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Abstract: Vocabulary is one of the most important components of 

successful foreign language learning, especially at the beginner level, when 

learners are developing the basic linguistic resources required for simple 

communication. A1-level learners need to acquire a sufficient range of familiar 

words and expressions related to everyday topics and concrete situations. 

However, vocabulary learning based mainly on memorization, translation, and 

written exercises may not always provide sufficient opportunities for active use 

and repeated practice. Vocabulary games offer an alternative approach by 

combining language practice with interaction, repetition, problem-solving, 

competition, and enjoyment. This article examines the use of vocabulary games in 

teaching English to A1-level learners. It focuses on the pedagogical functions of 

vocabulary games, their contribution to vocabulary acquisition and retention, and 

their potential to increase learner participation and motivation. Particular 

attention is given to matching games, memory games, Bingo, guessing games, 

word chains, picture-based games, and vocabulary-oriented role-play activities. 

The article also discusses methodological principles for selecting and 

implementing vocabulary games, including clearly defined learning objectives, 

appropriate vocabulary selection, comprehensible instructions, sufficient 

repetition, active learner participation, and formative feedback.  
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Introduction. Vocabulary knowledge plays a central role in foreign 

language learning. Learners cannot communicate effectively if they do not 

possess an adequate repertoire of words and expressions. This is particularly 

important at the beginner level, when students are gradually acquiring the 

linguistic resources necessary to understand simple messages and express basic 

personal needs. The development of vocabulary at this stage creates a foundation 

for further development of speaking, listening, reading, and writing skills. 
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The Common European Framework of Reference for Languages identifies 

A1 as the level at which learners can understand and use familiar everyday 

expressions and very basic phrases aimed at satisfying concrete needs [1. 30]. The 

vocabulary repertoire expected at this level is mainly connected with familiar and 

concrete situations [1. 132]. This description demonstrates that vocabulary 

teaching is one of the essential components of beginner-level English education. 

Learners at this stage need words that can be used to talk about themselves, their 

families, food, school, home, daily activities, hobbies, weather, and other familiar 

topics. 

Teaching vocabulary to A1-level learners, however, presents a number of 

methodological challenges. Beginners may have difficulties remembering 

unfamiliar words, distinguishing between similar lexical items, pronouncing new 

words correctly, and using them in simple sentences. In addition, learners may 

know the translation of a particular word but still be unable to recognize it when 

they hear it or use it appropriately in communication. Therefore, vocabulary 

teaching should not be limited to presenting lists of words and their translations. 

Vocabulary acquisition is a gradual process that requires repeated exposure 

and active retrieval. Nation argues that effective vocabulary learning involves a 

balanced combination of meaning-focused input, meaning-focused output, 

language-focused learning, and fluency development [2. 2]. This perspective 

emphasizes the need to provide learners with various opportunities to encounter 

and use vocabulary. In this context, vocabulary games can serve as an effective 

methodological instrument because they allow learners to practice target words 

repeatedly while participating in meaningful and engaging activities. 

Wright, Betteridge, and Buckby emphasize that language games can provide 

valuable practice opportunities while creating an enjoyable classroom 

atmosphere [3. 1]. Games can transform vocabulary practice from a mechanical 

activity into a purposeful task involving interaction, challenge, cooperation, and 

achievement. This is particularly relevant to A1-level learners, who may require 

additional encouragement and support to participate actively in English lessons. 

Vocabulary games can include a wide range of activities, from simple card 

and picture games to guessing activities, Bingo, memory games, word chains, role 

plays, and digital vocabulary games. Many of these activities can be easily adapted 

to beginner-level vocabulary related to concrete and familiar topics. The purpose 

of this article is therefore to examine the use of vocabulary games in teaching 

English to A1-level learners and to identify the methodological conditions that 

contribute to their effective implementation. 



