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Abstract

Article deals with the methods of teaching English vocabulary. The author introduces the methods of teaching the vocabulary
with games, there were organized interesting competitions for recognizing the meanings of words in the process of teaching
students of TIIAME. It was indicated the importance of games in the process of teaching vocabulary and worked out the
exercises directed to the irrigation and melioration as word association, practice adjectives, memory game, defining words and
paraphrasing, proverb chain, description, topic discussion andmake up a story. Given methods can serve for development of
vocabulary and fluent speech.
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MYXAHOUC TANNABANAPIA UHIMN3 NIEKCUKACUHU
YPFATULWLOA YAUHNAPOAH ®OUOANAHMLL

Hapzau3sa lllupuHoea
AHHOTauus

Makona MHrmu3 Tunu nekcukacuHu ypratuwra 6aruwnadrad. Myannud TUKXMMW tanabanapura MHrvM3 TUNM NeKcu-
KaCvHW ypratuil, ymHnapaad donganaHraH xonga ynapHUHT MasMyHUHU EpUTu Kabu MeToauK yCynnapHu Takaum 3TraH.
VIAMH-TONIMPUKNAPHUHT NIEKCVKaHW YpraTyLLAari axaMuaTi KypcaTunme, uppuraums Ba MEenuopaLms coxacura ong YinH-Ton-
LUMpUKNap, SbHW Cy3 accounaumusicn, cudaTtnapHm MallK KUauL, Xotupa YArHKW, cy3 Ba nbopanapHu m3oxnail, makonnap
3aHXMpK, TacBuprall, Myxokama KUnuLL Ba XMKosl Ty3uw kabunap vmwnab yvkmnrad. Ywoby ycynnap TanabanapHuWHT MHIMW3
TMnuaarn nyrat 60NNUrM Ba 9pKUH HYTK IOpUTULLNIapuUra xm3maT kunagu.

TasHy cy3nap: MHIMW3 TUNKU NEeKCUKaCHHN ypraTuLl, UHIMU3 TUNy YKUTUWAA YUMHNAPHWUHT caMmapagopnvrn, MXTUCOCUI YKK-
TULL, MXTUCOCUI Nekcnka bunan nwnaw, TanabanapHUHN KU3VKULLMHN OLLIMPULL.

NCNOJIb30OBAHUE UI'P B OBYYEHUU AHTTIMUCKOW NIEKCUKU
CTYOQEHTOB UHXXEHEPHOW CMEUUANBHOCTU

Hapzau3sa lllupuHoea
AHHOTauun

Cratbsl nocesileHa 0ByYEeHUI0 NMEKCUKM aHTMUIACKOTO A3blka. ABTOPOM BHECEHbI METOAMYECKME NPUEMbl 0OyYeHNs nekcu-
KW, MOKa3aHO pasbsCHEHWNE 3HaYEHUI CIOB C MOMOLLBLO Urp B npouecce obyyenuns ctyaeHtoB TMNMUMCX. OTmedeHa ponb nrp
B 0Oy4eHUN NeKCukn 1 paspaboTaHbl yNPaKHEHWS NO MppUraLmMn 1 Menmopauum, B TOM Y1cie accoumanms Crnos, ynpaxHeHne
npunaraTenbHbIX, UTpa MO MamsaTW, TONIKOBAHUE CrOB U pas, Lenoyka nocroBuL, onncaHve, obCyxaeHne 1 cocTaBneHne
paccka3oB. YkasaHHble METOAMYecKne NpUEMbl CMOCODOCTBYIOT 0BYYEHMIO NMEKCMKM 1 OBNageHUo cBOBOOHOW peYblto.

KnioueBble cnoBa: obyyeHVWe NEKCUKN aHIMUACKOrO A3blka, 3P(EKTUBHOCTbL Urp B NpenojaBaHUM aHMMUACKOTO A3blka,
crneumanusmpoBaHHoe obyyeHune, paboTa co cneunanm3npoBaHHOW NEKCUKOW, NOBbILLIEHNE 3aUHTEPUCOBAaHHOCTU CTYOEHTOB.

