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J[Hinposcovkuti nayionanvruu yHieepcumem imeni Onecs I onuapa
PEAJIIBAIIISI CTPATEI'I HIKABOI'O HABUYAHHS 3A JOIIOMOI' OIO
WORDWALL HA 3AHSITTI 3 AHTJIIACBKOI MOBH SIK IHO3EMHOI

The article is devoted to one of the innovative, alternative tools of teaching vocabulary in EFL
classroom and offers teachers the general outline of an online platform Wordwall. Teaching online has
become more popular, yet challenging, for many students and teachers. The author considers games to
be a source of fresh ideas with the ability to relieve the monotony of education. Alongside traditional
vocabulary presentations, games play a very important role in language teaching and learning.
Moreover, games are a good way to raise students’ motivation for learning English as a foreign language
and to improve and extend learning skills, which is essential for language learning. The evidence shows
that online games significantly diversify the entire educational process. Based on our teaching
experience, we can state that introducing vocabulary through online games greatly facilitates students’
understanding, raises their engagement into the lesson, makes them interested to advance in their
learning, provides new ideas and brings variety into the classroom. Wordwall provides teachers with
plenty of templates, ranging from the common multiple-choice quiz to matching pairs, anagram, sorting
out, or cloze questions. Teachers can create resources and host activities by sharing an assignment link
with students. Students can do the activities as an interactive in-class part or as homework. Students’
activity results can be tracked by the teacher.

Keywords: alternative tools of teaching, vocabulary, online platform, gamification, templates,
interactive games.

CrarTsl mpuCBSYE€HA OAHOMY 3 AJbTEPHATHBHHUX 3aC00iB HABYAHHS AHIIHCBHKIA MOBiI fiK
iHO3eMHIll I MPONMOHYE BUKIaJa4YaM 3arajibHuil oriajx onjaiH-miuargpopmu Wordwall. Buknaganns
OHJIAMH CTAJIO OLIBII MOIMYJISIPHUM, aJie BOAHOYAC i CKJIAIHUM 3aBJAAHHAM JJ1s1 0araTtboX CTYJAEHTIB Ta
BHKJIaaviB. ABTOpP CTAaTTi BHCJIOBJIOE IYMKY, IIO IirpM € JKepeJioM HOBHX ilell i MPUBHOCATH
pisHoMaHiTHicT, B HaBuaHus. Ilopsix i3 TpammuiiinmMm cnoco6aMm mnpe3eHTAUil JEeKCMYHOIO
MaTtepiaJjy, irpu BifirpaoTh BaxJIUBY pojb Y BUK/JIaJaHHI Ta BUBYeHHI MoBU. OKpiM Toro, oH-jn1aiiH
irpu — rapHuii cnocié MiABMIUTH MOTHBALiI0 CTYIEHTIB 10 HABYAHHS, BAOCKOHAJIUTH TAa PO3MIUPUTH
HABYaJIbHi HABUYKH, 110 € HEOOXiTHUM NPU BUBYEHHI MOBH. DaKTH CBIIYATH, IO irpy 3HAYHOIO MipoOI0
poO3MaiTATH yBech OCBiTHIii mpomec. Cnupamwuynch Ha Ham npodeciiHuii 10cBiA, MH MOXKeMO
CTBEPI:KYBATH, 10 Mpe3eHTallisi JeKCMKH 4Yepe3 irpu 3HA4YHO IOJIErUIy€ PO3YMiHHSI Martepiany,
NMiABUIIY€ PiBeHb AKTHBHOCTI CTYA€HTIB HA 3aHATTI, 320X04Y€ IX 10 MOAAJBIIOr0 NPOrpecy B HABYaHHI.
Wordwall Hagae Buk/IagayaM pi3HOMAHITHI WIA0JI0HM, NMOYMHAIYU BiJ 3BMYAHHOI BIKTOpMHM 3
AeKlIbKOMa BapiaHTaMM BiINoBizeil i 3akiH4yl04M 3aBJaHHSAMH HAa BCTAHOBJICHHSI BiMOBigHOCTEH,
aHarpaMamMM, COpTYBaHHSIM a00 MUTAHHAMM 3aKPUTOro Tumy. BunTesi MOXKYTh CTBOPIOBATH pecypcHu
Ta NPOBOAUTH BIPABH, HATAIOYH CTYJAEeHTAM MOCHJIAHHSA HA 3aBJaHHs. CTyAeHTH MOKYTh BUKOHYBAaTH
3aBJAaHHsA fAK IHTEPAKTHMBHY YACTHHY 3aHATTA a00 fAK AoMallHE 3aBAaHHs. Bukiaamau moske
BiICTe:KyBaTH pe3yJbTATH POOOTH CTYAEHTIB.

Kniouoei cnoea: anbrepHaTHBHI IHCTPYMEHTH HaBYaHHs, CJIOBHUKOBMH 3amac, OHJaWH-TUIATQopMa,
reiiMigikarris, aOJIOHH, IHTEPAKTUBHI irpH.

While the years 2020 and 2021 will undoubtedly be remembered for the sudden
and unexpected throughout the world spread of COVID-19, which threatened people
around the world, and the fight, vaccination and immunization against the coronavirus
respectively, the year 2022 was marked by the shocking news related to Russia’s



second invasion of Ukraine, thus, bringing the whole educational system on an online
track. There have been almost three years of unprecedented challenge for Ukrainian
teachers working online. They were put on a razor's edge by new and ever-increasing
demands for tech solutions.