ACADEMIC RESEARCH IN MODERN SCIENCE 
International scientific-online conference 

 

278 
 

Discussion. At the A1 level, vocabulary instruction should focus primarily 

on words and expressions that are relevant to learners’ immediate 

communicative needs. Since beginners have a limited linguistic repertoire, 

vocabulary selection should be based on usefulness, frequency, relevance, and 

familiarity. Topics such as family, food, animals, school, home, clothes, colors, 

numbers, weather, hobbies, and daily routines are particularly suitable for 

beginner-level vocabulary instruction. 

The number of new words introduced in one lesson should also be carefully 

considered. Presenting too many words may overload learners and reduce their 

ability to remember them. It is often more effective to introduce a manageable 

number of target words and provide several opportunities to practice them. For 

example, in a lesson on food, the teacher may introduce words such as “apple,” 

“banana,” “bread,” “milk,” “cheese,” “rice,” and “egg.” These words can 

subsequently be practiced through pictures, matching activities, memory games, 

guessing tasks, and simple communicative activities. 

Vocabulary knowledge itself is multidimensional. Knowing a word does not 

simply mean knowing its translation. Thornbury explains that vocabulary 

knowledge involves different aspects, including meaning, pronunciation, spelling, 

grammatical behavior, and word combinations [4. 15]. Therefore, vocabulary 

games should be designed to address more than one dimension of lexical 

knowledge. For example, learners may first identify a picture, then pronounce the 

corresponding word, spell it, recognize it in a sentence, and finally use it in a 

simple communicative context. 

One of the most important advantages of vocabulary games is their ability 

to provide repetition. Beginners need to encounter new words several times 

before they become stable parts of their active vocabulary. If a new word is 

presented only once, learners may quickly forget it. Games can provide repeated 

exposure without making the learning process appear monotonous. The same 

vocabulary can be practiced through different activities, with each activity 

requiring a different type of mental processing. 

For example, vocabulary related to animals can initially be introduced 

through pictures. Learners can then match pictures with written words. After this, 

they can participate in a memory game, listen to animal names and identify 

pictures, and finally describe animals so that their classmates can guess the 

words. In this sequence, the same lexical items are repeatedly encountered, but 

the learning process involves recognition, recall, listening, speaking, and 

contextual use. 



ACADEMIC RESEARCH IN MODERN SCIENCE 
International scientific-online conference 

 

279 
 

Nation emphasizes the importance of repeated encounters and meaningful 

opportunities for vocabulary use [2. 63]. Vocabulary games can support this 

principle by creating multiple opportunities for learners to retrieve and use 

words. Retrieval is particularly important because learners need to move beyond 

simply recognizing a word toward being able to recall and produce it 

independently. 

Matching games are among the simplest and most accessible vocabulary 

activities for A1 learners. In a matching game, learners connect words with 

pictures, objects, definitions, or other corresponding items. For example, the 

teacher may prepare cards containing the words “book,” “pen,” “pencil,” “ruler,” 

“desk,” and “chair” and separate cards containing pictures of these objects. 

Learners work individually, in pairs, or in groups to find the corresponding pairs. 

Matching activities are especially effective for concrete vocabulary because 

visual information can support comprehension without requiring lengthy 

explanations in the learners’ first language. Once learners have matched the 

items, the teacher can extend the activity by asking students to pronounce the 

words or use them in simple sentences. Thus, a basic matching task can become a 

more comprehensive vocabulary activity. 

Memory games can also be particularly useful for vocabulary retention. In 

a typical memory game, word and picture cards are placed face down. Learners 

take turns turning over two cards and attempting to find a matching pair. The 

activity requires learners to remember the location of previously seen cards and 

retrieve the relevant vocabulary. 

Memory games can be adapted to almost any beginner-level topic. They can 

be used with vocabulary related to animals, food, family members, clothes, school 

objects, household items, transport, or weather. The number of cards should be 

appropriate for the learners’ proficiency level. If there are too many cards, the 

cognitive demands of the activity may become unnecessarily high. The main 

objective should remain vocabulary practice rather than simply winning the 

game. 

