UNIVERSITY OF LATVIA
FACULTY OF EDUCATION AND PSYCHOLOGY
TEACHER EDUCATION DEPARTMENT

GAMES IN NEW VOCABULARY ACQUISITION IN ADULT
CLASSES

SPELES JAUNO VARDU KRAJUMA APGUVEI
SVESVALODU NODARHEBAS PIEAUGUSAJIEM

DIPLOMA PAPER

AUTHORIESE BUGRIJA
TEACHERS EDUCATION DEPARTMENT
IC05008

ADVISER: MAG. PAED LILITA LINDE

RIGA
2010



LATVIIJAS UNIVERSITATES
PEDAGGGIJAS UN PSIHOL@;IJAS FAKULTATES
SKOLOTAJU IZGLITIBAS NODALAS

VIDUSSKOLAS ANGLU VALODAS SKOLOTAJA
PROFESIOMLA BAKALAURA PROGRAMMAS
INESES BUGRIJAS
ST.APL. IC05008

SPELES JAUNO VARDU KRAJUMA APGUVEI
SVESVALODU NODARHEBAS PIEAUGUSAJIEM

DIPLOMDARBS

ZINATNISKAIS VADITAJS:
MAG. PAED. LILITA LINDE

RIGA
2010



DECLARATION OF ACADEMIC INTEGRITY

| declare that this study is my own and does nataia any unacknowledged work from
any source.

Signature

Inese Bugrija
1 January, 2010



ABSTRACT

The Diploma Paper is the author’s answer to thaifaspdea of communicative learning.
Communicative learning is the most popular langubggening way nowadays and it
includes many communicative activities — dialogwgsnes, roleplays, etc. The author of
the Diploma Paper was looking through textbookgtathfor adult learners (Cutting Edge
and Opportunities New) and found that they do rifdgro/ocabulary games. As the author
of the Paper is keen on games, she decided to carrg case study to explore the current
situation in adult education in Latvia and adulirieers’ and their teachers’ opinion on
vocabulary games.

The author of the Diploma Paper did three researeh@ questionnaire, interviews with
language teachers and carried out practical lessdnadult education institution. A
guestionnaire was made to find out adults’ opimdonvocabulary learning, their learning
style and preferencednterviews with language teachers are necessargtudy the
experience of professional language teachers amdt uis further studiesThe data from
students’ tests helps the author to compare thétsesf vocabulary learning methods and
to verify the hypothesis of the Diploma Paper.

The results of the researches show that vocabyanges, although not included in
textbooks, are widely used in adult language ckassdults confirm that only 50% of them
have used vocabulary games in their learning histout at the same time 86% of them
consider vocabulary games necessary for adulteda$®esults of practical tests at adult
classes does not show any great difference betweeabulary learning methods, but
student feedbacks show that students are satigfibd vocabulary games and consider
them useful.

The author of the Diploma Paper thinks that vocatyulgames are activities worth
further studies. She also points at the importarficg®mpetition in language teaching as it,
if correctly used, speeds up vocabulary learnirfie Tiypothesis was verified and it was
proved that the use of vocabulary games increas#éigation and help to learn language in

more relaxed and effective way.



ANOTACIJA

Diplomdarbs ir izveidots & diplomdarba autores atbilde plaSi populdami
komunikatvas maciSaras idejai. Komunikat/a maciSaras tiek uzskata par vispopurako
maciSaras veidu, un tdj tiek ieautas daas macibu aktiviates — dialogi, sgles, lomu
speles, u.c. Diplomdarba autoregtpt vairakas pieauguSajiem parexdas nicibu gamatas
(Cutting Edge un Opportunities New) saprata, ks mepiedva vardu sgles. Ta ka
diplomdarba autore ir iecignsi sgEles, viha nokma veikt @tjjumu un izg@tit pasreizjo
situaciju pieauguso izgtiba Latvija un pieauguso studentu umuiskologju viedokli par
vardu sglem.

Diplomdarba autore veicais$r gtjjumus — aptauju, intervijas ar valodu skajem, ka
af veica praktiskus gijumus pieauguSo iztgibas iestde. Aptauja tika veikta ar amki
noskaidrot pieauguso viedokli par sveSvalodasdiyu maciSanos, wu macibu stilu un to,
kam vipi dod priekSroku racibu laika. Intervijas ar valodu skolajiem ir nepiecieSamas,
lai petitu profesio@lu valodas skola@ju pieredzi un izmantotu talékos Etjumos. legtie
dati no studentu testieauj diplomdarba autorei gdkinat dazdas vrdinu maciSanas
metodes ungrbaudt diplomdarba hipa@tzi.

Petijjuma rezuliti paadija, ka \ardu sggles, lai at neiekautas racibu gamasgs, tiek
plaSi pielietotas pieauguSo noddmds. PieauguSie apstipfija, ka sa@ macibu \Estug
tikai 50% no tiem valodu apiuiba ir izmantojusi drdu sjzles, tongr 86% respondentu
uzskata, ka ardu spgles pieauguso studentu nodads ir nepiecieSamas. Praktisko testu
rezul@ti pieauguso kl&s neuzidija lielu atkiribu starp sveSvalodagirdinu maciSaras
metodEm, toner studentu atsauksmes pdija, ka studenti ir apmieriiti ar vardu sgElem
un uzskatads par nodagam.

Diplomdarba autore uzskata, kardu sgles ir macibu aktiviate, ko ir \&rts fEtit an
turpmak. Vina af norada uz sacefisu elementa namibu valodas apatiba, jo tas, pareizi
izmatots, patrina valodas riciSanos. Hip@ze tika arbaudta un piefdits, ka vrdu sglu
izmantoSana palielina pieauguSo studenfildigu apguves prasmes un paaudstin

motivaciju, ka af var paidzet macities valodu daudz relaétaka un efekivaka veid.
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INTRODUCTION

~Words, when well chosen, have so great a Fort¢kdam, that a Description often gives us
more lively Ideas than the Sight of Things themasglV
Joseph Addison (1712)

Word is the fundament of any language. One word lwéghten everyday routine and
bring joy in life, while another can bring devagiatand horror for many lives. Language
can be viewed as a composition of words. The widethe vocabulary baggage, the
brighter the composition of one’s language will bae author of the paper is passionate
about language learning and, therefore, she knbe/s/alue of a broad, rich vocabulary.
As the word ,globalisation” has become a part oérgday speech, so is the language
learning. Unfortunately, not all people had an oppaty to learn foreign languages in
their childhood, therefore their opportunity to ieaa second or other foreign language
comes in later years. The popularity of adult etloaas rising all through the world and it
is slowly rising in Latvia, too. To give her sharethe adult education, the author of this
Diploma Paper studies an opportunity to includeabatary games in adult language
learning. The author considers that vocabulary gaane neglected in adult classes and she
wants to prove that teachers should involve morabalary games in lessons for adults.
As the most popular and requested foreign languadenguage courses is English, the
author focuses on English vocabulary games, butoghie about vocabulary game use can
be referred to any of other foreign languages.

The aim of the Diploma Paper is to study the process mflage learning and to prove
that the use of language games in adult classesaably increase students’ motivation
and speed up vocabulary learning. The author amngrove that games can be a
motivating and entertaining tool to reach excell@sults in language classes. To reach the
aim, the author has set several objectives, whieghcampleted during the process of
Diploma Paper writing.

The objectives of this Diploma Paper are the following:

1. to find and study literature on vocabulary learnamgl adult learning specifics;
2. to prepare and carry out a questionnaire for ddalners to find their opinion on
the topic (about 50 students);

3. to interview 6 language teachers on vocabularyhiegao adult learners;



4. to perform vocabulary teaching in adult classeshwand without the use of
vocabulary games and get students feedback;

5. to draw conclusions by summing up collected data.

According to the above mentioned objectives thdn@utets research questions to be
studied in the Paper. Thesear ch questions are the following:

* What specifics are established in researches oft aducation comparing to
school-age children education.

* How to motivate adult students to learn.

* What are the specifics of adult students’ languageing.

* What should be taken into account in vocabularnieg.

* What are the characteristics of vocabulary games.

 What type of vocabulary games exist and how cag tie applied in language
classes.

* How can vocabulary games be used in adult leatargaiage classes.

The research questions are many, but they are temgoro achieve clear and topical
information on adult learning and actualities irstBducation field. The main goal of the
research questions is to give enough informatiowetdfy the hypothesis of the Diploma
Paper. Théwypothesis of the Diploma Paper sets that if teacher in adniguage classes is
using vocabulary games, it can notably increasé atiwdents’ vocabulary acquisition and
increase motivation as well as it can help to ldanguage in more relaxed and effective
way. The author is intended to verify the hypothdsr comparing vocabulary test results
gained from adult students after vocabulary clasMEanwhile, feedbacks from adult
students will help to find out students opinion atbpracticed vocabulary games and their
usefulness.

The method of research is case study. The research will be carried owdult classes
and by interviewing teachers of adult learners.isltalso planned to carry out a
guestionnaire to random adults with higher educatdath the help of the Internet. The
place of the research is the National Armed fotaeguage school and the University of
Latvia (LU) and it is planned to interview 5 langeateachers from the National Armed
forces language school and 1 language teacherlitbmvhere English to adult learners is

also taught. The case study is carried out at Noeerand December, 2009.



The methods of data collection are observation, questionnaires, interviews ard da
from students’ tests. The observations are neceseafind out the current situation in
vocabulary teaching and to get familiar with thewgyr of students participating in the
research. Questionnaires are necessary to finddults’ opinion on vocabulary learning,
their learning style and preferences. Questionsaire carried out on the Internet, where
adults at different age are invited to fill in tlyiestionnaire. At the same time, the
respondents of the questionnaire have at leashigier education degree or are students
from the higher education institutions. Interviewih language teachers are necessary to
study the experience of professional language &¥acnd to use their suggestions in the
practical research. Meanwhile, the data from sttel¢ests will help the author to compare
the results of vocabulary learning methods andewfy the hypothesis of the Diploma
Paper. Students’ feedback will help to determinstufdents like the activities and if they
consider them to be useful or not.

The Diploma Paperonsists of 6 chapters. Three chapters are devoted to tHeergture
survey and three — for author’s practical resedraist chapter consists of 3 sub-chapters
and this chapter is devoted to adult learning -thi characteristics of adult learners,
motivation aspects and adult language learning. $bBeond chapter contains two-
subchapters and in this chapter the author of thgelPexplores vocabulary learning
methods and specifies mnemonics, which will beiedrout in the practical research. The
third chapter gives characteristics of vocabulaayngs, their use in adult learner classes
and ways how to evaluate them. The fourth chaptdevoted to the questionnaire on adult
learners’ language learning, and in this chaptéinauof the Diploma Paper summarizes
and analyzes gained data, by giving the results \asuial layouts of them. The fifth
chapter reveal main findings from interviews withrdign language teachers. The last
chapter shows author’s research results gainedaictipal classes in the National Armed
forces language school.



1. THE RISING POPULARITY OF ADULT LEARNING

Adult learning nowadays has become very popular avide spread. As the
requirements of the labour market are changingdhg@ind the situation in the world has
notably changed comparing to the last century alding the current world economic
downturn, is changing every day, more adults aréingito learn at any age. Another
factor which strongly promotes adult learning grovid the ,Lifelong learning policy”,
which is being implemented by one of the largestl&® communities — the European
Union. The programme enables individuals at aljesaof their lives to pursue stimulating
learning opportunities across Europe (European Cassiom: A single umbrella for
education and training programmed he author especially points to the EU’s prograam
called Grundvig (European Commissidtractical learning for adulfs which focuses on
the teaching and study needs of those in adultagducand alternative education streams,
as well as the institutions and organisations éelig these services. Grundvig was
launched in 2000 and is now part of the overarchifiglong Learning Programme. The
programme aims to provide adults with ways to impraheir knowledge and skills,
keeping them mentally fit and potentially more eayalble. It not only covers learners in
adult education, but also the teachers, trainehscagion staff and facilities that provide
these services. These include relevant associattonsiselling organisations, information
services, policy-making bodies and others involvelifelong learning and adult education
at local, regional and national levels, such as NGénterprises, voluntary groups and
research centres. There are also actions suppodtihdt learner mobility, such as
exchanges and, now in the 2007-2013 programmeal$sdcEuropean Assistantships'.

The European Union has also introduced a programihieh promotes multilingualism
all around the Europe. Citing from the European @ussion’s (EC) Treaty’s Framework
of Education and vocational training policy EC Tyea005/C 141/04 (European
Commission:Common policies. Education and Culture pdlicthe European Union’s
objective is therefore for every EU citizen to neastwo other languages in addition to
his/her mother tongue. The same request is statedthbse eager to work at the
Community’s institutions. Therefore, the author dodes that adult learning at least in the
Europe will become just as common as the learninghddren and adolescents. At the
same time more teachers will be needed for adajuage classes to work with adult
students. During the practical work with studerftEinglish the author has noticed several
differences between children learning and adultnieg and therefore in this chapter she

would like to find out the main principles and ideghich concerns adult learning.
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1.1. CHARACTERISTICSOF ADULT LEARNERS

According to the definition stated by Harmer (2Q0&jlult is a word generally used to
mean anyone who is over 18, though in English lagguteaching (ELT) terms some
material is designed for ,adults and young adultdiich tends to mean anyone from 16
onwards. Meanwhile, Knowles (1970) was the firstiteorize how adults learn. A pioneer
in the field of adult learning, he described adehlrning as a process of self-directed
inquiry. Knowles identified several characteristid¢sadult learners. He advocated creating
a climate of mutual trust and clarification of maitexpectations with the learner. In his
book Knowles stated that adults have such charsibtst

a) Adults are autonomous and self-directedyTieed to be free to direct themselves.
Teachers of adults must actively involve adult ipgrants in the learning process and
serve as facilitators for them. Specifically, thayst get participants' perspectives about
what topics to cover and let them work on projebtst reflect their interests. Knowles
states that teachers should allow the particip@ngssume responsibility for presentations
and group leadership. Teachers have to be sui tsdacilitators, guiding participants to
their own knowledge rather than supplying them wfalets. Finally, they must show

participants how the class will help them reaclirtpeals.

b) Adults have accumulated many life experiesnaad knowledge that may include
work-related activities, family responsibilitiesndh previous education. They need to
connect learning to this knowledge/experience baséelp them do so, they should draw

out participants' experience and knowledge whiaklsvant to the topic.

c) Adults are goal-oriented. Adults usually Wnavhat goal they want to achieve when
they accompany the course. They, therefore, amiean educational program that is
organized and has clearly defined elements. Instrsianust show participants how this
class will help them attain their goals. Orientatan goals also links to the fact that adults
tend to be more disciplined than teenagers, andjally, they are often ready to struggle

to achieve their aim.

d) Adults are relevancy-oriented. They must seeeason for learning something.