ORI

ntroduction. Effectivenessof the English lessons express their opinion and feelings. They also enable learners

depends on the methods which are used by teachers.
Game is one of the most effective methods which help
teachers to ease the effort of learning. They provide
language practice in the various skillsof types of speech
activity as speaking, writing, listening and reading. They
encourage students to interact and communicate. To learn
English language students must know the vocabulary of the
language i.e. a list of words with their meaning because it
supports their skills’ improvement.Themeaningof game is an
activity that you do to have some fun. Games can make the
students more focus in learning, because they do not feel
that they are forced to learn.They are highly motivating and
entertaining, they can give shy students more opportunity to

to acquire new experiences within a foreign language which
are not always possible during a typical lesson [1]. Games
can be media that will give many advantages for teacher and
the students as well.The use of games attract the student to
learn English because it is fun and make them want to have
experiment, discover and interact with their environment
[2]. Some experts have also figured out characteristics of
games that make vocabulary learning more effectively. Lee[3]
lists several main advantages when games are used in the
classroom, including «a welcome break from the usual routine
of the language class», «motivating and challenging», «effort
of learning» and «language practice in the various skills».
English teachers should be very careful about choosing
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games. As a result they can be profitable for the learning
process.Chosen games can bring desired results if they
correspond to the student’s level, or age, or to the material
that is to be introduced or practiced. Games will be difficult
when the task or the topic is unsuitable or outside the
student’s experience.One of the factors influencing the
choice of a game is its length and the time, necessary for its
completion. Many games have a time limit, but according to
Siek-Piskozub, the teacher can either allocate more or less
time depending on the students’ level, the number of people
in a group, or the knowledge of the rules of a game etc [4].
Some teachers suggest that games be used at all stages
of the lesson, provided that they are suitable and carefully
chosen [5].

In the process of learning a foreign language,
vocabulary has a great role. It is a main linkwhich connects
the four skills of speaking, listening, reading and writing all
together. For the communication well in a foreign language,
students should know an adequate number of words and
how to use them accurately. Vocabulary is the total number
of words in a language. Vocabulary is an important part to
master English well. There are essential steps of learning
vocabulary [6]. They are:

- Students should have a source for learning new words;

- Students should know the form of new words;

-Students should learn the meaning of new words;

-Students should make a strong memory connection
between the form and the meaning of the words.

While playing games students learn to cooperate
with other members and compete against another team or
players. In the process, learners need to use the language
and repeat patterns which can develop their cognitive activity
and improve their language skills. Player could communicate
with words, mime, use body movements, and gestures among
many which guarantee fun and unpredictability. Games are
used to assist learners during their language learning. They
make classes entertaining and sustain effort and interest.
They create an atmosphere of meaningful communication
where young learners communicate before, during, and after
the game. This atmosphere help in forming comprehensible
input including what they understood as they listen and read

and comprehensible output including writing and speaking.
Also, games give arise to emotions when language instruction
becomes serious and dry [7].

Games also lend themselves well to revise vocabulary
of learners recalling material in a pleasant, entertaining way.
It is known that even if games resulted only in noise and
entertained students, they are still worth paying attention
to and implementing in the classroom since they motivate
learners, promote communicative competence, and generate
fluency. These create the motivation for learners of English
vocabulary to get involved and participate actively in the
learning activities [8].

Every teacher must know that teaching vocabulary is
clearly more than just presenting new words. The words are
most commonly used are those a teacher should teach first.
is how to Making English learning fun for students with these
excellent ways are the important things in teaching English
vocabulary.

But traditional way of teaching makes the students lazy
and bored. The teacher must do his/her best to do something
different to make students interested, because it depends
on the result of teaching. Therefore, teacher should do
something interesting which can make motivate them. It is
based on the characteristics and attitude of the children that
they are curious and often seeks something that the teacher
notices them and shows appreciation for what they are doing.
So, to motivate them teacher needs something new and
interesting that can stimulate their curiosity [9,10].

In learning English vocabulary using games has a great
placeinall stages of teaching. The students have strong and
good motivation to deepen English language. Also, they are
easy to accept the English language because they learn
the material by playing games. The third,teaching English
vocabulary by using games can help teacher in teaching/
learning process. Skills of vocabulary help the learners to
express their ideas precisely. By having many stocks of word
learners will be able to comprehend the reading materials
catch other talking, give response, speak fluently and write
some kinds of topics. If the learners do not know the meaning
of the words they will be unable to communicate with others,
unable to express their ideas[11,12].

In institutes and universities

CRITERIA OF GAMES AS EDUCATIONAL MEDIA FOR TEACHING ENGLISH
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specific  words which can
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It should involve "friendly"
competition while students learning
A game should keep all of the
Students focus on the use of
language vocabulary rather than on
the words itself.