Bingo is another useful vocabulary game for A1-level learners. In a 

vocabulary Bingo activity, learners receive cards containing target words or 

pictures. The teacher then says a word, shows a picture, or gives a simple 

definition. Learners identify the corresponding item on their cards. 

Bingo can develop listening and vocabulary recognition simultaneously. For 

example, if the topic is clothes, the teacher can provide a simple clue such as “You 

wear it on your head,” and learners identify the word “hat.” At a very basic level, 
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the teacher can simply pronounce the target vocabulary. At a slightly more 

advanced stage, descriptions can be used so that learners have to process 

meaning rather than merely recognize the spoken form of the word. 

Guessing games can move learners from passive recognition toward more 

productive use of vocabulary. In these activities, learners identify a word based 

on clues. For example, a learner may say, “It is an animal. It is big. It has four legs. 

It has a long nose,” while classmates attempt to identify the word “elephant.” 

At A1 level, the clues should be short and should use language that learners 

already know. The teacher can initially provide the descriptions, but once learners 

become familiar with the activity, they can create their own clues. This makes the 

activity more communicative and gives learners an opportunity to actively 

produce language. 

Guessing games are also valuable because they require learners to associate 

words with characteristics, situations, and meanings rather than simply with 

translations. When a learner hears several clues and arrives at the word 

“elephant,” for example, the word becomes associated with its physical 

characteristics and communicative context. 

Word-chain games are another simple method of activating previously 

learned vocabulary. In such activities, learners take turns producing words 

related to a particular topic. For example, if the topic is food, learners may 

produce “apple,” “bread,” “cheese,” “egg,” “fish,” and “milk.” The teacher may add 

rules such as not repeating a word or using the word in a simple sentence. 

For A1 learners, however, speed should not be the primary objective. The 

main purpose should be to encourage vocabulary retrieval. Learners need enough 

time to recall words, particularly when they are still developing their active 

vocabulary. The teacher should create a supportive atmosphere in which 

mistakes are treated as a normal part of learning. 

Picture-based games are particularly appropriate for beginner learners 

because pictures provide meaning directly. Cameron emphasizes the value of 

meaningful and concrete learning experiences in language education, particularly 

for young and beginner learners [5. 48]. Pictures can be used to introduce, 

practice, classify, describe, and recall vocabulary. 

For example, the teacher can display a picture of a room containing a bed, 

table, chair, lamp, window, and door. Learners identify the objects and then 

participate in a memory activity in which the picture is removed. The teacher asks 

learners to remember as many objects as possible. Another possibility is to ask 
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learners to describe the picture using simple sentences such as “There is a table” 

or “The chair is near the window.” 

Picture-based games can also support learners who have limited reading 

skills in English. Since the visual representation provides contextual support, 

learners can understand the meaning of vocabulary without depending 

exclusively on translation. 

Vocabulary games can also be used to develop communicative competence. 

Language learning should not be limited to knowing individual words; learners 

need opportunities to use those words for meaningful purposes. Richards and 

Rodgers explain that communicative approaches emphasize the use of language 

for meaningful communication and interaction [6. 85]. 

For example, a classroom activity can require learners to find classmates 

who like particular foods. Learners ask questions such as “Do you like apples?” or 

“Do you like bananas?” and record the answers. The language used is simple, but 

the activity gives learners an opportunity to use vocabulary in genuine 

interaction. 

Role-play activities can similarly combine vocabulary learning with 

communication. In a lesson on shopping, learners can practice words such as 

“bread,” “milk,” “water,” “apple,” and “cake” while acting as customers and shop 

assistants. One learner may ask, “Can I have an apple, please?” and another may 

respond, “Here you are.” Such activities demonstrate that vocabulary is not simply 

an object of memorization but a resource for communication. 