Learning has to be applicable to their work or otlesponsibilities to be of value to them.

11



Therefore, instructors must identify objectives ftult participants before the course
begins. This means, also, that theories and cosncepst be related to a setting familiar to
participants. This need can be fulfilled by lettipgrticipants choose projects that reflect
their own interests.

e) Adults are practical, focusing on the aspeéta lesson most useful to them in their
work. They may not be interested in knowledge ferown sake. Instructors must explain

participants how the lesson will be useful to themthe job.

f) As do all learners, adults need to be shoegpect. Instructors must acknowledge the
wealth of experiences that adult participants btmthe classroom. These adults should be
treated as equals in experience and knowledgelbweka to voice their opinions freely in

class.

The major differences in adult learners, comparmeddhool-age children, are in the
degree of motivation, the amount of previous exqere, the level of engagement in the
learning process, and how the learning is appliée. author wants to emphasize that each
adult brings to the class preconceived thoughtsfegithgs that will be influenced by each
of these factors. When teacher is planning a lefsoadult learners, he should carefully
assess the level of these traits and adults’ readito learn. Teachers of adults should
minimise the bad effects of past learning expegemdults often feel fear of failure, so
teachers should offer achievable activities, payspgcial attention to the level of

challenge in exercises.

1.2. ADULTSAND MOTIVATION

Another aspect of adult learning is motivation. Topic of the Diploma paper concerns
the use of games in adult learning, and motivaatong with competition is the basic
principle of any game. Further and broader theony game positive influence on
motivation is described in Chapter 3.1. of the Papdile in this chapter author is more
concerned about motivation in any learning process.

Motivation, or its lack, is crucial in any learnimgocess, including language learning.
According to scientists from the Honolulu Commun@pllege (Honolulu Community
College:Principles of adult learning at least six factors serve as sources of mativdor

adult learning. As the first source the author wlolike to mention social relationships.
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Adults feel motivated to study if they can make rfelends, meet a need for associations
and friendships during the classes. Another faoudrich strongly influences adults to
learn, can be external expectations — to compli wistructions from someone else or to
fulfil the expectations or recommendations of soneewith formal authority. The third
motivating aspect for adults is social welfare ultedfeel motivated to learn if they are
offered to improve ability to serve mankind, prepdor service to the community, and
improve ability to participate in community workefBonal advancement also serves as
motivator — adult will be motivated if they will ba&ble to achieve higher status in a job,
secure professional advancement or stay abreastnopetitors after finishing the course.
The author has also experienced such motivatiomglurer professional career as her
institution offer higher salaries for more educawuployees, as well it promotes its
employees to study, offering academic holidaysgliteined salaries and other benefits.
Teachers of adults also shouldn’t forget that sttslenight visit classes to relieve boredom
or provide a break in the routine of home or wak, escape/stimulation can be a great
motivator for adults, having routine in their lifBometimes studies are the only thing that
can provide a contrast to other exacting detaildifef The last motivating factor is
cognitive interest — adult students might come he tlasses to learn for the sake of
learning, seek knowledge for its own sake, andtsfy their inquiring minds. All of these
factors must be taken into account to create pfeamad effective learning environment.
The author of this Paper suggest teachers to reerethkse motivating aspects every
lesson and to continue the process of motivatirgr tetudents during the course by
recalling motivating factors or asking students irthieedback on motivation goal
achievement.

Another factor concerning motivation are barriesdich can keep adult learners from
studies. Unlike children and teenagers, adults maay responsibilities that they must
balance against the demands of learning. Some esfetlbarriers include lack of time,
money, confidence, or interest; it can be posshd¢ adults have lack of information about
opportunities to learn or scheduling problems. réfae, the author suggests motivating
adult learners by simply enhancing their reason®fwolling and decreasing the barriers.
Teachers must learn why their students are enr@ilexi motivators) and what is keeping
them from learning. Then they can plan their mding strategies for the group and for
each student individually. A successful strateggrefore includes showing adult learners

the relationship between training and an expectedhption.
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Many researchers suggest different strategies desasstudent motivation level. The
researchers from the University of Missouri St. isofDestination 2Motivating Adults to
learn) suggests several indicators which display highivaton:

» Students begin learning activities without resis&an

» They prefer challenging aspects of tasks;

» Students spontaneously relate learning to outsitedsts;

» Students ask questions to expand their understgub@iyond the learning at hand;

» Students go beyond required work;

» Students find joy in the process of learning —stuglying, writing, reading, etc;

» Students are proud of their learning and its comseces.

The author considers these indicators essenttakichers work, and during her University
practice had also made a specific table with irtdicavaluation for teacher’s opinion and
also for students’ feedback. Such motivation evsdnasheets help in study organization
and can easy point at early learning problem appear

Finally, author would also like to mention that tBaropean Union Lifelong learning
programme has funded a project to research and buslet of best practices to motivate
adult language learners, callbdn't Give Up(Don’t Give Up:Motivating adult students to
complete language courgesuch project also advocates the importance olt &arning

and motivation to learn in EU countries.

1.3. ADULTSAND LANGUAGE LEARNING

It is commonly believed that children are bettatexlito learn a second language than are
adults. Adults often are hesitant about learningv ihings, especially in the case of
learning a new language. The beginning stage ohilega new language is very intimate,
as the adult learner might feel an embarrassmestceged with the likelihood of
misspeaking. For the majority of adults it is hdaodopen display such vulnerability,
therefore it is necessary to find ways that makenieg a foreign language easier. The
author of the Paper aims to prove that her chossthad of language learning can notably
facilitate vocabulary acquisition in language cissand decrease adult students’ fear to
fail in language learning. Moreover, general sedanguage research has failed to support
the critical period hypothesis its strong form.(itee claim that full language acquisition is
impossible beyond a certain age). Singleton andyyein(1995) states that in learning a
second language, younger = better in the long bum,points out that there are many

exceptions, noting that five percent of adult lglials master a second language even
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though they begin learning it when they are welb indulthood — long after any critical
period has presumably come to a close. Howevetainginguistic aspects appear to be
more affected by the age of the learner than othHews example, Oyama (ELT World.
Critical Period Hypothesi$.declares that adult second-language learnerdynalavays
retain an immediately-identifiable foreign accemtgluding some who display perfect
grammar. Meanwhile, as the topic of the Paper amsceocabulary learning, the author
would like to agree with Singleton and Lengyel (39®%ho reports that there is no critical
period for learning vocabulary in a second langua®ebertson (2002) observed that
factors other than age may be even more significansuccessful second language
learning, such as personal motivation, anxietypirgnd output skills, settings and time
commitment. In the previous sub-chapter the autloeady explored adult learners’
motivation and possible solutions to raise it dgrine learning process. Settings and time
commitment problems can be easily solved at theestiimne when motivation problems
are, as a motivated student, in author’'s opinioifl, fimad a time and place to study. To
conclude this chapter, the author would like to swarize that adult learners differ from
children with their experience, requirements anedse Adult learning, despite critics and
many obstacles, is very important and necessargcasgf modern people’s life, and
lifelong learning, including language learning, tiee factor that let people achieve a

balanced lifestyle and satisfaction in life.
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2. VOCABULARY LEARNING

Vocabulary learning, in author’s opinion, is thesigdearning of any language. There is
no use of knowing all grammar rules, if studenkaisking vocabulary to express his real
thoughts and feelings, while strong vocabulary gistident the right words to use at the
right time. In each language words are unique aterésting, and so is the vocabulary
learning. Vocabulary building takes patience anditiooed effort, as each person’s
vocabulary can and should be a reflection of peattyn Therefore, in this chapter the
author would like to study the process of vocalutrquisition and also the most popular

vocabulary acquisition methods used by modern &arn

Santos (2009) in his critique about Morgan and Rlimeri’'s (2004) book/ocabularyhas
said such words: ,Learning a new word is like magkanew friend. You first meet the
word, then you start to get to know it. Later, ysiart a closer relationship with the word.
In the end, you trust the word and feel confidentse it.” Santos was very close to the
original theory on vocabulary learning. AccordimgSasson (2007), there are four stages
in new vocabulary acquisition. The first stage fsew the learner notices the new word. In
this stage the word is presented either by teacdnestudent sees it somewhere. In
classroom, teacher shows the new word with the bkffashcards or pictures. The next
stage is when the learner recognizes the wordhik dtage help from teacher is still
needed, and many activities can be used (True/f@ksegorize the words; Matching - the
word to its definition, L1-L2, opposites, adjectivand nouns, verbs and adverbs, word to
the picture, match two words that go together; thild choice; Drawing the word; Bingo
games; Circle the word you hear). After the leairas recognized the word with the help
of teacher, the third stage is when the learneogmeizes it on his/her own. This is the
production stage when such activities as dictateorswering questions, guessing games
(’'m thinking of...), picture description, mimingtc. can be successfully used. The final
stage in vocabulary acquisition process is wheng@mer can both recognize and produce
the new word and feels confident in its use. Thth@usum’s up that letters, sounds,
words, chunks, grammatical structures need to beadpout and built up from noticing, to
recognition and production. The biggest implicatafrpracticing vocabulary with regard
to teaching is that it should be drilled until @dmmes automatic in students' mind and thus
they will be able to produce the new lexical iteffilse stages of practicing vocabulary can
be done on both oral and written levels rangingnfra guided - semi guided to free
situation of vocabulary use.

a) Guided - teacher orientated activity

16



b) Semi-guided - a clue is provided.
Example: Teacher asks: What did you do lagitd (He guides the students to
give an answer with the target word)
c) Free - students are expected to produce. (Tell geighbor what you did last
night - again, hoping that students will responthgighe target vocabulary

words)

Sasson (2007) declares that adults and adolesoests between 10 and 16 encounters
with a new word before they can put it in theirdalerm memories. Therefore, the author

concludes that vocabulary practice is the keywordsiiccessful vocabulary acquisition.

Morgan and Rinvolucri (2004) give several charastes to the acquisition of
vocabulary. They declare vocabulary acquisition as:

» a branching process rather than a linear one. Wamalsiot learnt mechanically, as
little packets of meaning, but associatively;

* an intensely personal process (associations depencur past and present
experience)

* a social process, not a solitary one (we expanduaderstanding of meaning by
interchanging and sharing with others)

* not simply an intellectual process, but an expdiaérihands-on’ process, too

(language is not an object - it has to be incorgaravithin the learner).

The author concludes that vocabulary learning shbalpersonalized every time teacher
is presenting it — if not to every student thereaist to the group of students concerned.
Associations, which are created during vocabulagugsition, are an intensively personal
experience and teacher should take it into accmumiake these associations as pleasant as
possible. As the theme of this chapter is to stimdyuse of vocabulary games, the author
sees clear reflection of all above mentioned charestics in her chosen vocabulary
teaching method. Still, as vocabulary games argheobnly vocabulary learning method,
the author would like to explore some other mostlelyi recommended vocabulary

learning methods and their advantages.
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2.1. MOST WIDELY RECOMMENDED VOCABULARY LEARNING
METHODS

Many people build their English vocabulary throughvariety of methods - by taking
English classes, reading books, watching moviegnglish, and studying English with
English language software. The author of the DigldPaper has explored the process and
habits of vocabulary learning methods and summariezommendations from several
sources, basically Sheppard Softwaféie Ten Best Vocabulary Learning Tiger a

successful vocabulary acquisition.

1. Reading. As most vocabulary words are learned from conteeding is the most
widely found vocabulary learning method. It is ecfeel that the more words one’s
exposed to, the better vocabulary he will has. &ltfh some researchers suggest
reading without dictionary, the author advises &y plose attention to unknown
words. At first the student can try to figure obeit meanings from context, and
then look the words up. Carter and McCarthy (198Sp suggest that the very
redundancy or richness of information in a giventeat enables a reader to guess
an unknown word successfully and they predict thatsame reader is less likely to
learn the word because he was able to comprehentexth without knowing the
word. Therefore, the author suggests to read atehlito challenging material so

that the student is exposed to many new words.

2. Improvement of context skills. Most of the researches show that the vast mgjorit
of words are learned from context. To improve yoantext skills, one must pay

close attention to how words are used.

3. Practice. Learning a word won't help very much if the studaromptly forgets it.
The author already wrote that it takes from 108adpetitions to make a word part
of one’s vocabulary. As soon as a new word is kedne student should start using
it.