A game should give students an
students involved and interested. ‘l

opportunity to

of students’ future career.
Teaching vocabulary connected
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to develop their knowledge in
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can provide the effectiveness
of English lessons in Agriculture
Universities [13].
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they know associated with any lexical category. One student
says a word from the category, then the next student must
immediately say another word from the category. The next
student continues with another word and so on around the
class. For the category agriculture, for example, the game
might begin this way:

planted the tree

Viethamese proverb

Student 3: Friends are flowers that never fade

English proverb

Student 2: Don't allow the grass to grow on the path of
friendship Native American proverb
Students continue the game

WORD ASSOCIATION

—’;> until they have used all the
proverbs they know. Another way

Student 1

Student 2

v

1.Manure
2.Irrigation

1.Raw materials
2.Fertilizer
3.Pesticide

Anyone who can’t think of a word immediately has to drop
out of the game.

2.Memory game begins with one student saying a
sentence and the next student in turn adds another word or
phrase to the sentence, repeating what has gone before in
the same order, for example,

Student 1: Agriculture is also called farming or husbandry.

Student 2: Agriculture is also called farming or husbandry
and study of agriculture is known as agricultural science.

Student 3: Agriculture is also called farming or husbandry
and study of agriculture is known as agricultural science and
it came from Latinagricultdra, from ager, "afield", and cultdra,
"cultivation".

and so on. Anyone who cannot add to the list or makes
a mistake in ordering the words must drop out of the game.
The last player remaining is the winner. This game may be
exploited while working with words related to any topic.

3.Guess the tool game[14] provides a good opportunity to
develop students’ skills in defining words and paraphrasing.
For this game the teacher puts the students in pairs, facing
each other, and gives a card with two words written on it to
each student and asks them not to show each other. The two
words written on the cards are tools and related occupation.
Each student describes the tool without saying its name. The
other student has to guess the tool and name an occupation
that uses the tool, for example:

Student 1: it is used for studying the mineral components
of soil.

Student 2: It is an optical microscope.A microscope using
visible light, typically viewed directly bythe eye.

4.Proverb chain also serves for building up vocabulary
and developing cognitive activity of students. Students
should tell proverbs connected with nature term by term. For
example:

Student 1: The garden is the poor man's apothecary

German proverb

Student 2:When eating a fruit, think of the person who

to end this game and have a
winner is to eliminate the student
who repeats aproverb that was
suggested before or uses the
wrong verb form in the proverb.

5.Team game[15]. For this
game the teacher has to prepare
cards with the names of different.
The students are divided into two
teams. Then the teacher takes any
card and readsthe name of one
tool. The first team must name the
shape of this tool, the second team
— the function (or usage) of this
tool. Then the teams exchange
their tasks.

6.Topic discussion[16]. The students of the group choose
a topic for a discussion (nature, soil, water). Then the group
is divided into two teams. The students of each team have to
give sentences on the topic one by one using the emphatic
construction «itis .... that». The winner is the team that gives
the last sentence on the topic. For example:

Student 1:Nature. It is the physical world and everything
in it that is not made by people.

Student 2:Soil. It is a natural body consisting of layers
(soil horizons) that are composed of minerals.

7.Exaggeration game[17] gives students the opportunity
to practice adjectives on the topic such as magnetic,
natural. Teacher must ask students to make up phrases with
adjectives. For example: magnetic storm,natural process.
The teacher calls on someone to pick a card and read. Then
that person calls out the name of another student, who has to
answer the question using an appropriate adjective and the
game continues. Any student who does not use an adjective
while answering is eliminated.

8.The most interesting. The students are divided into two
teams. Each team is given a task to make up a story on a
certain topic. («In the mountain», «In the field»). The winner
is the team that makes up the most interesting story with few

Student 3

1.Crop rotation
2.Cultivation
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mistakes.

In conclusion. Games encourage, entertain, teach,
and promote fluency. If not for any of these reasons, they
should be used just because they help students see beauty
in a foreign language and not just problems that at times
seem overwhelming.Games are often used as short warm-
up activities or when there is some time left at the end of a
lesson. Yet, a game should not be regarded as a marginal
activity filling in odd moments when the teacher and class
have nothing better to do. Games ought to be at the heart
of teaching foreign languages. Games are used at all stages
of the lesson, provided that they are suitable and carefully

chosen.
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