Another important contribution of vocabulary games is their potential 

influence on learner motivation. Beginner learners may find vocabulary 

memorization difficult, particularly when they encounter many unfamiliar words. 

Games can make practice more engaging by providing clear goals and immediate 

results. 

Dörnyei emphasizes the importance of motivational strategies and positive 

classroom conditions in language learning [7. 72]. When learners perceive an 

activity as interesting, achievable, and meaningful, they are more likely to 

participate actively. Games can provide learners with immediate goals such as 

finding a matching card, completing a Bingo line, guessing a word, or collecting 

points. 

However, competition should be used carefully. Strong competition may 

motivate some learners but discourage others, particularly those who have lower 

proficiency or less confidence. For this reason, teachers should combine 

competitive games with cooperative activities. Group tasks in which learners 
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work together toward a common goal can create a supportive atmosphere and 

reduce anxiety. 

The psychological aspect of vocabulary learning is especially relevant at the 

beginner level. Learners may hesitate to speak because they are afraid of making 

mistakes. Games can create a more relaxed classroom environment in which 

mistakes are perceived as part of the activity rather than as failures. 

This does not mean that errors should be ignored. Teachers should continue 

to provide corrective feedback, but correction can be integrated naturally into the 

game. If a learner says “It are a dog,” for example, the teacher can reformulate the 

statement as “It is a dog” and allow the learner to continue. In this way, feedback 

does not necessarily interrupt communication. 

The effective use of vocabulary games requires careful methodological 

planning. First, the teacher should define the learning objective. A game should be 

selected because it serves a particular purpose, such as introducing vocabulary, 

practicing pronunciation, strengthening recall, or encouraging communicative 

use. 

Second, the vocabulary should be appropriate for the learners’ level. A1 

learners should not be required to use language that is considerably more difficult 

than the target vocabulary. Third, the instructions should be short and clear. 

Demonstrating an example can often be more effective than providing a long 

verbal explanation. 

Fourth, all learners should have opportunities to participate. In some 

games, confident learners may dominate while quieter learners remain passive. 

Pair work and small-group activities can help distribute participation more 

evenly. 

Fifth, repetition should be incorporated into the activity. The same words 

can appear in several games or be used in different contexts. This helps learners 

gradually move from recognition toward active recall and production. 

Sixth, teachers should provide appropriate feedback. Feedback may focus 

on pronunciation, spelling, meaning, or grammatical use. Finally, the teacher 

should manage time carefully. A vocabulary game does not need to occupy the 

entire lesson. Short, focused activities can be highly effective when they are 

integrated into a broader lesson sequence. 

The teacher's role remains central in game-based vocabulary instruction. 

Before the activity, the teacher selects the vocabulary, prepares the materials, 

establishes the objective, and explains the rules. During the activity, the teacher 

monitors participation, provides support, and ensures that learners remain 
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focused on the target language. After the game, the teacher can review the 

vocabulary and address common problems. 

Wright, Betteridge, and Buckby stress that language games require 

appropriate preparation and organization if they are to contribute effectively to 

language learning [3. 2]. Therefore, successful vocabulary games depend not only 

on the attractiveness of the activity but also on the teacher’s ability to connect the 

game with specific learning outcomes. 

The integration of digital technologies has further expanded the 

possibilities for vocabulary games. Digital vocabulary games can include 

interactive quizzes, electronic flashcards, word puzzles, matching tasks, and 

online competitive activities. Such tools can provide immediate feedback and 

combine text, images, sounds, and animation. 

Digital games can be particularly attractive to learners who are familiar 

with interactive technologies. However, the use of technology should not 

automatically be considered more effective than traditional classroom games. A 

simple face-to-face vocabulary game may sometimes provide more meaningful 

communication than a digital activity in which learners only select correct 

answers. 