4. Associations and connections. The author already wrote about the importance of
associations and connections in vocabulary acepnsitVery often it is suggested
to say the word aloud to activate the auditory mgmg8tudents can also relate the
word to words they already know, for example, makKist with words which has a
similar meaning, make topical vocabulary list, @ssoon list, or even create

pictures of the word's meaning that involve strentptions.
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5. Mnemonics (memory tricks). Mnemonics is a memory enhancing instructional
strategy that involves teaching students to link eformation that is taught to
information they already know. Students should wosemory tricks (based on

associations and keywords) to widen their vocalyular

6. Vocabulary games. It is advised to play different vocabulary games, éxample,
Scrabble, Boggle, and do crossword puzzles. Lareysaigdents can play games
both in groups and individually. Nowadays, the tn& offers many entertaining
and intellectual vocabulary games (especially,earn English). As these word
games are available for the computer, the studenbt dependent on a partner to
play.

7. Listening and Watching. Audio and video content can greatly influencedstu’s
vocabulary building. If student can not find timeread the news articles or blog
content, he can watch related videos. Video sites YouTube contain many
popular short videos on many topics, while news siteb like CNN, Reuters
FoxNews etc., provide streaming video content of populews stories. Students
can also listen to the podcasts from popular neefssites. Online radio websites
are also thereBBC Radiofor instance), which stream audio 24 hours a day.

8. Vocabulary lists and continuous learning. Vocabulary learning is a process
which requires continuous learning and repetitiStudents can create their own
glossary, using just the words that are interestorgthem or the ones that they
actually want to include in their everyday vocalylarhere are also sites in the

Internet where students can subscribe and receiwevncabulary words every day.

The author thinks that these methods are effegtare of learning the words of a foreign
language, but there is not a super-tool if a studdyes not practice the acquired
vocabulary properly. How well he will remember terds depends on how well he has
learned them, not on whether he has learned thdsauming a keyword mnemonic or rote
repetition or some other method. The author ofRfaper emphasizes that each student has
his own learning style (visual learning, auditogaining, or kinaesthetic learning) and
accordingly the most suitable vocabulary learnirgghad must be chosen. Therefore, the
author considers that vocabulary games is an exdelocabulary acquisition tool, where
images and verbal practice, as well as social comation and personal challenges are
used. In the next chapter the author specifiesitizeof vocabulary games, as well as their

division and evaluation.
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3. VOCABULARY GAMES

Vocabulary games is said to be one of the most#¥e vocabulary learning tool. The
author of the Paper has explored different papesearches, interviews and another
information sources and concludes that vocabulames, although very recommended,
are occasional in language classes. Therefordyisnchapter the author studies different
types of vocabulary games and their use in langatagses. Although most of vocabulary
games are basically designed for children and adetds, the author focuses on those
games, which are appropriate to use in adult laggetasses.

According to the Richards and Schmidt (2002), treeetwo definitions of games used
in language classes:

1. Game - (in language teaching) an organized actithigt usually has the
following properties: a) a particular task or obijee;, b) a set of rules; c)
competition between players; d) communication betwplayers by spoken or
written language. Games are often used as a fluaatyity in communicative
language teaching and humanistic methods.

2. Game — (in computer assisted language learning)brased competitive activities
usually involving a time limit and/or visual disgldeatures in which the player

must acquire and/or manipulate knowledge in ordeutceed.

As both definitions contain common features, théhawu of the Paper concludes that
language games contain several features — an bgjectules, competition and
communication. Hadfield (1998) compliments authdi® with such element as fun.
Hadfield (1998) declares that there are two kinidgammes -competitive gamesn which
players or team race to be the first to reach e, gandcooperative gamesn which
players or teams work together towards a common damcabulary games can also be
divided in two categories +#nguistic gamesand communicative gamedn linguistic
games, the goal of the game is linguistic accurgmgducing a correct structure, or
remembering the correct word. Communicative garmegiever, are activities with a goal
or aim that is not linguistic. Successful completad the game involves the carrying out of
a task such as drawing in a route on a map, fillm@ chart, or finding two matching
pictures, rather than the correct production oftdsk. However, in order to carry out this
task it is necessary to use language and, by d¢am@fstruction of the task, it is possible to
specify in advance what language should be requifedabulary games can be used at all

stages of vocabulary learning progression — fromtrotled to free practice. Games can be
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used at the vocabulary learning beginning stagaexrsory aid and repetition drill as well
as they can offer a chance to use language fréelyabulary games can also serve as a
diagnostic tool for the teacher, who can note armaslifficulty and take appropriate
actions. Wright, Betteridge, and Buckby (1991) ad&tvocate game use and states that
games must be regarded as central to a languatfeet&arepertoire and not merely a way

of passing time.

3.1. TYPESOF VOCABULARY GAMES

Like all teaching tools, vocabulary games have mamations and are very creative. To
group vocabulary games, the author turns back tes@es (2007) theory, where
vocabulary learning is divided in four stages. lmdary games can be grouped according
to the vocabulary learning stage — for word prest@om, word recognition, controlled
practice or for free use of the new vocabulary.céding to Hadfield (1998), variety is
important in language teaching, and, if the teaciertinuously uses games based on the
same techniques, the excitement from studentswalh fall. Therefore, it is advised to use
variety of techniques. The author further descriseme of the most popular game
techniques:

» Guessing games the player with the information deliberately hiblds it,
while others guess what it might be;

» Search games everyone in the class has one piece of infoona®layers must
obtain all or large amount of the information aahble to fill in a questionnaire
or to solve a problem. Each student is therefoté bogiver and a collector of
the information;

» Information gap- played in pairs or small groups. Student A hagmformation
which is necessary for student B and vice versadesits have to acquire the
information to finish the task

* Matching games- these games involve matching corresponding pmdiczards
or pictures.

» Exchanging games based on the barter principle. Players have ineatéicles,
cards or ideas which they are willing to exchargeothers in order to complete
a set.

» Arranging games -also called sequencing or ordering games. Thesgaanes
where players must acquire information and act amarder to arrange items in

specific order.
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» Board gamesandcard games- the aim is to be the first round a board, or to

collect the most cards, or to get rid of the cdnds.

Previously mentioned games are mainly used in tbdygtion stage but the teacher can
also adapt them for vocabulary introduction stdge,example, introduction of the new
vocabulary through pictures or gap filling with neverds which are similar to student’s
mother language. Teacher can be very creative thi¢h use of games and include
mnemonic techniques in vocabulary introduction stag
The author of the Paper also divides vocabularyaggam two groups — games, which

need previously prepared materials (previously greg flashcards, board games,
guestionnaires, etc.) and electronic vocabularyegmhich can be played with the help
of computer. The last ones are very popular amahdt &tudents, as they can be used
individually at preferred time and place. Some lage teachers also use them in language
classes. Electronic games can be both in CD’s avid’®and online. To show the wide
choice and variety of online vocabulary games, dbothor has prepared a list of some
popular online games:

» English Flash Gamedg-lash games for learning English vocabulary: Hiazg,

Memory, Drag & Drop games. (http://englishflashgarb®gspot.com/)

» Spelling & Typing Gamelhe faster you type the words, the higher youreseaH

be. (http://www.manythings.org/vocabulary/games/I/)

» Word Drop GameUnscramble the word by clicking any two letterekezhange

their places. (http://www.manythings.org/vocabulgaymes/b/)

» Word meaning, analogies, categorizing, synonymsrgms, homophones,

prefixes, suffixes, root words, context clues, etc.

(http://www.gamequarium.com/evocabulary.html)

» Vocabulary learning tips, quizzes

(http://grammar.ccc.commnet.edu/grammar/vocabuiam).

» English spelling games and activitiggtp://www.woodlands-

junior.kent.sch.uk/interactive/literacy.html#9)

* Multiple meaning games

(http://www.educationworld.com/a_lesson/dailylpigipi/dailylp061.shtml)

* Living to Tell the TaleStudents read an excerpt from the memoir by @hbri

Garcia Marquez, work with vocabulary words, andevai brief autobiographical

piece. (http://teacher.scholastic.com/writeit/PD&#ter_class_marquez.pdf)
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« Individual Vocabulary Lessoné collection of 65 lessons (25 words each) over

words that have appeared on the PSAT/SAT. Eacbrdssludes pronunciation
guide, definition, synonyms, antonyms, and modetesgce; a sentence completion
activity, and a test.
(https://secure.layingthefoundation.org/englishaladividuallessons.asp)

» Finding New Ways to Say SomethiStudents select the right synonym to

complete a sentence, match words to their thesauntnies, and practice
alphabetizing skills. These online activities aesigned for adult learners and will
work with middle school and above.
(http://www.tv411.org/lessons/cfm/vocabulary.cfm2gbcabulary&num=2&act=1)
* Daily crossword puzzléA free daily crossword puzzle that you can saméne in

your browser lfttp://thinks.com/daily _crossword.hjm

3.2. VOCABULARY GAMESIN ADULT CLASSES

Correctly used vocabulary games can achieve extebsults in adult language classes.
The author reveals the importance of adult motbrain Chapter 1.2. of the Paper, and it is
widely emphasized that games are very motivatiagniag tools, basically because of the
competition and fun factor in them. Graham and W#&005) suggest that three ways to
keep students motivated enough to come to clask)doeassure that students feel they are
making progress toward their goals, 2) to make tueee is an opportunity for enjoyment
in the classroom, and 3) to offer lessons thatrelevant to them. Appropriate games can
provide completion of all three ways. Some sci¢ntaso claim that games provide a
“natural way of learning”. However, the author cioless that adult ,way of learning”
should not be understood as an equivalent to shjléay of learning”, as in Chapter 1. of
the Paper differences between adult learning aildreh learning were clearly revealed.
Assuming that the games have serious goals, betiots” and “less serious” students can
find benefit in playing classroom games. Kopeclkj0@) emphasizes three areas related to
the use of vocabulary games. At first, games do jnst have to be for fun (as
extracurricular activities), they can be a maint péran ESL curriculum. Secondly, games
can be meaningful and relevant. Finally, games @erage competition, and they offer a
“plausible incentive” for students to use the tatgaguage.

Some researchers and teachers emphasize that gamad not simply be secondary to
the focus in your classroom, but should be the raaiivity. Here the author can state a

question: is it a good idea. If a language teaoffflers language games, children will love
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it, but some adults, particularly older studentosé previous language learning has been
more strict and indeed much less “communicativedynview classroom games as a

distraction, or, if a game is not well-designed,aawaste of time. However, vocabulary

games can be used often if adult students do nmi glesistance or negative attitude

towards them. Teacher also should remember aboatnmmic tools, which can be used

both included and separately from vocabulary games.

To reduce the level of resistance from adult le@nkopecky (2009) suggest focusing
on the design and execution of vocabulary gamesdtbom vocabulary games need to be
focused and related to the material being taugtultAstudents look for structure in their
teachers’ lessons. If the game is clearly tiedthe@iomaterial being taught in a more formal
manner, the teacher maintains students’ confidenbén. The game in adult class should
not involve a lot of movement or excitement or cireg but it does need to be
intellectually challenging. During her languageds#s the author has noticed that adult
students prefer to work in pairs or in small gromgsch are formed at the beginning of
course and preserved during it. Teacher of adaihkrs also have to take into account that
vocabulary games played by the whole class rureater risk of alienating quiet or shy
students, so it is recommended to have studengmplgames in small groups or pairs. In
such case even shy students can participate, &mngon pairs may encourage students to
speak who otherwise would be reluctant to do sarhers will have fun, be challenged,
and be competitive, and in pairs or small grougsy twill avoid the full exposure in the
classroom that might embarrass them. As the lagarddge the author would like to
mention the authentic situation created by the gahitbough it might seem a little odd
that a game creates an authentic situation forulagg use, but since the goal is to win the
game, that moment is shared by all students inrticpkr competitive group. Kopecky
(2009) declares that games encourage (and indeegijre) students to interact and
cooperate, using the target language as their leelfiod games also encourage students to
be creative and spontaneous in using the language.

As the topic on vocabulary game use in adult cesse@ot widely studied, there are not
specific recommendations on their practical impletagon. Therefore, the author wants to
draw conclusions and summarize recommendations cmabulary game use in adult
classes. Some of them are taken from Kopecky’'sqRofs, some — from interviews with
foreign language teachers (Appendices 4-10), angese from author’s theoretical and

practical researches in the field.
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. Vocabulary games in adult classes should be icteldly challenging and
should have some “substance”. Students should géhppgame and at the same
time feel like adult persons.

Respect students’ personalities and take into adctheir backgrounds. The
author suggests using students background to ireptbe game quality (if
teacher knows student’s profession or hobby, hevkn@hen to emphasize to
motivate the student).

. Teacher should know his students—what intereststhehat doesn't interest
them, how they interact with each other, how yaoklthey would accept a game
as a classroom learning tool.

. Teacher must give very clear instructions to higlshts. Any vocabulary game
will not be a success if the instructions are hearc

. Teacher has to make sure that his students undéreéay clearly what the goal
of the game is and remember to tie it into otherkwpou are doing in the
classroom.

. The author again considers the importance of gdadsmom management.
Teacher has to put students in pairs or groupsrdicgpto personality, that is,
who he thinks will work best with whom. A bad pagi or matching of
personalities is a sure way to discourage one oe rstndents.

. Teacher has to be professional when executing #meeg Professionalism is
never out of place in the classroom. Older studesitsappreciate it and all of
students will respect the teacher for it.

Motivation is necessary not only for students. Téacher should be motivated
and enthusiastic himself. Enthusiastic teachersergdly will motivate their
students so he can lead his class by example.

. Time management. Once students have finished tme g@acher should not let
them sit back and do nothing while they wait fdrest to finish. It is advisable to

keep them busy — perhaps even have them play again.

10.Teacher has to monitor his students and remind thbout the goal of the

activity during the classes.

11.As long as students are speaking English, teadimirld allow them to use the

language freely as they play. A well-designed gavitk require the students to
use the target language in any case, so the teablbeid not push the use of

target language on students.
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12.Teacher should also have fun and show studentsvdicabulary games can bring

much fun and brighten everyday routine.

