is blackd you can see it only at night.

Swan- it can fly and it can swim. It is big, whéad beautiful. People often feed it with
rolls.

Crayfish- it lives in the water. It is brown, greenred and often it walks in different way

than we do. It can walk backwards.
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Beaver- it lives near water. It can walk and swithhas fur, big teeth and big tail. It
can cut trees.

Stork- it lives in the air. It can fly. It is whi@nd black and it has long legs. People believe
it brings them babies.

Otter- it lives near water. It can walk and swiirhds fur and it looks like a big mouse. It
eats fish and it is a celebrity of aydale for children.

Lynx- it lives in the forest. It looks like a bigitand it eats meat. You can see it in a ZOO
or in Sumava.

Squirrel- it lives in the forest. It climbs treasddlikes nuts. It has fur, big teeth and a big

tail. You can also see it in parks.
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APPENDIX B

The testing of the potential knowledge of unknoworas

Preloz:

motyl- vydra- Ve
orel- rak- rys-
labu- netopyr- cap-
bobr-

The active vocabulary test

Preloz:

motyl- vydra- vek@-
orel- rak- rys-
labu’- netopyr- cap-
bobr-

The passive vocabulary test
Pritad’ anglicky ndzev ke spravnému obrazku:

butterfly bat eagle squirrel swarbeaver Iynx stork deer crayfisiotter
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APPENDIX C

The questionnaire for the learners in English

class......cccceeen.n. NAME e e eevvvvevivnnaeeenes firgrade............

1. Do you play vocabulary games in English lessons?

a) yes we play the games approximately every tesso
b) yes we play the games approximately once a week
c) yes we play the games approximately once inviweks
d) yes we play the games but only occasionally

e) no, we do not

. Do you like playing games in English lessons?

a)yes ldo D) itdepends onthe game od)do not
. Which of the games was the best?

a) anagrams b) pelmanism game c) guessing (dra@)rigingo e) guessing
(description) f) all these games were boring

. Why did you like the gamgfearners who marked f) if%3juestion do not answer)

. Which of the games was the worst?

a) anagrams b) pelmanism game c) guessing (drag)rigngo e) guessing
(description) f) all these games were great

. Why did you not like the game?

. According to you what was the reason for playhmejgames?

a) to make the lesson more entertaining

b) there was still some time left at the end efldésson
c) to learn new vocabulary

d) the teacher wanted to please us with the games
e) different answer (explain it)

. Did you learn new vocabulary thanks to theseeghWhat do you think?

a) yes | did b) no | did not
. Do you consider vocabulary games to be usefolthB students learn something?

a) yes they do b) no they do not. It is justaste of time.

c) different answer (explain)
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10.Do you regard playing vocabulary games as ageatpte way to learn new vocabulary?

a)yesldo b)noldonot c) differantswer (explain)

11. What methods does your teacher use to reviewdbabulary?

a) we read it together with her
b) we do various exercises together
c) we play vocabulary games together
d) it is our homework to review the vocabulary
e) we do not do the review
f) different answer (explain)
12. Choose the option that describes you best wwhem the review in ordinary way

a) | am bored
b) I enjoy it
¢) I'm looking forward to the end
d) I am stressed/ | am afraid what will happentnex
e) different answer (explain)
13. Choose the option that describes you best \wlastng vocabulary games?

a) | am bored
b) I enjoy it
¢) I'm looking forward to the end
d) I am stressed/ | am afraid what will happentnex
e) different answer (explain)
Assess the games by colouring one of the emotic(ensellen@ not so bz@ bori@

1) anagrams @@@ » pelami @@@
3) guessing (drawing@@@
4) bing(© @

5) guessing (description@@ @
&

Did you miss any of the gamesS? ...

Thank you
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The questionnaire for the learners in Czech:
tiida................ JMENO.... e znamka navwgceni

1. Hrajete se svoji pantitelkou hry v hodinach andgtiiny?

a) ano, kazdou hodinu

b) ano, piblizné jednou za tyden

C) ano, piblizné jednou za dva tydny
d) ano, ale jen @las (1x za résic a méy)
e) ne

2. HrajesS rad/a hry v hodinach aitjihy?

a)ano b)ne ckkdy (zédlezi nate)

3. Ktera z her se ti libila nejvice?

a) pesmyky b) pexeso c) hadani (podle kresleni) d)biephadani (dle
popisu) f) Zadna, vSechny byly nudné
4. Pra se ti libila? Pro byla nejlepSi%ti co zvolili u 3. otazky f), neodpovidaji)

5. Ktera hrad naopak wbec nebavila?

a) pesmyky b) pexeso c) hadani (podle kresleni) d)biephadani (dle
popisu) f) Z&dna, vSechny byly super

6. Pra se ti nelibila? Probyla nejhorsSi%ti co zvolili u 5. otazky f), neodpovidaji)

7. Pr& mysliS, Ze jste hrali tyto hry?

a) aby byla hodina zabasjai
b) protoZe byl volngas navic
¢) abychom se néili nova slovika
d) protoZze nam pantitelka chéla uctlat radost
e) jiny (napis)
8. MysliS, Ze ses dikg¢mto hrdm natil/a né¢jaka nova slowka?

a) ano b) ne

9. MysliS, ze je hrani her pro zaky uZié (nadi se tim gco) ?

a) ano b) ne, je to jen ztratasu c) jiny (napis)
10. MysliS, Ze je hraniffjemny zgisob jak se naiit nova slovéka?

