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In foreign language teaching, it is important to reinforce the knowledge learned and make it 
permanent and to use this knowledge through practice. By using game activities in vocabulary 
teaching in foreign language courses, theoretical knowledge can be used more efficiently and 
effectively in the application phase. In teaching Russian as a foreign language, lexical games are 
preferred as an in-class activity alongside traditional exercises in order to ensure a more permanent 
learning in the field of lexical teaching. Lexical games are used as a different activity in learning and 
reinforcing the meanings of the words used in the related foreign language, memorizing and using the 
words. In this study, it is explained how to follow an effective and efficient vocabulary teaching in 
Russian as a foreign language. In this context, theoretical knowledge about lexical games are included 
in order to realize an effective and efficient vocabulary teaching in teaching Russian as a foreign 
language. In the last section of the article, ten lexical game examples are given with explanations for 
use in the lessons. Examples of this game include detailed information on the level of the game, how 
many people it can be played with, its purpose, and how it should be implemented. These game 
examples can also be applied in other foreign language classes after some changes are made to the 
content. 

Keywords: 

Lexical  games,  

Vocabulary teaching, 
Russian as a foreign 
language. 

Research Article 



 
 92 

Extended Abstract 

In this study, it is explained how to follow an effective and efficient vocabulary teaching in Russian as a 
foreign language. In this context, theoretical knowledge about lexical games are included in order to realize an 
effective and efficient vocabulary teaching in teaching Russian as a foreign language.  

Vocabulary teaching plays an important role in foreign language education because four basic language skills, 
such as listening, reading, writing and speaking, develop depending on how much vocabulary is known. Since words 
are the basic building blocks of communication, the ability to communicate is shaped according to the individual's 
vocabulary. Therefore, without having a good vocabulary, it will not be easy to understand and express the ideas 
spoken in the relevant foreign language.  

It is important to know how many words are required at each language level. However, active and passive 
vocabulary vary according to language levels. In order to explain the words in terms of semantics, methods such as 
visuality, translation, using synonyms or antonyms, choosing a general concept, explaining-interpreting, analyzing 
context or word formation are used.  

One of the most important aspects of having a good vocabulary is to use the dictionary correctly and well. It is 
an important feature to find words quickly and accurately from the dictionary. In order to perform an effective 
vocabulary teaching in foreign language teaching, it is important to have a vocabulary book in addition to using the 
dictionary correctly. 

In order to have a good vocabulary, a wide variety of vocabulary exercises are required. In order to achieve 
this, exercises that allow the words to be repeated frequently should be used more. The variety of exercises 
significantly affects the success of vocabulary learning. 

The game, which is an activity that includes entertainment and has specific rules and objectives, is divided into 
two classes as linguistic games and communicative games according to the purpose of use in foreign language 
teaching. The aim of linguistic games is to reinforce the subjects of different sub-branches such as phonetics, syntax, 
semantics, morphology and vocabulary by applying the game. In communicative games, the aim is not scientific 
accuracy of language, but to develop the ability to communicate, that is, to use language verbally.  

There are three basic stages of the game activity to be used in order to make foreign language teaching more 
efficient: preparation, implementation and evaluation. It is possible to make maximum use of the game by doing the 
necessary work in the best way in all three stages. It is also important to determine at which stage of the course the 
game should be played. Before playing the game, it is important that the relevant subject is learned by the students in 
advance and determined which knowledge and skills the game will develop.  

In the last section of the article, ten lexical game examples are given with explanations for use in the lessons. 
Examples of this game include detailed information on the level of the game, how many people it can be played with, 
its purpose, and how it should be implemented. These game examples can also be applied in other foreign language 
classes after some changes are made to the content.  

In the teaching of Russian as a foreign language, it is important to play lexical games as classroom activities in 
addition to traditional exercises in order to realize effective and efficient learning in the field of vocabulary teaching. 
Lexical games are used as a different activity in learning and reinforcing the meaning of words used in the relevant 
foreign language, memorizing and using words. The games increase the motivation for learning a foreign language, 
support the efforts towards language learning by facilitating the meaningful use of the language and facilitate the 
language learning process. Lexical games contribute positively to the learning of words in grammar and to form 
sentences and thus to use language as a means of communication. On the other hand, games are also important in 
terms of transforming lessons from teacher-centered into a student-centered learning-teaching environment. It is 
thought that the most important requirement for creating skills on the basis of knowledge in foreign language teaching 
is to choose a homogeneous teaching method where theoretical knowledge and practice are intertwined. Taking 
advantage of the games as an activity in class offers positive contributions both to the transformation of knowledge 
into skill and to the implementation of theoretical knowledge. 
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-Gerbik 2011: 
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