3.3. EVALUATION OF VOCABULARY GAMES

Vocabulary games are usually assessed similadydiker vocabulary tasks. However, it
may be tempting to create vocabulary assessmeatsstimply ask students to write
definitions of words, but there are many forms otabulary assessments that may be
equally effective. To assess students’ achievementecabulary learning, teacher can try
out following techniques:

a) Teacher can ask students to write a sentence aagigword. To see if students
completely understand the word, teacher might dsmtto prepare their
sentence in a way that helps to figure out thendteadn.

b) Teacher can write his own sentences using the wutegbwords, but leave the
words out. For the assessment, students have i tfile blank.

c) Teacher can write out the definitions of the waadd ask students to label each
definition.

d) Teacher can use vocabulary lists for studentsattstate and write. Teacher Nr.
4. (Appendix 7) suggest using vocabulary dictatiotmsest the acquisition of
new vocabulary.

e) As suggested in the interview (Appendix 8), teacloan test the new
vocabulary orally, involving it in dialogues, roleplays, and other
communicative activities.

f) It is also suggested to use synonyms and antonpmgefdix 9) to both test
and widen adult students’ vocabulary.

g) Tests might also differ according to their aim -thé teacher wants to test the
progress of vocabulary learning, he will use défdrtests than if he would like
to test the vocabulary acquisition level.

h) Tests can be continuous and can not only testetwevocabulary on some topic
once, but can be used time after time, for examgie, test can be used every

week to see students’ progress on topical vocapldarning.

The author of the Paper concludes that vocabuéestyng just like it's learning can be very
different and can vary according to the aim ofitgstteacher’s preferences and even

according to the topic of vocabulary — for someidspt is easier to test with the help of
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translation, for another — with synonyms and antasyywhile for another — with the help
of communicative activities. Nevertheless, the mgjoof teachers suggest that testing

should be combined from different tasks to getitbst and most objective results.
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4. MAIN FINDINGS FROM QUESTIONNAIRES ON ADULT LEARMNG

To find out the present situation on adult languksgening in Latvia, the Author of the
paper has made a questionnaire and carried itnoDecember 2009. The questionnaire
consists of 10 questions on adult learning andsicbeharacteristics’ questions (age, sex
and location of the respondent). The questionnaas carried out in Latvian. As it was
already stated in Chapter 1 of the Paper, adukspaople at the age 18 and more.
Therefore, the author invited 50 people at thel8385 to answer the following questions:

1. Do you study anything at the moment?

2. How many foreign languages do you know?

3. What factors, in your opinion, impede you (and &lgkenerally) to study?
Please, choose 1-2 factors!

4. How do you study foreign languages? Please, chte&emain language
learning ways!

5. How do you usually learn new vocabulary in forelgnguage?

6. Do you use language learning resources availabteeimternet?

7. Have you used vocabulary games (crossword puzi@sgman, matching
pictures with word, etc) to learn new vocabulary?

8. Do you consider games necessary for adult langclagees?

9. You consider the use of vocabulary games in langudgsses as... (1-3
characteristics)

10. What could motivate you to study foreign languag@s?open question)

The questionnaire is carried out in electronic fatmThe form of the questionnaire

(Appendix 1) is made in the statistics webpagew.visidati.lv, and the participants were

asked to fill in the form electronically (Append}. The author of the Paper sent an e-mail
with a link to the questionnaire to her colleagaeshe Latvian State Institute of Agrarian
Economics and to the members of women student catipo “Selga”. The majority of
respondents have at least one higher educatighegrare students of the higher education
institutions of Latvia.

At the beginning of the questionnaire the authtmontuces participants with the topic, its
actuality and rules of the questionnaire. The daestire “Vocabulary game use un adult
student language teaching” (@#ku sglu izmantoSana pieauguSo studentu valodas

apniciba”) is filled in by 50 participants — 25 men and @bmen. The average age of the
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participants is 27,5 years, the youngest parti¢iB0 years old and the oldest — 55 years
old. The author has numbered that 35 participan®&&o of the respondents are at the age
of 20-29, 12 respondents or 24% of the participants30-39 years old, 2 respondents or
4% of the total number of respondents are at the gup of 40-49 years, and 1
respondent or 2% of participants is more than %0s/eld. The collected data are visually
revealed in the following diagram:

Figure 1. Age of the participants.

40-49 50-59
4% 2%

@ 20-29 O 30-39 @ 40-49 m 50-59

The data shows that 42 of participants live in Riga in other towns of Latvia, and 1
participant lives outside Latvia — in the Nethedan

The first question of the questionnaire is aimefirtd out if the participant studies at the
moment. The author has inserted this questionamgtlestionnaire in order to find out how
many participants are interested in study procesk take active participation in self-
development process. The collected data showsl&hparticipants or 36% are studying at
present, while 32 participants or 64% of the resleois are not involved in any study
process presently. The data are visually revealdde following diagram:

Figure 2. Participants’ present involvement in any studycpss

Yes; 36%

No; 64%
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Meanwhile, the knowledge of foreign languages @f plarticipants is the following: 10
% or 5 respondents say they know only one foresgmgliage, while the majority or 22
participants (44% of the total) reveal that thepwrtwo foreign languages. 19 participants
or 38% say they know three foreign languages, anghdicipants or 8% of the total
amount of participants declare that they know nmbaa 3 foreign languages. There are no

participants who declare that they can not speakiynforeign language.

Figure 3. Participants’ knowledge of foreign languages.

4:8%  0;0% 5; 10%

19; 38%
22; 44%

D1 m2 03 Emore than3 W none

The data revealed above shows that inhabitantsabfid_are active language learners,
and the author of the paper also verifies her ¢mgmthat there are few Latvians who does
not know any foreign language. According to theeagsh carried out by the European
Union Directorate General for Education and Cult§2906) Europeans and their
language 95% of Latvians indicate that they know at leas¢ foreign language. As the
number of participants in this research is onlyah@ the majority of them are young (up to
the age of 30), the data shows 100% knowledge t#ast one foreign language, but the
author of the Paper considers that if the averggeod participants increase, the numbers
could be closer to the ones set by the EuropeaonJni

In order to find solutions to the problem, the antbf the paper wants to clarify the main
reasons which nowadays keep adults from studyirfieiWasked on factors which impedes
adults to study, participants of the questionnpomts to many ones. The most frequently
mentioned factors are the lack of money (38% otigpants), job (28%), and family

(10%). 5% of the total number of participants statg prejudices keep them from studies.
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Still, 11% of participants think that there are ethfactors which keep adults from
studying, for example, age, attitude, lazinessk lat learning experience, lack of time,
expensiveness of language courses and also latiotfation. Only 8% or 4 participants
think that there are no factors which impede adaitd themselves to study. The above
mentioned factors mainly correspond to those maatian researches in Chapter 1 of the

Paper. The results of the third question are visedlin the following diagram:

Figure 4. Factors impeding adults to study.

5% 1% 10%

8%

11%
28%

38%

@ Family B Job @ Lack of money O Other O Nothing O Prejudices @ Age

The fourth question concerns foreign language atiipn place. The author of the Paper
wants to find out where the respondents learn dor&anguages, as it is important to know
the learning preferences of students. Each paatitis asked to give 1-2 ways how he
usually learns a foreign language. According to tlwdlected data, the majority of
participants (31 respondents or 34%) choose tonldareign language at school or
University. Self learning and language courseseanslly frequent chosen, presenting 21
(23%) and 20 (22%) respondents respectively. 1foredents or 12% of all participants
prefers learning language by living in the countitiyere this language is used as native,
while 5 students or 6% chooses to use a privatgukage tutor for language acquisition.
Two respondents also mention TV, self-study bookd mass media use in language
learning, and the author of the Paper thinks thedéd¢ answers can be mainly linked to self-
learning. After the data analyze and personal ebsens the author of the Paper thinks
that the basics of the foreign language mostlygaren at school or during the University

time, but further development is mainly individyadactice of the foreign language in
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everyday routine. Visual layout of collected datahe fourth question is displayed in the

following diagram.

Figure 5. Foreign language acquisition place.

2%
13% 22%

5%

23%

34%

@ Language courses B School/ University O Self-studies

@ Private tutor B Foreign country B Other

The fifth question concerns adult language leartiabits. The author of the Paper is
eager to find out the most popular methods of legrihe new vocabulary, which is
directly linked to the topic of the Paper. The eoted data clearly shows that the majority
of participants or 31 respondents learn new voeapwith the help of individual reading
and listening. The author of the paper concludest thany adults prefer to learn
individually rather than during the classes. Thismiausion must be taken into account
when preparing activities for adults — in this cdaeguage games for adults are
recommended to be with individual challenges toieah and individual competitions
between language students. Meanwhile, the autsor@ints that only 18 persons chose
to learn the new vocabulary by cramming the worgéénart. This means that reading and
communication among adults is considered to be mseful in vocabulary learning than
cramming. Further in the data analysis 10 respdsdeinoose to learn new vocabulary
during the language lessons, and 2 students saythles either do not learn new
vocabulary at all or do not try to specially meraernew words. The author of the Paper
concludes that for some adults it might be easidéedrn language in a natural way, i.e., to
acquire it during the process of usage — by usinigar skills and remembering what was
heard, seen, said and done. These answers, inrautpmnion, can be considered as
closely linked to learning during the classes. Tmeportional division of vocabulary

learning preferences is displayed in Figure 6.
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Figure 6. Adult new vocabulary learning preferences.

3%

51%

16%

O Cramming by heart M Learning during the lessons
M Individual listening and reading @ other

As the opportunities to learn foreign languages ik vocabulary in the Internet are
wide, the author also wants to find out if aduftd_atvia are aware of this opportunity. In
Chapter 3 of the Paper the author describes the wfi@r of vocabulary games available
for free in different Internet resources. As itnsirout, the division of Internet usage to
learn foreign language is equal — 25 respondent0&6 of total amount of respondents
answer that they use Internet to learn foreign uagg, while the second half of

respondents do not use Internet resources in lgegaequisition (Figure 7).

Figure 7. Use of Internet resources in language acquisition

No; 25; 50% Yes; 25; 50%

The next three questions are directly connectedh Wie use of games in language
learning in adult classes. The seventh questios &infind out if adults already have had

any experience of vocabulary game use in their dagg learning history. To help
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respondents answer to this question, the authdhefPaper gives several examples of
vocabulary games (crossword puzzles, Hangman, inatclpictures with words,

competitions). According to respondents’ answeB$6%r them or 26 respondents have
not used vocabulary games in their language legynitile 24 respondents or 48% have
(Figure 9.) The eighth question continues the tbgiasking if respondents consider that it
is necessary to include vocabulary games in adulguage classes. In this question the
answer ,Yes” is in clear dominance as it is chosgm3 respondents or 86% of the total
number of participants. Only 7 respondents or 14toks that vocabulary games are
unnecessary in adult classes (Figure 10). Therefloeeauthor of the Paper proves that the
use of vocabulary games is necessary in all largye&gses, for both children and adults.

The results of the seventh and eighth questioniaually displayed below.

Figure 8. Previous use of vocabulary games in languageilearn

Yes; 24; 48%

Figure 9. Preference to use vocabulary games in adult classes
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Although so many adults agree, that vocabulary gasteuld be used in language
classes, there is not a leading opinion why it &hdae¢ so. To find out adult opinion on
vocabulary games place in the classroom and howfted about vocabulary games, the
author of the Paper sets such a question with bbtiices and open answers: ,You
consider the use of vocabulary games in languaagse$ as...” The author of the Paper
gives such characteristics as “Relaxing activity'Cheering activity”, “Activity
inappropriate for adults”, “Waste of time”, “Opponity to stand out and prove yourself”,
“Opportunity to strengthen group’s collective sgjri“Necessary to hold students
attention” and “Other”, where respondents can ¢ginr characteristics. Respondents have
to choose from the given answers or give anothecrg#ion on what do they think
vocabulary games are like for them. The resultsvsti@at the majority or 32 respondents
has marked the characteristic “cheering activitytl ahinks that vocabulary games can
freshen up classroom work. As each of the respdadmsm choose several characteristics,
the total number of choices for activities excedds number of participants. The
characteristic “Cheering activity” is chosen by 33#%oall respondents. Meanwhile, the
second most popular description of vocabulary gaimeabe “Opportunity to strengthen
group’s collective spirit”, which is chosen by 2arficipants and which makes 22% share
from total characteristics. Here the author wantgpoint at the social meaning of this
choice — adults think that vocabulary games areomapt for social atmosphere in the
classroom and the use of them can influence/imprdelt students’ relationships in
group. The author of the Paper links this discoweith adult motivation characteristics,
which were described in Chapter 1 of the paper whére it was stated that social
relationships is what motivates students to le@iherefore, the author of the Paper states
an important conclusion — the use of vocabularyemmcreases adult motivation to study.
The third most popular choice is “Necessary to hidients attention”, it is chosen by 18
respondents and it forms 19% of total adult choinghis question. This answer might be
connected with the fact that adults usually studgvenings or during holidays and their
minds at that time are tired or busy with holiddgns. Such conclusion was also given by
professional language teachers in the interviewte(eled analyze of the interviews is in
the Chapter 5 of the Paper). Meanwhile, 14 respusder 15% of the participants
characterize vocabulary game as “Relaxing activififie author of the Paper thinks that
the competitive spirit of the game and real-likiaiions in it allows student to switch to
non-traditional learning routine and in this cadelalearner forgets that learning is hard,
tedious and boring, and it is easier to relax. E/éme competition in the vocabulary game

is hard, adult learner thinks about the game, hotiaithe learning. The above mentioned
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four characteristics make 89% of the total vocatyugames’ characteristics. In the rest
11% goes such characteristics as “Opportunity aadstout and prove yourself’ (4; 4%),
“Activity inappropriate for adults” (3; 3%), “Wastef time” (3; 3%) and “Activity to
refresh vocabulary” (1; 1%). These characteristiogelate with the eighth question, as
only few respondents consider vocabulary games agssary in adult language classes.
Visual display of the results can be found in Fegad. Figurel2. reveals the number of

respondents choosing each characteristic.