a)ano b)ne c¢)jiny (napis):
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11. Jak si opakujete sl@kia v hodinach angitiny?
a)cteme si je s panicitelkou b) dlame cviéeni c¢) hrajeme hry d) dostdvame to za

domaci ukol e) neopakujeme si je f) jinyagpb(napis):

12. Ktery popis by se na tebe nejvice hodil, kdgby nél/a popsat fi hodirg angliétiny,

kdyzZ si opakujete slovka?

a) nudim se
b) uzivam si to
c) rgjak to vydrzim, ale uz s€gim na konec
d) bojim se/ jsem ve stresu/ jsem v &tgo @ijde
e) jiny (napis)
13. Jak by ses popsal/& prani ti her, které jsme hrali?

a) nudim se
b) uzivam si to
¢) rgjak to vydrzim, ale uz s€&im na konec

d) bojim se/ jsem ve stresu/ jsem v &tgpro [@ijde

e) jiny (napis)

Ohodna jednotlivé hry vybarvenim smajlika: (ﬁtﬁ@ ujde to (&) @ )

1) presmyky @@
@ 2) peX@@@

3) hadani (podle kresle@@ _
@ 4) b|ng<© @

5) hadani (dle popi5|©® @

©

Chybl/ a jSi Na BKIErOU Z NEI? ...

Dékuji za vyplreni dotazniku
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APPENDIX D

The questionnaire for the teachers in English
classes you teach:
1. Do you introduce educational games into theoles?
a) yes | do b) no | do not
2. How often do you play educational games withim particular class?
a) every lesson
b) approximately once a week
c) approximately once in two weeks
d) once a month
e) only occasionally
f) never
3. The educational games you use usually focus on:
a) grammar
b) vocabulary
C) pronunciation
d) other (explain):
4. What methods do you usuallge to consolidate new vocabulary?
a) you read the vocabulary together with learners
b) you do various exercises together with learners
c) the learners are told to review the vocabuddryome
d) the learners are given various homework totmmathe vocabulary
e) you play vocabulary games with learners
f) you do not care about the consolidation of mewabulary
5. What do you think of the vocabulary games wlaseis to consolidate new
vocabulary? Are they useful?

a) yes they are b) no they are not c) diffeanswer (explain):
6. Do you consider vocabulary games to be an @fetbol in the process of vocabulary
consolidation or do you think the teachers yusste the time by introducing them into

the lesson?

7. Do you have a favourite vocabulary game you tikkimtroduce into the lessons?
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The questionnaire for the teachers in Czech:
téidy, ve kterych dite:

1. Uzivate v hodinach AJ jazykodidaktické hry?
a) ano
b) ne
2. Jakéasto z#&azujete hru do hodin v ramci jednotlivédy?
a) kazdou hodinu
b) @iblizné jednou za tyden
c) @iblizn¢ jednou za dva tydny
d) jedou za ®sic
e) jen vyjimeéné pii riznych fFilezitostech
f) nikdy
3. Pokud uzivate didaktické hry, jsou zdgeny spiSe na:
a) gramatiku/gramatické jevy
b) slovni zasobu
c) vyslovnost
d) jiné (napiste)
4. Jaky zfisob opakovani pouZivate d&$tji k upeviéni nové slovni zasoby?
a)ctete si slowlka se Zaky
b) dlate tizna cveeni
c) davate Zain za domaci ukol, aby si sléka opakovali
d) davéate zaknm doméaci ukoly, v rdmci kterych si slovni zasobalapi a upeiiuji
e) hrajete hry zagrené na slovni zdsobu
f) nijak se na up&ovani slovni zasoby nezéiujete
5. Co si myslite o uzivani her zafmnych na upatovani slovni zasoby v hodinach
anglického jazyka? Jsou u#ité?

a)ano b) ne c¢)jiné (napiste)

6. Myslite si, Ze hry zasiené na upaiwovani slovni zasoby vedou k upéwnnslovni

zasobyi je to jen ztrat&asu?

7. Mate rjaké oblibené hry, které se z&tmji na upewiovani slovni zasoby? Které to

jsou?
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SHRNUTI

Jednim z dvodi vedoucich k vybru tématu této prace, je zvysujici Seak na roli
slovni z&soby v cizojazpé vyuce. OvSem néil se nové vyrazye ¢asto velmi
komplikované. Proto se tato prace z#nje na didaktické hry, které mohotegdstavovat
jeden z pijemngjSich zmisohi osvojovani si slovni zasoby. Hlavnim cilem dipla@o
prace je zjistit, jak hrani her, z&tuajicich se na slovni zasobu, owiye osvojovani slovni
zasoby. DalSim cilem je odhalit jaky postoj maljirkni her Zaci aditelé. Teoretick&ast
diplomové prace se zabyva zaky, slovni zasoboungbaznymi fazemi osvojovani
slovni zasoby a hrami. DalSim bodem diplomové pfag®pis vyzkumu, ktery probihal
na ZS Nezustice. Nastroji pro shromdbvani dat byly experiment a dotaznik. Diky
analyze vysledk ziskanychdmito nastroji, byly d¥ hypotézy potvrzeny a dwyvraceny.
Z toho vyplyva, Ze didaktické hry z&hujici se na slovni zasobu, jsou Zaky oblibené, Ze
divky a chlapci maji radi stejny typ her, a Ze Z#wiazuji didaktické hry za uziey
nastroj k upevéni slovni zasoby. Rowi to poukazuje na fakt, zeitelé anglétiny
k upevréni slovni zasoby voli rafl jiné metody nez hrani her. Nakonec bylo vyzkumem
zjisteno, Ze didaktické hry zaftujici se na slovni zdsobu, maji pozitivni vliv na

upewiovani slovni zasoby.
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