
1 
 

 
  



2

-

« XXI »

                                                               

ISSN 2782-4365

37

94

-

« -2 ( , 2023). 

.12.2023.

- «

»

.

©



3 
 

 

 

  

                                     

                (PhD)  

                                         

               

         

          

                                        

            

                      

            

        

                    -  

             

           

                    

                                                       

            

             

                

           

              

               

    

                       

                                

                  

              

                          

                           

             

              



4 
 

           

                                

      (PhD)  

                                            

     

                                                   

                                                      

                                  

                    

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



TEACHING VOCABULARY ACQUISITION IN YOUNG LEARNERS 
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Abstract:  Vocabulary development is a crucial aspect of language acquisition, 

particularly for young learners. Traditional methods of teaching vocabulary, such as 

rote memorization and flashcards, often fail to engage students and can lead to 

disinterest and boredom. Interactive games, on the other hand, offer a dynamic and 

stimulating approach to vocabulary learning that can capture the attention of young 

minds and promote effective retention. This thesis explores the effectiveness of 

interactive games in enhancing vocabulary acquisition among young learners. It 

examines various game-based strategies, their benefits, and their impact on student 

engagement, motivation, and vocabulary knowledge. Additionally, the thesis delves 

into the challenges associated with implementing interactive games in the classroom 

and provides recommendations for overcoming these challenges. 

Keywords: game-based instruction, role-playing games, engagement and 

motivation, enhancing vocabulary acquisition, resourcefulness. 

Introduction. Vocabulary is the foundation of language development, enabling 

individuals to express themselves effectively, comprehend complex information, and 

engage in meaningful communication. For young learners, acquiring a rich 

vocabulary is essential for academic success and personal growth. However, 

traditional methods of vocabulary instruction, such as memorization and drill-and-

practice activities, often fail to resonate with young learners and can lead to 

disinterest and a lack of engagement. Interactive games offer a promising alternative 

to traditional vocabulary instruction. These games provide a stimulating and engaging 

environment where young learners can actively participate in the learning process. By 



incorporating elements of competition, challenge, and reward, interactive games can 

capture the attention of students, motivate them to learn, and promote effective 

vocabulary acquisition. 

Aim-This thesis aims to investigate the effectiveness of interactive games in 

teaching vocabulary to young learners. The study will explore the impact of game-

based instruction on vocabulary acquisition, retention, and motivation. 

Tasks-To achieve the stated aim, the following tasks will be undertaken: 

Conduct a comprehensive literature review to examine existing research on 

vocabulary instruction and the use of interactive games in language learning. 

Develop a series of interactive games tailored to the vocabulary needs of young 

learners. Implement the developed games in a classroom setting, assessing their 

effectiveness through pre- and post-tests. Analyze the collected data to determine the 

impact of interactive games on vocabulary acquisition, retention, and motivation. 

Subject-The target subjects for this study will be young learners, specifically 

preschoolers and early elementary school students. 

Object-The object of this study is to determine the extent to which interactive 

games can enhance vocabulary acquisition, retention, and motivation in young 

learners. 

Hypothesis-It is hypothesized that interactive games will lead to significant 

improvements in vocabulary acquisition, retention, and motivation among young 

learners compared to traditional methods of vocabulary instruction. 

Methods.         A comprehensive literature review was conducted to gather 

insights into the effectiveness of interactive games in teaching vocabulary to young 

learners. The review encompassed various sources, including academic journals, 

educational publications, and online resources. Additionally, a pilot study was 

undertaken to assess the impact of interactive games on vocabulary acquisition in a 

group of young learners. The pilot study involved the implementation of a series of 

interactive games designed to introduce and reinforce target vocabulary words. Pre- 

and post-tests were administered to measure the effectiveness of the games. 



Discussion. The literature review revealed compelling evidence supporting the 

use of interactive games in teaching vocabulary to young learners. Studies 

consistently demonstrated that interactive games enhanced vocabulary acquisition, 

motivation, and engagement. Interactive games were found to provide a context-rich 

environment that facilitated the development of meaningful associations between 

vocabulary words and their corresponding concepts. 

Research has consistently demonstrated the positive impact of interactive 

games on vocabulary learning in young learners. Studies have shown that game-

based instruction can lead to significant gains in vocabulary knowledge, improved 

retention of words, and increased motivation to learn. Additionally, interactive games 

have been found to enhance student engagement, promote positive attitudes towards 

learning, and foster a sense of accomplishment. Various game-based strategies have 

been shown to be effective in teaching vocabulary to young learners. These strategies 

include: 

 Matching games: These games involve matching pictures, words, or 

definitions to their corresponding counterparts. 

 Word games: These games involve manipulating words to form new 

words, solve puzzles, or create sentences. 

 Role-playing games: These games allow students to act out vocabulary 

words in real-life scenarios. 

 Digital games: These games utilize technology to provide interactive and 

engaging vocabulary learning experiences. 

 Simon Says: Simon Says incorporates vocabulary words into 

instructions, requiring children to follow instructions that start with "Simon Says". 

 Bingo: Bingo games can be adapted to reinforce vocabulary by using 

target words instead of numbers. 

 Charades: Charades involve acting out vocabulary words for others to 

guess. 

 Storytelling games: Cooperative storytelling games provide 

opportunities to incorporate and practice new vocabulary words in a creative context. 



  Benefits of Interactive Games for Vocabulary Instruction 

Interactive games offer numerous benefits for teaching vocabulary to young 

learners. These benefits include: 

Engagement and motivation: Interactive games are inherently engaging and 

motivating for young learners, capturing their attention and fostering a positive 

disposition towards learning. 

Active participation: Interactive games require students to actively participate 

in the learning process, making them more likely to retain new vocabulary 

knowledge. 

Multisensory learning: Interactive games often incorporate visual, auditory, 

and kinesthetic elements, enhancing the learning experience and catering to different 

learning styles. 

Application of vocabulary: Interactive games provide opportunities for students 

to apply their vocabulary knowledge in meaningful contexts, promoting deeper 

understanding and retention. 

  Challenges of Implementing Interactive Games 

Despite the numerous benefits, implementing interactive games in the 

classroom can present certain challenges. These challenges include: 

Time constraints: Integrating interactive games into the curriculum can be 

challenging due to time constraints and the need to balance different learning 

activities. 

Teacher training: Teachers may require additional training and support to 

effectively implement interactive games in their classrooms. 

Resource availability: Access to appropriate resources, such as technology and 

game materials, may be limited in some settings. 

 Recommendations for Overcoming Challenges 

To effectively overcome the challenges associated with implementing 

interactive games, consider the following recommendations: 

Strategic planning: Plan carefully to incorporate interactive games into the 

curriculum without sacrificing other essential learning activities. 



Professional development: Provide teachers with professional development 

opportunities to learn about and implement interactive games effectively. 

Resource development: Utilize available resources and explore creative ways 

to develop game materials with limited resources. 

Conclusion.  Interactive games offer a powerful tool for enhancing vocabulary 

acquisition in young learners. By providing a stimulating and engaging learning 

environment, interactive games can motivate students, promote active participation, 

and foster effective retention of new vocabulary knowledge. While challenges exist 

in implementing interactive games, careful planning, professional development, and 

resourcefulness can overcome these obstacles and allow for the successful integration 

of game-based instruction into the classroom. As educators strive to enhance 

vocabulary instruction, interactive games should be considered a valuable addition to 

the teaching repertoire. 
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