Figure 10. Adult given characteristics of vocabulary games.
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Figure 11. Number of respondents choosing each characteristic
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The last question is the widest, as the authorstimack to motivation problems and

wants to find out what could motivate adults taheforeign languages. This question is an

open question and therefore the answers differ IwidEo the question ,What could

motivate you to study foreign languages?” the auttidhe Paper receives answers which

can generally be divided in seven groups:

1.

Financial motivation — adults want to gain monegh@arship) for learning a
foreign language. This motivation was mentione@ lsgspondents.

Moving to another country, travelling, working tker 16 respondents have
mentioned that they want to learn a foreign languayg order to be able to
communicate during their travel to a foreign counthdults also would like to
study a foreign language if they decide to movenother country and live and
work there.

Necessity for a language in job in Latvia — morantinalf of the respondents (26)
have mentioned that the necessity of foreign laggsdor work is their motivation
to study the language. Some suggest that the espdayld promote and facilitate
language learning for his employees and theretoe& tmotivation to learn would
notably increase.

Love for languages — 3 participants mention thewel for languages as the
motivator. They like the sound of the language anely would like to read
literature in that language.

Necessity for personal growth — 4 participants noenthat they are motivated to
learn new languages to have personal growth, asyrdiog to their answers,
language learning trains attention, memory and eoination skills.

Necessity for cognitive (studying) process — sedveitzdents refers to the learning
process itself, mentioning that the opportunitye@rn motivates them. Adults are
motivated if they have interactive lessons, intiengsand modern teaching system
and opportunity to learn.

Affordability of the courses (time, money) — 6 adutay that if language courses
would be cheaper and the location of language esuwsould be closer to their
homes they would feel more motivated to visit laaggl classes. Time and money
are limited resources nowadays, very often timevisn more limited than money
and therefore teachers of adults must take it &mmount during the lessons. The
author of the Paper wants to point that, unfortelyatime and money management
depends on the adult himself, not on the teaclmretore teachers are often

powerless to help their adult students.
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The questionnaire has given many facts worth censig and it shows the current
situation in Latvia in adult language learning. hehor of the Paper is satisfied with the
results, as they verifies the hypothesis of thelddia Paper and proves that the use of
games can increase adult students’ vocabularyisitiqo skills and rise motivation. The
data gained from the 9th question also proves thaabulary games can help to learn
language in more relaxed and effective way. Tha@ubf the Paper concludes that adults
in Latvia are educated (as the number of foreigiglage speakers is high) and that they
are motivated to learn foreign languages in futditee author is also pleased to see that
even if adult learners have not used language gam#eeir previous language learning
experience, they consider them as necessary aneaag to use them in future language
classes. To continue practical situation study,atiior of the Paper turns from adults to
language teachers, who have worked with adultsdeeral years, and continues to explore
adult education from the teacher’s point of viewefefore, in Chapter 5 of the Paper the
author gives similar questions to language teachmdscontinues to study modern adult

language learners.
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5. MAIN FINDINGS FROM INTERVIEWS WITH PROFESSIONAL
LANGUAGE TEACHERS

To find out the opinion from both sides involvedtire adult learning process, the author
of the Paper interviews 6 language teachers. Taehts for the interviews are chosen
from two adult education institutions — the Univgrof Latvia and from the National
Armed forces language school. As the majority a@fcteers do not like their names be
included in the research paper and they wantsap ahonymous, their names are not
displayed, but, if needed, they can be obtainedeguest. The interviews take place on
November and December 2009, therefore the gaintdaaia opinions are topical and refer
to teachers present thoughts on their field. Asahinor already wrote, the aim of these
interviews is to see the situation with teacheysse The interview consists of 13 questions
+ questions which might appear during the intervieavgive details or to define teacher’s
opinion more precisely). There is a blank listmerview questions added to the Paper as
the Appendix 3., and full interviews with languagacher’s are added as Appendices 4.,
5., 6., 7., 8., and 9. Many teachers give shonvarss as they don’'t want to expand or they
don’'t have much time to devote for the interview.this chapter the author of the Paper
summarizes opinions expresses in the interviews givels conclusions on vocabulary
game use according to the teachers’ points of view.

The list of questions given to adult language teexlre the following:

For how long have you been teaching adults?
What, in your opinion, influences adult learnergtiwation to study?

What characteristics characterize modern adulbh&zar

r w0 N PRF

How adults learn foreign languages? Are there aiffgrdnces between adult
language learning and children language learning®Hou noticed them in your
teacher’s practice?

5. Why do students have to learn new vocabulary?

6. How do you usually teach new vocabulary? How do imttoduce it? How is the

new vocabulary practiced in your classes?

7. Do you use vocabulary games in language classes?

8. Which of these games have you used in your classes?
Crossword puzzles
Word search puzzles

Hangman
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Running dictation
Quizzes
Matching games
Etc.

9. What, in your opinion, are the advantages asddiiantages of games in language
classes?

10.Do you consider it a good idea to use games irt athgses? Why?

11.How do you test the level of new vocabulary acdois?

12.How to you evaluate the options to learn a languagkee internet?

13.How do you evaluate language learning opportunibesdults in Latvia?

14. Any question appearing during the interview.

The first question concerns teacher's experiencadult learning. The author of the
Paper sets the question to warm up and disposkeesafor the interview, and also to find
out their level of experience. As it turns out, #mallest amount of experience from these
interviews is 3 years, while the largest is 13 gedihe author thinks that all teachers are
experienced, as 3 years are enough to have owioombout many things connected with
teacher’s work. As it later turns out, all of tmeerviewed language teachers have Master’s
degree either in pedagogy, or in another closetyeoted field.

The second question concerns the topic studiechapter 1.2. of the Paper. The author
of the Paper wants to find out teachers’ opinion wimat influences adult learners
motivation to study. The answers of the teacherg, Maut mostly they are similar to the
ones expressed by scientists and researchers fi¢élitheAccording to the interviews, adult
motivation is influenced by learner's ambitionseithfuture prospects of knowing the
language (work and career), teacher Nr. 4. say$ ddalt motivation can also be
influenced by their age. The majority of teacheysea that adult's motivation is influenced
by the knowledge of result, as adults need to kmtwy are they learning and what will be
the benefits of learning. When the author of thpePasks how to motivate adult students
in this case, teachers answer that adults need tottoduced with the aim of the activities
and the expected result. Teacher Nr. 2. does narse specific influential factors, she
says that adult learners’ motivation depends ofemiht circumstances of life. Therefore,
the author of the Paper concludes that work oppdits, professional and personal
growth are the major influential factors of adultsotivation.

The third question concerns adult learners in n@ayadThe author of the Paper sets this

guestion in order to define a modern adult langukegener, as if teacher knows the
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learner, he knows what to expect from him and vduathe learner might expect from the
teacher. According to teachers’ answers, moderit &&hrners have wide interests, they
have previous knowledge and life experience inedifit situations, also in learning.
Adults are also characterized as motivated (Appefdiand Appendix 6.) and quick
learners (Appendix 6.). Teacher Nr. 5 thinks théillearners are also self-centered. As
mentioned in the previous question, teachers ajseeathat adult learners have awareness
of what they are doing and self-control why they ttits. Teacher Nr. 4. adds such
characteristic as organized to the characteristiss’ Teachers’ given characteristics in
many points are similar to those given by theoi@tis of the education field, whose
opinions are studied in the Chapter 1.1. of theePapeacher Nr. 6. (Appendix 9.) also say
that modern adult learners constantly experieneelaof time, but at the same time adult
learners are willing to do something and also st The author of the Paper agrees with
this as lack of the most expensive resource — timeowadays is one of the greatest
problems people have. The author of the Paper adaslthat adult teachers together have
made an excellent portrait of modern adult learnenotivated, with wide interests and
experiences, self-controlled and organized.

The question Nr. 4. aims to find out teachers’ picat experience and observations of
how adults learn foreign languages, are there afigrehces between adult language
learning and children language learning and if tb&chers have noticed them in their
teacher’s practice. From the classroom managempoird adults as language learners are
much more careful than children and they like ty petention to details (Appendix 7.).
Teachers Nr. 1. and Nr. 2. mention the awarenesglolts — they know what they want
and what they need. This is closely connected thighanswers of another 3 teachers (Nr.
3, Nr. 5. and Nr. 6.) who emphasizes the meaningdufit's profession in the learning
process. Profession influences both adults inter@sicabulary, type of activities) and
learning style (language teachers will pay attentadetails, grammar, while businessman
will concentrate on communication and languageeinegal). Teacher Nr. 6. (Appendix 9.)
thinks that there are no differences in the leaympirocess itself when speaking about adult
and children learning, as learning a languageseramus work for everybody. The author
of the Paper summarizes that adult language leardiffers from children language
learning mainly because of adult’s profession, Whecan integral part of life. Teachers of
adults have to take it into account and then thehimg/learning process will be smoother
and easier.

The fifth question introduces a set of questionsceoning vocabulary learning. The
author of the Paper sets a general question — whystddents have to learn new
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vocabulary? Teachers have many answers — to fa@ coonfortable in many situations, to
enlarge the amount of known words, it has to benteas it is the basic of language.
Teacher Nr. 6. also explain that people communieatle words and even though body
language gives many meanings, people can not comatanwithout vocabulary.
Teachers’ answers, in author’s opinion, again ¢ieereason why learning new vocabulary
is essential in any language learning.

The sixth question aims to find out teachers’ vadaty teaching methods, ways, how
they introduce the new vocabulary and how it iscpicad in their language classes. The
author is also interested if teachers give tramsiatto the new vocabulary. According to
the interviews, all teachers teach vocabulary enabntext. Still, teacher Nr. 1. emphasizes
that vocabulary teaching depends on level. For tdesels she gives vocabulary lists, but
for higher levels she elicits the new vocabulanirtexts and other exercises. Teachers
also admit that they do translation of the new bodary, but it is not practiced every time
— the focus is on the context and different exaspédso visual aids and showing vith
gestures (Appendix 9). Vocabulary usually is pesti with different activities, games,
conversations, writing tasks, etc. Teachers uséh lsatif-prepared and ready made
materials. Teacher Nr. 3 emphasizes that vocabualetiyities should be as close to real
life situations as possible, as later students kalle to use the vocabulary individually.
The author of the Paper draws a conclusion thaalwalary teaching is an active process,
which can not be done by only cramming the new wdogt heart — it should be a
communicative process with wide variety of actedtiand real-life close situations. She
also concludes that all adults can not be taughilaly, as teacher have to take into
account adult’'s language level and interests.

The eighth question aims to find out if teachess lasguage games in their adult classes.
Before the question the author of the Paper expldiat she mean games as activities
which include competition and set of rules, asheas might understand all games used in
classroom. The author of the Paper gets a 100%eansWes — from all adult language
teachers. This answer verifies author’s opinioraséte introduction of the Diploma Paper
that vocabulary games are forgot and undervaluéghiguage classes, and proves that it is
not so. Teachers use vocabulary games also in @ddaies and consider them a normal
activity for adults.

The next question gives several most popular vdeapwames and the author of the
Paper asks teachers if they use these games malgaglasses. Author’s given games are
crossword puzzles, word search puzzles, Hangmaming dictation, quizzes, matching

games, etc. 5 teachers say they use all of theseggdut at the same time 2 teachers use
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Hangman rarely (teacher Nr. 1.) or does not usal gteacher Nr. 5.). The author of the
Paper thinks that Hangman is not so widely usedumx of its time-consuming nature and
the fact that it is possible to learn only one watda time. Teacher Nr. 6. also mention
Alias as vocabulary game used in her language edagsdter summing up the results the
author of the Paper concludes that vocabulary gamadult classes are not only carried
out, but they are also diverse and teachers tvap them to reach better results.

The tenth question gives teachers wide opportuniiieexpress their opinions on the
advantages and disadvantages of vocabulary gamasdnage classes. All teachers say
there are more advantages than disadvantages abwiacy games. The main advantage is
the relaxed atmosphere and fun. Teachers Nr. 1.3Nand Nr. 4. emphasize that the
relaxed atmosphere created by vocabulary game roseopes faster learning, as students
do not feel stressed and open up to new situatibeacher Nr. 3. (Appendix 6) says that
games create communicative environment, studentsemder vocabulary better, the
motivation is also raising, and games train vocatyulse in real life situations. Teacher
Nr. 6. (Appendix 9) points to the social importanmevocabulary games — they offer
students to share their opinions, allows relyingptivers and sets common responsibilities.
The disadvantages of vocabulary games, in teaclugisiion, are several: vocabulary
games are time consuming both in preparation apticagion (Appendix 3, Appendix 6
and Appendix 9) stages. Teacher Nr. 6. also menitiahvocabulary games and games in
total can be expensive if the teacher always waptaise students for winning, loosing or
other aspects. Meanwhile, teacher Nr. 1. saysvibwbulary games for some adults might
seem as non-serious way of learning. The authothefPaper summarizes teachers’
opinions and compares them with suggestions destiib Chapter 3.2. of the Paper. She
concludes that interviewed teachers have an expaEien vocabulary game use and they
are aware of advantages and disadvantages of Macglmame use in adult classes. The
author of the Paper thinks that main advantagedaxed atmosphere, facilitated language
learning, opportunities to practice communicatiorare worth spending more time for
game preparation and application in classes. Bgsigcabulary games should not be
implemented at every lesson, so it is not imposdibluse them.