Therefore, the pedagogical value of a digital vocabulary game should be 

evaluated according to the learning opportunities it creates. If the game 

encourages learners to recognize, recall, pronounce, and use vocabulary, it can 

contribute meaningfully to language development. If it focuses only on speed or 

clicking correct answers, its communicative value may be limited. 

There are also several challenges associated with the use of vocabulary 

games. One challenge is classroom management. Games can increase noise and 

movement, particularly in large classes. Clear rules, time limits, and appropriate 

grouping can help address this problem. 

Another challenge is the possibility that learners may focus more on 

winning than on learning. Teachers should therefore emphasize the educational 

objective and use competition only as a supporting element. A further challenge 

is unequal participation. Teachers need to monitor group dynamics and ensure 

that every learner has opportunities to speak and interact. 

It is also important to recognize that not every vocabulary item can be 

taught effectively through games. Concrete vocabulary is generally easier to 

represent visually and practice through games than highly abstract vocabulary. 

Therefore, games should be combined with contextual explanation, reading, 

listening, writing, and other vocabulary-learning techniques. 
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Vocabulary games should consequently be regarded as one component of a 

broader instructional system. Schmitt emphasizes that vocabulary learning 

involves both intentional and incidental processes and requires multiple 

opportunities for exposure and use [8. 142]. Games can contribute to this process 

by increasing the frequency and variety of learners’ encounters with target 

vocabulary. 

The most effective approach is therefore to integrate vocabulary games into 

the different stages of the lesson. At the beginning of a lesson, a short game can 

activate previously learned vocabulary. During presentation, picture-based 

games can help introduce new words. During practice, matching, Bingo, or 

memory activities can consolidate the target vocabulary. During production, 

guessing games and role plays can encourage learners to use the vocabulary 

communicatively. At the end of the lesson, a short review game can help reinforce 

learning. 

In this way, vocabulary games become part of a systematic learning 

sequence rather than isolated entertainment. Their effectiveness depends on 

their connection with clearly defined learning objectives and their ability to 

provide repeated, meaningful opportunities for vocabulary use. 

Conclusion. The use of vocabulary games in teaching English to A1-level 

learners provides considerable pedagogical opportunities. Beginner learners 

require frequent exposure to basic vocabulary as well as repeated opportunities 

to recognize, retrieve, pronounce, and use new words. Vocabulary games can 

create these opportunities in an engaging, interactive, and psychologically 

supportive environment. 

Matching games, memory games, Bingo, guessing games, word chains, 

picture-based activities, and role plays can be adapted to a wide range of 

beginner-level vocabulary topics. These activities can help learners establish 

connections between words and meanings, improve vocabulary recall, practice 

pronunciation, increase classroom participation, and use newly learned 

vocabulary in simple communicative situations. 

The effectiveness of vocabulary games depends primarily on their 

methodological design. Games should be selected according to the learning 

objective, the vocabulary content, the learners’ proficiency level, and the 

classroom context. Instructions should be simple, participation should be 

distributed among learners, and target vocabulary should be repeated in different 

activities and contexts. 
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Another important consideration is the balance between enjoyment and 

learning. Games should be engaging, but entertainment should not become their 

primary purpose. The teacher needs to ensure that learners are actively 

processing and using the target vocabulary throughout the activity. 

Vocabulary games should also be combined with other teaching methods. 

Explicit vocabulary instruction, contextualized examples, reading, listening, 

speaking, writing, and regular assessment remain important elements of 

vocabulary development. Games are most effective when they complement these 

approaches and provide additional opportunities for active practice. 

For A1-level learners, vocabulary games can therefore be regarded as a 

valuable methodological tool for making vocabulary learning more meaningful 

and motivating. When carefully planned and systematically integrated into 

English lessons, they can support vocabulary acquisition and retention while also 

contributing to learner confidence, interaction, and communicative competence. 

Consequently, the systematic use of vocabulary games can play an important role 

in creating an active and learner-centered environment for beginner-level English 

language education. 
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