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Annotation: This paper presents a structured and practical approach to integrating traditional and 

digital word games into English lesson plans for ESL learners. The author underscores the importance of a 

clear lesson structure—warm-up, presentation, controlled practice, production, feedback, and homework—

while highlighting how tools like Kahoot, Wordwall, and Baamboozle can enhance vocabulary and speaking 

skills. A sample lesson focused on personality adjectives demonstrates how digital platforms improve learner 

engagement, motivation, and fluency. Sunatova also explores how gamified learning fosters collaboration, 

inclusivity, and self-directed learning. By aligning games with pedagogical goals, the paper argues, teachers 

can create dynamic, student-centered lessons that support both language accuracy and communication. 
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INTRODUCTION 

A properly developed lesson plan functions as the essential foundation for teaching 

English language in an effective manner by combining structure with creativity. The plan 

provides specific learning objectives together with activities and serves as a direction for 

both teachers and students to follow every stage of the lesson. Warm-up activities that 

generate interest along with production tasks which promote independent language use 

make up essential steps that help learners develop both competence and confidence. The 

use of traditional educational tools alongside digital resources like word games in modern 

classrooms enables better learning experiences because of technology support. The research 

examines the educational impact of using word games within organized lesson structures 

to improve vocabulary skills while encouraging learner involvement and communication 

abilities in ESL students. Through the combination of educational play and teaching 

objectives teachers develop lessons which both stimulate student interest and maintain 

effective learning outcomes. 

METHODS 

The implementation of structured word-game-based lesson planning demonstrated 

notable effectiveness in enhancing vocabulary acquisition, student participation, and 

communicative competence among intermediate ESL learners. By integrating digital 

platforms such as Wordwall, Kahoot, and Baamboozle, students engaged more actively in 

class activities and showed a higher level of interest in the learning process. 

During the warm-up phase, Wordwall’s “Random Wheel” allowed students to recall 

and apply existing vocabulary in spoken sentences, successfully activating prior knowledge 

and setting a positive tone for the lesson. The presentation stage provided contextualized 

vocabulary input with the support of visuals and pronunciation practice, leading to better 

comprehension and accurate usage of target adjectives such as outgoing, generous, and shy. 
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The controlled practice phase using Kahoot and Baamboozle quizzes provided 

immediate feedback and allowed learners to reinforce vocabulary with a focus on accuracy. 

These activities also revealed improved retention and correct word formation, as evident 

from the high percentage of correct answers during formative assessment. 

In the production stage, students participated in role-play tasks, particularly the 

“Describe a Celebrity” activity, which encouraged autonomous use of the new vocabulary. 

Observations showed increased fluency and creativity, with learners attempting more 

complex sentence structures. Peer collaboration during this phase fostered confidence and 

deeper engagement. 

Feedback sessions contributed to self-awareness in language learning, as students 

responded positively to both peer and teacher input. Error correction activities helped 

address recurring issues in pronunciation and word choice. 

Homework assignments, such as creating quizzes on Wordwall or Kahoot, revealed 

students’ ability to transfer classroom knowledge into self-directed digital content. These 

tasks not only reinforced the vocabulary taught but also encouraged learners to explore 

language use outside the classroom, thereby supporting long-term retention and learner 

autonomy. 

RESULTS 

This lesson plan is designed for intermediate-level ESL learners and focuses on 

developing vocabulary and speaking skills through the integration of digital word games. 

The topic centers around personality traits, aiming to help students understand and use at 

least ten adjectives such as “generous,” “shy,” and “outgoing” in meaningful contexts. The 

lesson begins with a dynamic warm-up using Wordwall’s “Random Wheel,” where 

students spin to reveal an adjective and then use it in a sentence, activating prior 

knowledge. Vocabulary is then introduced through visuals and brief definitions, followed 

by a Kahoot quiz that provides instant feedback and reinforces comprehension. To promote 

collaboration and spoken fluency, students participate in a Baamboozle team game. 
Section Details 

Theme Personality and attributes 

Content objective 

(learning outcome) 

Students will demonstrate comprehension and application of personality 

adjectives within context, along with accurate spelling and pronunciation of 

relevant vocabulary. 

Materials Interactive display (whiteboard or projector), internet connectivity, mobile 

devices (smartphones/tablets/computers), online platforms: Kahoot, 

Wordwall, Baamboozle 

Warm-up 

(5-10 minutes) 

Word association game (WordWall)-Use WordWall's “Random wheel” with 

a few starter adjectives. Students spin the wheel, say the word, and share one 

sentence using it. 

Presentation 

(10 minutes) 

Introduce personality adjectives using visuals, short description and 

pronunciation 

Controlled practice (10 

minutes) 

Kahoot Quiz or Baamboozle Team Game 

Production 

(15 minutes) 

Group division, “ Describe a celebrity” activity 

Feedback After the activity, provide feedback on language use, pronunciation, and 
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(5 minutes) fluency, focus on where students struggled or made errors. Encourage self-

correction and peer feedback. 

Homework Ask students to create their own mini-quiz using Wordwall or Kahoot 

Assessment Formative: Real-time monitoring during Kahoot and Baamboozle, Peer 

Assessment: During pair work, partners listen for appropriate use of adjectives. 

DISCUSSION 

The findings of the lesson implementation highlight the pedagogical value of word 

games in ESL classrooms, particularly when integrated thoughtfully into structured lesson 

plans.  

Traditional word games, long valued for their role in reinforcing vocabulary and 

grammar, gain new relevance and effectiveness when combined with digital tools that cater 

to diverse learner needs, promote engagement, and offer real-time feedback.  

One of the key takeaways from the lesson is the positive impact of gamified activities 

on learner motivation and active participation.  

Platforms like Kahoot, Wordwall, and Baamboozle transformed routine vocabulary 

drills into interactive challenges that made learning both enjoyable and memorable.  

These tools offered dynamic features—such as sound effects, animations, and instant 

scoring—which significantly contributed to the learners’ focus and enthusiasm.  

More importantly, they supported immediate comprehension checks and allowed for 

differentiated instruction based on real-time performance data. 

Additionally, the integration of word games supported a student-centered learning 

approach, encouraging collaboration and creativity during the production phase.  

Tasks like describing celebrities or participating in word association games not only 

developed fluency but also cultivated critical thinking and spontaneous language use.  

By shifting the focus from teacher-led explanations to learner-driven communication, 

students were empowered to experiment with the target language in meaningful contexts.  

The use of digital resources also promoted inclusivity and accessibility, 

accommodating various learning styles and proficiency levels. Visual supports, audio 

prompts, and interactive formats catered to auditory, visual, and kinesthetic learners alike. 

Moreover, many platforms offer multilingual support, which is especially useful in 

multilingual ESL classrooms. 

However, the success of these tools depends heavily on purposeful planning and 

alignment with lesson objectives. Without clear instructional goals and appropriately 

chosen tasks, games risk becoming mere entertainment rather than effective educational 

instruments.  

The lesson plan in this study demonstrated that when games are used intentionally—

linked to vocabulary targets, grammar points, and communication skills—they significantly 

enhance language learning outcomes.  

In summary, the use of word games, particularly in their digital formats, represents a 

valuable method for fostering vocabulary acquisition, communicative competence, and 

learner autonomy.  

Their inclusion in well-structured lesson plans can help create an engaging and 

supportive environment that is essential for language development in ESL settings. 
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