The eleventh question continues the vocabulary gatopic and aims to find out if
teachers consider vocabulary game use in adubedas good idea. All teachers agree that
vocabulary games should be used in adult classsshEr Nr. 1 base her opinion with the
argument that learning must be fun, while teacher4dNsays vocabulary games are good
because of their creative nature. Teacher Nr. $b plaises vocabulary games for their

quality to combine relaxation, fun and things tolearnt. Teacher Nr. 3. says that adults
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feel better, they are relaxed, more open to sinatand accept many things. Still, she adds
that teacher has to balance the use of games sattlients do not get bored with too
many games. Teacher Nr. 5 also adds that vocabgéangs are great to some extent. For
this reason the author of the Paper can draw dusion that games are necessary in adult
classes, but teacher should be careful and exatésituation — if adults start to show
signs of boredom, anxiety or weariness, teacheuldrswitch to more peaceful activities.

The next question aims to find out how languagettess test the level of vocabulary
acquisition. As the author found out (in Chapte3.)3.vocabulary games are evaluated in
the same ways as other vocabulary learning todiis. §tands for a reason, as the aim of all
vocabulary activities is to acquire vocabulary. k\ehile, language teachers’ opinions and
methods differ. One teacher prefers oral ways sfirtg — dialogues, role-plays (Teacher
Nr. 5, Appendix 8), while another — writing exeess(Teacher Nr. 6, Appendix 9). Writing
exercises in this case are those where studenéstbawrite what they know, do matching
tasks, choosing, filling in gaps, write synonymsd aantonyms, etc. At the same time
teacher Nr. 1 asks students to use the new voagubeh in speech and writing. Another
method how to test vocabulary knowledge is a cowtiis testing and repetition.
According to the teacher Nr. 2., continuous tesshgws students progress in vocabulary
acquisition. For example, they study a topic, thieey make a quiz, after the quiz they
continue to study, and after a week students dos#tme test to see the progress. The
author of the Diploma Paper considers it a greas,idis such testing method provides
students with actual results of their work, and,tha already discovered, raises and keeps
adult students’ motivation to study further. TeadNe 3 (Appendix 6) also divides testing
methods in two ways, because, in her opinion, Emtsdiffer according to their aim — the
progress test or vocabulary level test. Vocabulists, widely used in the previous
century, have lost their popularity, but are stded in smaller amount in vocabulary level
testing.

As the author of the Paper also studied opporesitd use vocabulary games on the
Internet, the next question concerns teachers’iapion language learning options in The
Internet sites. Teachers have heard about sucbnpiut none of them use electronic
vocabulary games in adult classes. The authoreoPtper have observed at her teaching
practice (in Teika Secondary school) that teacbémdolescents used vocabulary games
available on the Internet, but obviously adult edacs do not consider this to be adapted
in adult language classes. Teacher Nr. 1. and Nsag that vocabulary games on the
Internet can be used for adults as additional natéreachers emphasize that learning a

language needs communication, and if adults uspesky other communication tools, this
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could bring more benefits than just Internet ganfé®e author of the Paper has different
opinion on Internet resources and games, as shadeamsmany of them and found many
sites to learn foreign language (she learns Fremetguthor’s opinion the main advantage
of Internet resources is that they can be usedyatime, when adult student has free time,
and the author of the Paper also practices vocgbgéanes on the Internet.

The last question aims to find out teachers’ opinmn present language learning
opportunities for adults in Latvia. Teacher Nr.&/s that learning opportunities for adults
in Latvia depends on student’s motivation. In tigestion opinions differs sharply. Two
teachers ( Nr. 3. and Nr. 5.) are very pessimitid say that adults in Latvia have not
many opportunities to learn foreign languages, caxcated and professional teachers are
leaving the country and language courses are ex@efty average people (Teacher Nr.
1.). At the same time three teachers (Nr. 1, Nard Nr. 6.) say that language learning
opportunities for adults in Latvia are wide and ligough. The author of the Diploma
Paper concludes that there are opportunities foltatb learn foreign languages in Latvia,
the only problems are time and money, and alsonibigvation to learn.

Interviews with language teachers are very vakiadd they allow to see adult education
in teacher’s point of view and also offer to ledram professional language teachers’
experiences. The author of the Diploma Paper hss arified some of her previous
hypothesis on language learning and teaching. Measyvers given by language teachers
are the same given by education theoreticiansjestud previous chapters. The author
considers it a good sign, but, as the situatiothewworld is changing rapidly, there are

many things still to be explored and discovered.
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6. PRACTICAL IMPLEMENTATION OF VOCABULARY GAMES IN
“THE NATIONAL ARMED FORCES LANGUAGE SCHOOL”

The questionnaire and the interviews with langutagehers clearly display average
adult and professional language teachers’ opinmms/ocabulary game use from both
sides involved in the language acquisition proc&be author of the Paper continues the
research with a case study to gain the opinionctiVe& language learners learning the
language at present. The author of the Paper sayuka language teaching practice at the
National Armed forces language school, where shes wecabulary games in language
teaching process. The practice of language teadhiogrried out for a week, December 7
to December 11, the language level of the leanseEsementary, the number of learners —
9. The students have 6 English lessons a day, whioh two lessons of 45 minutes are
devoted to vocabulary learning.

The vocabulary topics in this week are several angport, Food, House, Hobbies and
Sport. The topics are provided by the present laggueacher Jena Kovédina from the
National Armed forces language school. It is plahtieat Transports, Food (cooking) and
House is presented with the help of texts, whildlbles, Sports and Food (products) are
presented with the help of vocabulary lists andabotary games. The aim of this case
study is to teach students the new vocabulary iitier the help of vocabulary games or
text-based exercises, and then to test studentgbudary acquisition and to gain students’
feedback on vocabulary games. The students’ feédiggresent such evaluating aspects
as motivating, fun, interesting, allows to find oubre about oneself/others, useful and
encouraging (the feedback table is presented psigix 10 and Appendix 11).

The first day is devoted to Transport. The auttfathe Paper presents a list of the new
vocabulary and a text with different type or evaydransports. The students read the text
(Appendix 12) and call out transports, then they staweral matching and filling in
exercises (Appendix 13). The second lesson is ddvt military transports, which are
presented by vocabulary list and sample sentefmésyed by students’ written sentences
with the new vocabulary. The amount of the preskmteabulary is 35 words. The teacher
aims to find out how many of these words studentk have acquired during the two
lessons. According to students’ test (Appendix i&gults after the lesson, the total
acquisition level of the Transports vocabulary fuimber of words) is 86 percents, the

average amount of words in the short term memo8p igords.
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Figure 12. Number of acquired words on Transport vocabulary
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After the lessons students are asked to fill ieedback list. At first, the author of the
Paper explains that feedback lists are anonymodsgtey are necessary to evaluate how
they liked the activities. Students evaluate thévidies experienced at the two previous
lessons by giving each aspect an evaluation frdin The results of students’ feedback
show that students evaluate these activities awatiolg (84,4%), fun (62,2%), interesting
(86,6%), they think that these activities allowditml out more about themselves (46,6%)
and find out more about others (53,3%), in theinimm the activities are useful (100%)

and encouraging (91,1%). The results are representine chart below.

Figure 13. Students’ feedback on the lesson about Transport
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The next two lessons concern hobbies. The Hobbiesabulary consists of 35 words
and the teacher uses vocabulary games to teakttlite first lesson students are divided in
three groups and each group is given a puzzle (Aqirel5), where they have to find as
much hobbies as possible in 20 minutes. When winaeg clarified, teacher writes the
new vocabulary list on the board. The next actitatiyes place in the next lesson and it is a
matching game — students work in the same groupgghby now compete with each other
— they have to match hobbies with tools (Appendix At the end the winner gets a prize.
Test (Appendix 17) results show that students lesiéacquired the Hobbies vocabulary.
According to the test results, the total acquisitievel of the Hobbies vocabulary is 88,2
percents, the average amount of words in the sfeomt memory is 30 words. The
individual results are displayed below.

Figure 14. Number of acquired words on Hobbies vocabulary
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Students’ feedback on the two lessons shows thdests have enjoyed the games and
competition. The students evaluate these activagsnotivating (95,6%), fun (88,9%),
interesting (91,1%), they think that these actgtiallows to find out more about
themselves (86,7%) and others (91,1%), in theiniopi the activities are useful (97,8%)
and encouraging (91.1%). The author of the Papmo #iinks that these lessons is a
success, as students liked to work in groups arttidee activities students’ group spirit

visibly rose. Students’ feedback on Hobbies less®nspresented in the Figure 16.
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Figure 15. Students’ feedback on the lesson about Hobbies
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The next vocabulary topic is Sports. The authortied Paper presents the Sports
vocabulary (17 words) with the help of pre-preparextabulary list and translation,
allowing students to call out sports they alreadgw. After the introduction students give
back their vocabulary lists and have a competitishere they are divided in two teams
and they play Hangman with the help of the autHidhe Paper. After the lesson students
are asked to fill in a feedback list. The studeet@luate this vocabulary game as
motivating (100%), fun (91,1%), interesting (95,6%ey think that these activities allows
to find out more about themselves (86,7%) and eth{&8,9%), in their opinion the
activities are useful (93,3%) and encouraging (1p0%

Figure 16. Students’ feedback on the lesson about Sports
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The following lesson is started with a reading\asti Students are given a short text
about house. The author of the Paper has dividatgsélwocabulary in two parts for two
lessons - in the first lesson students are giveralvalary on general division of house
(attic, basement, first floor, second floor), while the second lesson — interior and
furniture. In this day students are introduced wiite general division of house. After the
text students are asked to translate the vocaburiconsists of 18 words), if they can
not translate, the teacher (the author of the Pdydps them. The next task is to prepare a
short description of one’s house: ,My house (oraginehouse) has...”. Students write a
short description and after 10 minutes they reaaatd. After this activity students are
given a vocabulary test where they write the newaballary on sports and House 1 (35
words). Test results show that the total acquisitievel of the House 1 and Sports
vocabulary is 88,5 percent, the average amountaofisvin the short term memory is 31

words. Test results are represented in the follgwable.

Figure 17. Number of acquired words on Sports and Housecalwalary
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When correcting the tests, the author of the Papemoticed that Sports vocabulary was
better memorized than the House vocabulary. It ilggh connected with the use of
different vocabulary teaching methods, but the awutbf the Paper thinks that such
difference can be also grounded with the fact thatmajority of sports vocabulary has
close spelling to the same vocabulary in studant$her tongue, and therefore, they can
be easier memorized. Students’ given feedback shthva$ House vocabulary learning
through text and writing task they consider moiivgit(88,9%), fun (68,1%), interesting
(91,5%), they think that these activities allowditml out more about themselves (84,4%)
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and others (88,9%), in their opinion the activite® useful (86,7%) and encouraging
(91,1%). The results of students’ feedback listslwa found in Figure 19.

Figure 18. Students’ feedback on the lesson about House 1
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The next lesson continues the topic House. In teise 2 vocabulary 15 words of
furniture are included. The students are givenatgtescription of a room with a picture

of the room. Students read the text and undertisermords which might be furniture. After
students have read the tetgacher calls out words and asks students tolatenStudents

give their translations. Then students are askeprépare a sentence or two about the
furniture in the classroom. Students are askedmogpeat the furniture vocabulary. After
the lesson teacher gives students the feedbackTle& results of the feedback is the
following: they consider these activities to be ivating (77,8%), fun (86,7%), interesting
(84,4%), they think that these activities allowditml out more about themselves (84,4%)
and others (82,2%), in their opinion the activite® useful (86,7%) and encouraging
(80,0%).

Figure 19. Students’ feedback on the lesson about House 2

88,0%

86,7% 86,7%

86,0%
84,4% 84,4%

84,0% A
82,2%

82,0%

80,0%
80,0% A

78,0% 77.8%
,0% -+

76,0% —

74,0% -

72,0%

Motivating Fun Interesting Allows to Allows to Useful Encouraging
find out find out
more about more about
myself others

51



The following lesson is devoted to Food vocahuldn this lesson students learn the
names of meals, basic dishes and some food iteeash€r (the author of the Paper) gives
out a list of new vocabulary (20 words) and askslets which words they already know.
When all words are translated, teacher gives stadsmort dialogues. Students read the
dialogues in pairs. Later students do filling ireecise. At the end of the lesson students
write a test on House 2 and Food vocabulary. Tesilts (Figure 21) show that that the
total acquisition level of the House 2 and Foodamdary is 76 percents, the average
amount of words in the short term memory is 26 woiithe author of the Paper thinks that
such results, comparing to the results of the Spartabulary, appears due to the fact that
food items and house interior vocabulary has notlese spelling as sports vocabulary.

The results of this test are represented in tHeviaig table.

Figure 20. Number of acquired words on House 2 and Food wdaap
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The author’s opinion is also reflected in studefgsdback lists, which shows, that these
two lessons were not as motivating as the lessaitts mvore familiar vocabulary or
vocabulary games included. The results of the suaethfeedbacks shows that students
evaluate dialogues and texts in these lessons dwvatmg (64,4%), fun (82,2%),
interesting (75,6%), they think that these actgtiallows to find out more about
themselves (77,8%) and others (73,3%), in theiniopi the activities are useful (82,2%)

and encouraging (73,3%). The gained data are repiex$ in the table below.
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Figure 21. Students’ feedback on the lesson about Food
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The last day is devoted to vocabulary games anddpie is Food 2. In these two

lessons the author of the Paper introduces 35 nesabulary words. 23 words are

connected with food items, while other 12 are coted with food preparation and recipes.
The author starts the lesson with a puzzle — stsdene divided in 3 teams and they have
10 minutes to find words connected with food. Theese words are called out and written
on the blackboard together with the translatione Words which are not found are also
written out. The next task is to put a recipe thget- teams are given small notes with all
35 vocabulary items. The task is to prepare a ecai write it down (30 min). Teams are
later evaluated by the teacher. After these ganueests write a test, teacher is correcting
the recipes. Test results of these lessons shavstidents have acquired the majority of
the new vocabulary and that the total acquisitievel of the Food vocabulary is 87

percents, while the average amount of words instiet term memory is 30 words. The

test results are displayed below.