Computer Assisted Language Learning (CALL) has become central to advances

in teaching methods. Thus, there has been much theoretical discussion about blended
learning and more recently about gamification, which involves ‘“utilizing the
motivational and emotional power of games for other purposes not solely related to the
entertaining purposes of the game itself” [1, 28]. Needless to say, gamification is
consistent with CLT principles and techniques, such as those that use a task-based
approach to indirectly teach aspects of language. The connection between gamification
and new technologies in language teaching and learning is deeply rooted: game
mechanisms can be powerful motivators [2], making gamification programs a useful,
If not essential, tool for teachers. Games are one of the alternative essential tools in the
modern English language classroom. They allow students to think in an original and
creative way, put what they have learnt to immediate use, create experiences with their
classmates, and get away from the daily classroom routine.

The main objective of the given paper is to give a general outline of online
platform Wordwall (worldwall.net) [3], which is a multifunctional tool for creating
both interactive and printed materials, and to supply teachers with practical tips how
effectively use it.

The platform requires at-cost subscription and offers two levels of user license:
regular and premium. Even with regular one (60 Ukrainian hryvnias per month) a
teacher can have a lot of opportunities to incorporate game process into teaching.
Among the regular templates are: Match up, Quiz, Random cards, Open the doors,
Random wheel, Missing word, Anagram, Group sort, Find the match, Unjumble,
Labelled diagram, Matching pairs, Wordsearch, Flip tiles, True or false, Gameshow
quiz, Image quiz, Maze chase (pic. 1). Teachers can use the above mentioned templates
to create well-known activity types such as multiple choice, grouping or matching, or

more complicated games and quizzes.
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Picture 1.

Interactive games can be played on any device with a web interface, such as a
computer, tablet, phone, or interactive whiteboard. They can be played by the students
themselves, or by students under the guidance of a teacher taking turns in front of the
class. Printables can simply be printed or downloaded as a PDF file. They can be used
as supporting material for interactive or as independent learning tasks.

To create a new activity, you should first select a template and then enter your
content (pic. 2). It's simple and means you can create a fully interactive activity in a

couple of minutes.

Keyword

Picture 2

In picture two you can see the process of entering our own content on the
example of topic “Higher Education” for the fourth-year students of English Philology
Department of Oles Honchar Dnipro University (tasks for the text “Learning for Life”

from “Gold” textbook, progress to proficiency level).
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Learning for Life

Drag and drop each keyword next to its definition.
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Picture 4

When you've created an activity, you can switch it to a different template with
one click only. This will save a teacher’s time and is useful for differentiation and
boosting the vocabulary. For instance, if you created a Match up activity as in pictures
three and four, you could turn it into any other activities mentioned above (picture
three). Let’s take Quiz, for instance (pic. 5), Gameshow quiz (pic. 6), or Maze chase
(pic. 7).
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Picture 5
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Learning for Life

Picture 7

The aim of Maze chase is to lead a yellow character to the correct answer box,
whilst avoiding the “green enemies”. Besides the knowledge of lexical units, the game
requires quick reaction, self-control and the feeling of competitiveness.

As for competiveness, all the activities of Wordwall are competition-based
activities, which can keep students in positive suspense throughout the game and
encourage their quicker decision making. Picture eight shows a leaderboard which can
be set in different modes. The teacher can easily see the score and the time of each

student who submitted their answers and entered their names.

Leaderboard

Picture 8



Almost every template has a timer setting in the options panel. You can
change this in advance of starting the game.

Options
(O None @ Countup (O Count down 5 % m 0 < s
RANDOM (@) Different layout each play () Always the same layout

Show answers

Picture 9

Templates that are designed to be teacher-led (e.g. Seating plan and Brainstorm)
also allow the teacher to change the timer whilst the game is running. You can do this
by clicking on the timer readout. Setting the time adds extra pressure to the game by
including a time limit to complete the level or challenge. Using a digital stopwatch,
giving students a time limit will add an extra element of challenge to your activities
and help you stay on track with your class too. It also fosters cooperation and
competition between students and adds a touch of adrenaline just as in many games.

One of the essential advantages of Wordwall is that a teacher can improve his or
her own content at any time. It is also possible with the other teachers™ activities in case
you are logged in. The other advantage is that a teacher can set up homework
assignments and the students do not need to visit the main activity page. The results
can be tracked in “My Results” section. The only inconvenience is that not all the
templates support the option assignments. Nevertheless, among those supporting with
regular subscription are: Anagram, Crossword, Find the match, Gameshow quiz,
Labelled diagram, Match up, Maze chase, Missing words, Quiz, True or false,
Unjumble, Wordsearch.

Thus, the benefits of using Wordwall are:

e It saves a teacher's preparation time: once having inserted words and
meanings, you have a pack of exciting activities.

e It makes an online class interactive.

e It results in real communication involving ideas, emotions, quick
reactions and adaptability.

e |t can reduce a teacher's workload on paper stuff like handouts.

e It helps a teacher monitor students™ performance.



e A teacher can easily share activities he or she creates with other teachers
by making them publicly available on Wordwall website (it should be
noted that the author of the article uses her own content only).

For the author of the article, as an active user of the platform, there is only one
drawback, which is a limited number of templates for free. One teacher can only create
5 resources (but unlimited assignments) with a free account, and printables are also not
allowed.
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