Figure 22. Test results on Food 2 vocabulary
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Meanwhile, students’ feedback shows that the mtitimawas influenced during these
tasks, and students consider them to be useful esmértaining. The results of the
summarized feedbacks shows that students evaligtgges and texts in these lessons as
motivating (97,8%), fun (93,3%), interesting (84 ¥%hey consider that these activities
allows to find out more about themselves (91,1%) atiers (86,7%), in their opinion the
activities are useful (82,2%) and encouraging (&9,7The data are represented in the

table below.

Figure 23. Students’ feedback on the lesson about Food 2

100,0% 97.8%

95,0% -~ 93,3%
91,1%
90,0%
86,7% 86,7%
84,4%
85,0% - -
82,2%

80,0%
75,0% - I
70,0% T T T T T T

Fun

Motivating Interesting Allows to Allows to Useful Encouraging
find out find out
more about more about
myself others

To verify the hypothesis, the author of the Papens up the test results of vocabulary
acquisition levels and classifies them accordingh® used vocabulary teaching method.
The average momentary vocabulary acquisition levéhis case study is 29,4 words from
35. An overview of vocabulary acquisition levelsidae found in Figure 23.

Figure 24. Vocabulary acquisition levels each day
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The results show that the speed of vocabulary atopni slightly changes if one or
another method is used. The author of the Pape&rsdsach conclusion grounding on the
results of vocabulary acquisition levels comparidmn vocabulary teaching methods
(Figure 24). The results show that the averageudeay acquisition with the help of text
based activities (Figure 24, light yellow) is 28 rd® from 35, while with the help of
vocabulary games — 30 words from 35. Still, thea faat House 2 and Food 1 vocabulary
was completely new for the students and that thesds do not have as similar spelling as
Transports vocabulary, must also be taken intoatcd he author of the Paper does not
include House 1 and Sports test results, as Howsedbulary was taught with the help of
text based activities, while Sports vocabulary -vonabulary games, but both topics had

one common test.

Figure 25. Comparison of vocabulary acquisition levels -t teased activities (light

yellow) and vocabulary games (dark yellow)
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Finally, the author of the paper compares the fagpect of students feedback lists —
motivation. As the hypothesis of the Paper stdtas\tocabulary games increase student’s
motivation, the author of the paper compares howh bmcabulary teaching methods
influence the motivation. The results (Figure 2B)w that the average level of students’
motivation after text based vocabulary teachintpvger than after vocabulary game use.
During text based vocabulary teaching lessons stiglenotivation vary between 88,9%
and 64,4 %, while in lessons where vocabulary gaanesised students’ motivation vary
between 95,6% and 100%. The author of the Papes syn{Figure 26) that the average
level of motivation after text based vocabularyhaties is 79,8%, while after vocabulary
games — 97,8%. This verifies the hypothesis andgzrd¢hat the use of vocabulary games

increases adult learners’ motivation.
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Figure 26. Motivation levels after vocabulary lessons
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Figure 27. Vocabulary teaching method’s influence on motiati
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Grounding on the data compared above the authocludes that vocabulary games,

compared with other vocabulary teaching ways, argaod as the others. The author of
the paper also draws a conclusion that there ighsolute vocabulary teaching method —
each method has its advantages and disadvantapesadvantage of the text based
activities is the context, which helps to memonmpeabulary by linking it to the situations

described in the text. Meanwhile, the advantageaziabulary games, compared to text
based exercise, is the raised motivation for ddalners which also helps to study. During
the practical implementation of vocabulary games alathor experienced that students’
attitude towards learning changes - games pronthit ERnguage learners to open up and

show more of their personalities, to have fun aedrd without stress. Due to the
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competition adults forget that language learningnseffort and think about the aim — to
win. And these aspects, in author’s opinion, isri@n benefit for the language learning

classes.
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CONCLUSION

The research of this Paper gives an extended insigthe use of vocabulary games in
adult classes. The author of the Paper uses ttatecollection methods to study adult
learning and verify the hypothesis. Despite the flaat vocabulary games are available on
the Internet and can be easily adapted to adiudseta the theory about vocabulary games
and their use in adult classes cannot be so dasihyd, and the available resources does
not contain specific information about vocabulaayrgs for adult classes. This is the main
obstacle the author of the Paper faces during iteeature study about the topic. The
available literature highlights many advantages dishdvantages of using vocabulary
games in adult classes. The main aspect that lsiridachers to use vocabulary games in
adult classes is that games are not appropriatallfadults, and some adults can become
irritated and angry if they are asked to play gank@stunately, the author does not face
such problem during the case study. During therditee research the author also
concludes that the main advantage of games is atmiy which is an essential part of
adult learning, and that games increase adult éesrmotivation. This conclusion was
proved in the case study, where feedback from stsdelearly showed an increase of
motivation after vocabulary games had been usethnmparison with students’ motivation
level after thetext based activities. Along with the literaturedt, the case study verifies
author’s hypothesis. The hypothesis of the DiploRaper sets that if teacher in adult
language classes is using vocabulary games, ihotably increase the number of words
students acquire during the lesson and increaswatioh as well as it can help to learn
language in a more relaxed and effective way. Typothesis was proved partly as the
author of the Paper does not succeed to provethbatse of vocabulary games increases
adult students’ vocabulary acquisition, but shevesothat it increases adult learners’
motivation. For a further research the author & Haper would like to find out more
information about competition and its influencelanguage learning, as competition is a
part of vocabulary games. Researcher Chen (20afssthat the competitive environment
makes learners concentrate and think intensivelgnguthe learning process, which
enhances unconscious acquisition of inputs. Thearebes carried out for this Diploma
Paper brings an general insight on vocabulary gaseen language classes, but the author
of the Paper thinks that the present research eatobtinued to gain even more precise
information on how vocabulary games influence lagguilearning for adults. The author

of the Paper thinks that the main disadvantagenisfdase study is that it is short — the
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author should devote more time for theactical implementation of vocabulary games to
get better results.

The necessity for the vocabulary games appearerrdhults of the questionnaire. The
guestionnaire was carried out on the Internet. athantage of such questionnaire is that it
is more convenient — it can be filled in fasteketless time to find participants and is also
nature friendly. Before the questionnaire the authiothe Paper was sure that at least
three-fourths or 75% of the respondents would h&sexd vocabulary games in language
learning, but it turned out that less than a halfonly 48% had practiced vocabulary
games. These data does not agree with the datadglirm language teachers during the
interviews, as all teachers state that they usaludary games in their classes. The author
of the Paper considers that it would be usefulawycout a questionnaire for at least 50
language teachers to gain more precise informatsné interviews are not enough to
judge about the overall situation. This could gaveextended analysis of the situation and
the data on language teaching and learning exmerieould correlate.

The author of the Paper considers that the mostié# outcome of this Diploma Paper
is the list of recommendations (Chapter 3.2) ferphactical implementation of vocabulary
games in adult language classes, which was madadjray on the literature study and
interviews with language teachers. The recommeoisitare clear and can be forwarded to
language teachers to ease and supplement theintesisthey want to use vocabulary
games. Basically, these recommendations suggestafaiude and respect to adult’s
personality, free use of the language and motiwakioth for students and the teacher.
During the case study the author of the Paper these recommendations and verifies that
their implementation provides students’ respectatas the teacher and good atmosphere
in the classroom. Finally, the author of the Papencludes that the research of this
Diploma Paper has answered the research questiodsgaes a clear analyse of

vocabulary games’ implementation in adult classes.
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THESIS

1. The popularity of adult education and lifelong tgag is rapidly rising and is being
generously promoted by the European Union.

2. Adult learners differ from school-age children witteir degree of motivation, the
amount of previous experience, the level of engagenm the learning process and
in the applications of the learning.

3. Adult learner's motivation to learn can be influedcby several factors: social
relationship, external expectations, social welf@ersonal advancement, desire to
escape, cognitive interest.

4. A successful adult language learning is influenbgdsuch factors as personal
motivation, anxiety, input and output skills, segs and time commitment, and
there is no critical period for learning vocabulana second language.

5. Vocabulary learning is a personal and complex @m®dbat contains four stages
and about 10-16 encounters with a new word areatebdfore the word is put in
the long term memory.

6. There are many methods to learn vocabulary — rgadireating associations,
mnemonics (memory tricks), vocabulary games, lisggand watching exercises,
vocabulary lists, etc.

7. Vocabulary games contain several features — arctge rules, competition and
communication and they can be used at all stagesochbulary learning
progression — from controlled to free practice.

8. Vocabulary games have many divisions, but basictigy can be divided in
electronic and non-electronic vocabulary games.

9. Vocabulary games, if correctly used, can provideltaclasses with fun, challenge
and competition, as well as they can give great vevabulary input.

10.Although adults in Latvia do not have much practafevocabulary games in
language classes, they think that vocabulary gamesecessary to learn the new
vocabulary.

11.Practical research proves that the usage of voagabyames in adult classes

notably increases students’ motivation.
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APPENDI X 3. An interview with language teachers. Blank.

9. For how long have you been teaching adults?

10.What, in your opinion, influence adult learners’tigation to study?

11.What characteristics characterize modern adulh&@r

12.How adults learn foreign languages? Are there dffigrdnces between adult
language learning and children language learnirey#iyou noticed them in your
teacher’s practice?

13.Why do students have to learn new vocabulary?

14.How do you usually teach new vocabulary? How do iptoduce it? How is the
new vocabulary practiced in your classes?

15.Do you use vocabulary games in language classes?

16.Which of these games have you used in your classes?

Crossword puzzles

Wordsearch puzzles

Hangman

Running dictation

Quizzes

Matching games

Etc.

9. What, in your opinion, are the advantages asddliantages of games in language
classes?

10.Do you consider it a good idea to use games it athgdses? Why?
11.How do you test the level of new vocabulary acdiois?

12.How to you evaluate the options to learn a languagkee internet?
13.How do you evaluate language learning opportunfbesadults in Latvia?

14. Any question appearing during the interview.
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APPENDI X 4. An interview with language teacher Nr. 1.

1. For how long have you been teaching adults?

8.

| have been teaching adults for 5 years.

What, in your opinion, influence adult learners’ timation to study?

| think that adults’ motivation to study is maintyfluenced by their ability to use
English in real life situations. If they know thtaey will have an opportunity to use
the language, they will have higher motivationtiady.

What characteristics characterize modern adult feaf

Wide interests, previous knowledge and experience.

How adults learn foreign languages? Are there aiffeiences between adult
language learning and children language learning&# you noticed them in your
teacher’s practice?

| think that the main difference between adultiéay and children learning is that
adults know what they want and what they need.d@éil usually go to school
because their parients make them, but adults hangge why they are learning

and they know what they want to achieve.

Why do students have to learn new vocabulary?

To enlarge it.

How do you usually teach new vocabulary? How doigtroduce it? How is the
new vocabulary practiced in your classes?

That depends on level. For lower levels | give \mgary lists, but for higher levels
| elicit the new vocabulary from texts and otheemises. We usually practice

vocabulary with different activities, games, corsations, writing tasks, etc.

Do you use vocabulary games in language classes?
Yes.

Which of these games have you used in your classes?

Crossword puzzles - yes
Wordsearch puzzles - yes
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Hangman — yes, but rarely

Running dictation - yes

Quizzes - yes

Matching games - yes

Etc.

9. What, in your opinion, are the advantages and disathges of games in language
classes?

Advantages — better atmosphere in the classroorstressful way how to learn.

Disadvantages — some students might think it isarssrious way how to study.

10.Do you consider it a good idea to use games intadasses? Why?

Yes, learning should be fun!

11.How do you test the level of new vocabulary actors?

| usually have exercises where students have td ursepeech or writing.

12.How to you evaluate the options to learn a languagéehe Internet?
| think that it is good as additional materialst lhalso depends on the Internet site. |

have seen some really good sites.

13.How do you evaluate language learning opportunit@sadults in Latvia?
For adults in Latvia opportunities to learn langesgre wide. There is wide offer, but

the courses are quite expensive for average people.

Thank you!

The name of the language teacher is not reveadticaeacher wants to stay
anonymous. The name of the teacher stays withutimmaof the Paper and can be
gained on request.

Signature of the interviewed person:...............cceevvennennn.
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APPENDI X 5. An interview with language teacher Nr. 2.

1. For how long have you been teaching adults?

Including private practice? | have been teachingtador 10 years.

2. What, in your opinion, influence adult learners’ timation to study?
| think that these are many circumstances, whigipéa in adults’ life. There are

not specific influent things, just circumstancedifef

3. What characteristics characterize modern adult feaf

Awareness, self-control.

4. How adults learn foreign languages? Are there afffeences between adult
language learning and children language learning&# you noticed them in your
teacher’s practice?

Adults learn being aware which is opposite to laaggulearning which is typical to
children. I think they are aware what they do aiy &nd what they will get at the

end.

5. Why do students have to learn new vocabulary?

It is the basic of language.

6. How do you usually teach new vocabulary? How doigboduce it? How is the
new vocabulary practiced in your classes?
Usually | give it in context. As | teach Intermetdidevel, students already have
enough vocabulary to understand texts and theréfesecan guess the meaning
from the text.
Do you translate the new vocabulary?
50/50. Sometimes if | see students can not grasm#maning, | let them translate

with the help of dictionaries, but usually we waevkh the context.

7. Do you use vocabulary games in language classes?

Yes.

8. Which of these games have you used in your classes?

7C



Crossword puzzles - yes
Wordsearch puzzles- yes
Hangman - yes
Running dictation - yes
Quizzes - yes
Matching games - yes
Etc. - yes
9. What, in your opinion, are the advantages and disathges of games in language
classes?
Advantages — games take away the stresauwfitey a language. Student usually
open up when they play vocabulary games. Theysiteagthen the group.

Disadvantages — games are time consuming andféiceillito prepare.

10.Do you consider it a good idea to use games intadasses? Why?

Yes, sure. The same advantages | mentioned.

11.How do you test the level of new vocabulary actjors?
| use continuous testing and repetition.
How do you do it?
For example, we study a topic, make a quiz, theravginue to study, and after a

week students do the same test to see the progress.

12.How to you evaluate the options to learn a languagéehe Internet?
| don’t know, | haven't tried them.

13.How do you evaluate language learning opportunit@sadults in Latvia?
| think it depends on motivation — if adults wamiearn, they will find where and

when to do it.

Thank you!

The name of the language teacher is not reveadticaeacher wants to stay

anonymous. The name of the teacher stays withuti®aof the Paper and can be

gained on request.

Signature of the interviewed person:...............cceevvennenn.
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APPENDI X 6. An interview with language teacher Nr. 3.

1. For how long have you been teaching adults?
| have taught adults for 13 years, 7 of them -hatNational Armed forces language

school.

2. What, in your opinion, influence adult learners’ tmation to study?
| think that adults need to understand why theynleand if they do, they have motivation.
Teacher can also motivate adult learners by explawhy do we do this, why we study.

Adults need communicative environment, this alsdivates them.

3. What characteristics characterize modern adult fesaf?

Adults are motivated and they learn quickly.

4. How adults learn foreign languages? Are there aiffeiences between adult
language learning and children language learning&# you noticed them in your
teacher’s practice?

Adults are interested in professional field. Fouleglactivities with writing and reading
activities are more appropriate, while communieatictivities are more appropriate for

children.

5. Why do students have to learn new vocabulary?

To feel more comfortable and to be able to say &t mean.

6. How do you usually teach new vocabulary? How doigiroduce it? How is the
new vocabulary practiced in your classes?
| use communicative activities. Vocabulary is alg@pnnected with the topic, and it is

used in real life situations. | try to create réfal situations in classes.

7. Do you use vocabulary games in language classes?
Yes.
8. Which of these games have you used in your classes?

Crossword puzzles - yes
Wordsearch puzzles- yes
Hangman - yes
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Running dictation - yes
Quizzes - yes
Matching games - yes

Etc. - yes
9. What, in your opinion, are the advantages and disathges of games in language
classes?

Disadvantage — you must prepare them very carefliigy also take much time.
Advantages — games create communicative environrsteraents remember vocabulary

better, the motivation is raising, games train \otary use in real life situations.

10. Do you consider it a good idea to use games intadasses? Why?

Yes. Students feel better, they are relaxed, mpes ¢o situations and accept many things.
Still, you have to balance the use of games sostodents doesn’t get bored with too

many games.

11. How do you test the level of new vocabulary actjais?

It depends on what do | want to test — the progoesise vocabulary level.

12. How to you evaluate the options to learn a languag¢he Internet?
50/50.

13.  How do you evaluate language learning opportunit@sadults in Latvia?
| think that the opportunities to learn foreigndalages decrease. Teachers leave Latvia,
and also people with good education leave Lataahsre will be no one to teach.

Thank you!

The name of the language teacher is not reveadtieaeacher wants to stay anonymous.

The name of the teacher stays with the authoreoPtiper and can be gained on request.

Signature of the interviewed person:..............ccceevvennennn.
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APPENDI X 7. An interview with language teacher Nr. 4.

1. For how long have you been teaching adults?

For 3 years.

2. What, in your opinion, influence adult learners’ timation to study?
| think that adults are influenced by several festotheir age, their work/profession and
their career.

3. What characteristics characterize modern adult feaf

They are motivated and organized, and it is edsikyarn for them.

4. How adults learn foreign languages? Are there afffecences between adult language
learning and children language learning? Have yaticed them in your teacher’s
practice?

Yes, there are differences between adult and @nlthinguage learning. | have noticed that

adults are much more careful and they pay attemtiatetails.

5. Why do students have to learn new vocabulary?

That is the core of language.

6. How do you usually teach new vocabulary? How doigtoduce it? How is the new
vocabulary practiced in your classes?
| introduce at first theoretically with vocabuldrsts and translation, and later- through

vocabulary games.

7. Do you use vocabulary games in language classes?
Yes.

8. Which of these games have you used in your classes?

Crossword puzzles - yes
Wordsearch puzzles- yes
Hangman - yes
Running dictation - yes
Quizzes - yes
Matching games - yes
Etc. - yes
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9. What, in your opinion, are the advantages and disathiges of games in language
classes?
Advantage — students learn much faster thraagnes because it is more fun and they

feel more comfortable, not so stressed.

10.Do you consider it a good idea to use games intadasses? Why?

Yes, because it is a more creative way to learabholary.

11.How do you test the level of new vocabulary actjais?

| use word dications, tests, and also ask studentse the new vocabulary in practice.

12.How to you evaluate the options to learn a languagehe Internet?

Very good.

13.How do you evaluate language learning opportunit@sadults in Latvia?
There are many possibilities to learn, and studeartsalso use their individual work to

learn a language.

Thank you!

The name of the language teacher is not reveadticaeacher wants to stay
anonymous. The name of the teacher stays withutimmaof the Paper and can be

gained on request.

Signature of the interviewed person:.............cccocovevvnnen.
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APPENDI X 8. An interview with language teacher Nr. 5.

1. For how long have you been teaching adults?

For 5 years.

2. What, in your opinion, influence adult learners’tmation to study?

Adults are influenced by their ambitions and pdssfivospects in life.

3. What characteristics characterize modern adult feaf

They are motivated and self-centred.

4. How adults learn foreign languages? Are there afffeences between adult
language learning and children language learning&# you noticed them in your
teacher’s practice?

The basic thing about adults is that their langusggpuisition is connected with
their job. Adults will be interested in things theyl later need and which will

bring some good in their professional life.

5. Why do students have to learn new vocabulary?

They just have to.

6. How do you usually teach new vocabulary? How doigboduce it? How is the
new vocabulary practiced in your classes?
In my classes students prepare tasks for theimpgnates — they practice

vocabulary and also create variety of vocabulasresges for others.

7. Do you use vocabulary games in language classes?

Some.

8. Which of these games have you used in your classes?

Crossword puzzles - yes
Wordsearch puzzles- no
Hangman - no
Running dictation - yes
Quizzes - yes
Matching games - no
Etc. - no
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9. What, in your opinion, are the advantages and disathges of games in language
classes?

Vocabulary games bring joy in classes.

10.Do you consider it a good idea to use games intadasses? Why?

To some extent.
11.How do you test the level of new vocabulary actois?
| mainly use oral ways of testing — communicatiasks, dialogues, roleplays,
simulations, and other.
12.How to you evaluate the options to learn a languiaghe Internet?
| think that they are great and students can fiadyrthings for learning in the

Internet.

13.How do you evaluate language learning opportunit@sadults in Latvia?

| think that adults don’t have many opportunitiedgarn languages in Latvia.

Thank you!

The name of the language teacher is not reveadtieaeacher wants to stay
anonymous. The name of the teacher stays withutimaof the Paper and can be

gained on request.

Signature of the interviewed person:.............cccccoveeennen.
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APPENDI X 9. An interview with language teacher Nr. 6.

1.For how long have you been teaching adults?

For 6 years.

2.What, in your opinion, influences adult learrien®tivation to study?

| think that adults can be divided in several categg according to their motivation. There
are students who want to study and they want torhedeachers. Then there are adults
who want to spend their time somewhere — theylsile not decided where, but they are
following the natural procedures of life — aftehgol comes University, etc. Then there are

students who just want to get the Paper.

3.What characteristics characterize modern adwther?

Constant lack of time and wish to do something.

4.How adults learn foreign languages? Are there differences between adult language
learning and children language learning? Have yaticed them in your teacher’s
practice?

It depends on the purpose. Teachers of Endliehtéacher works at the University —
auth) pays attention to details when learning the legg. Businessmen pay attention to
communication, as they will need to communicatth&ir work. So adult language
learning depends on profession. There are no differs between adult and children
language learning — in general it is a serious work

5.Why do students have to learn new vocabulary?

We communicate with words and even though bodydagg gives many meanings, we

cannot communicate without vocabulary.

6.How do you usually teach new vocabulary? Howaloigtroduce it? How is the new
vocabulary practised in your classes?

| use the text as a vehicle of meaning, to givaexinExamples work; | give several
examples for each word, so that the meaning is.dl@dso like to use gestures and visual
aids. | also use additional materials | have preghaor ready made tasks, for example,

from course books.

7.Do you use vocabulary games in language classes?
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Yes.

8.Which of these games have you used in your slasse

Crossword puzzles - yes
Wordsearch puzzles- yes
Hangman - yes
Running dictation - yes
Quizzes - yes
Matching games - yes
Etc. — yes.

| also use Alias.

9.What, in your opinion, are the advantages anddirsantages of games in language
classes?
Advantage — sharing opinions; relying on atheommon responsibilities.

Disadvantage — it can be quite expensive if yolagbwant to praise stude@ts

10. Do you consider it a good idea to use games intadasses? Why?

Yes. Games combine relaxation, fun plus thingsettelrnt.

11. How do you test the level of new vocabulary actjais?
After they have covered some topics | give a votafdist and then check translations
and spelling of these words. | use exercises irchvkiudents have to choose answers, also

filling in the gaps, matching exercises, synonyargpnyms, etc.

12.  How to you evaluate the options to learn a languagéhe Internet?
| haven't tried it myself. | think it is not enougtith the Internet resources only, as
language needs communication. If students use Skypther communication tools, it

might be more effective.

13. How do you evaluate language learning opportunitersadults in Latvia?

| think that adults in Latvia have quite many opsidor studying languages.

Thank you!
The name of the language teacher is not reveaddtheateacher wants to stay anonymous. The nathe of

teacher stays with the author of the Paper andeagained on request.

Signature of the interviewed person:.............c..ccoeeeeene.
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APPENDI X 10. Students’ feedback list. Blank.

Evaluate the activities of this lesson by givingessaluation from1 to 5 (1= very bad, 5=
excellent)

Motivating

Fun

Interesting
Allows to find out more about myself

Allows to find out more about others
Useful
Encouraging
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APPENDI X 11. Students’ feedback list. Filled in.

Evaluate the activities of this lesson by givingessaluation from1 to 5 (1= very bad, 5=
excellent)

1 2 3 4 5

Motivating X

Fun X
Interesting X

Allows to find out more about myself X

Allows to find out more about others X
Useful X

Encouraging X

81



APPENDIX 12. Text on transport.

Pre-reading: Why do we need transport.

Hi, my name is John. | have just returned from rayel
to Madrid. You know, | had a wonderful trip. | telied
with vehicles on land, under the water and in iheCmo
you know, what vehicles | used?

Boat — | used boat to get from Latvia to Germany.

Airplane — | flew from Berlin to Madrid.

Bus — | used bus every day, it is cheap and broonghivhere | wanted.

Car — | rented a small car to go and see the swuipain. | liked to listen to the music in
this car.

Trams and trolleybuses — I think that they are slotlvan buses, but | used them to see the
city.

Submarine — | received an invitation to see theldvonder water.

Yacht — | met my college friends and we went todeaehins in the Atlantic Ocean.
Train — | decided to return to Berlin by train.

Truck — I lost my valet and | hitchhiked a truckyieh brought me back to Latvia.

| think | will go to America soon. How do you thinkhat transports will | use the&?
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APPENDI X 13. Matching and filling tasks about Transport.

Match pictures with the transport.

Car, bus, bomber, ship, train, tram, bicycle, sutimeataxi, motorcycle, truck, airplane,
subway, scooter, regatta.
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My mother goes to work by ...

lcanseea...

_ A)car

_ B)plane

_ C)bus

Thisisa...

_ A)train
_ B)bus

_ C)motorcycle

_ A)bus

_ B)ship

_ C)taxi
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it'sa...

_ A)car
_ B)truck

_ C)ship

| go home by...

_ A)car
_ B)bus

_ C)truck

| come to school by...

_ A)truck AN,
_ B)train Q
_ C)tram

S

My father rides a...

_ A)horse
_ B) motorbike

_ C)donkey

Material taken fronhttp://www.english-4kids.com/quizzes/transport.htm
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APPENDIX 14. Test on transport.

Truck —
Boat —
- lidmasa
Bus —
Jeep —
- automasa
- tanks
Tram —
Trolleybus -
Missile —
Bicycle —
Submarine —
Aircraft carrier —
Scooter —
- kanoe
Yacht —
IFV (infantry fighting vehicle) -
APC (armoured personal carrier) -
jet—
Train —
Truck -
Lorry -
Regatta -

Bomber —

- Helikopters
Fighter —
Frigate —

- patikugis
Minesweeper —
Motorcycle —
Ship —
Subway —
- taksis

Rally car -
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APPENDI X 15. Puzzle “Hobbies”
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Elementary Vocabulary Games
Addison Wesley Longman © ) Hadfield 1998

22 Hobbies
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APPENDIX 17. Test on Hobbies.

camping-
stamp collecting —
cooking -

- dejoSana
playing cards-
climbing —

— a@rza darbi
yoga -

— adana
painting —
photography —
playing chess —
windsurfing -

— lasana

— pastaigas
computer games —
woodworking —
singing —

— filmu uzm3ana

listening to music —

-Sana
making models —
fishing(angling) —
travelling —
playing chess —

-afana ar zirgu
sailing -
bowling —

— braukSana ar veloedip
pottery —
coin collecting —
writing —

- skrieSana

karate —
basketry —
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