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The multidimensionality of vocabulary learning was brought into light after it had been 

largely ignored in the early 1980s(Shen, 2003). During that time, the ELT classroom offered 

vocabulary limited room by soothing notional and functional aspects of language. Deprived of 

sectional autonomy, vocabulary learning was rather considered pooled with the overall 

framework of ELT (Ostyn & Godin, 1985). As a result, the materials dedicated to the skill were 

very few. However, from the 1980s on, thanks to the loyalty of the language pedagogy, 

vocabulary overstepped all the hurdles and appeared as equivalently important as grammar 

(Nation, 1997). Ever since the place of the skill in ELT was redirected, that discrimination and 

avoidance vanished seemingly no longer to occur. This, consequently, gave rise to research into 

its theoretical stances and classroom practices. Researchers also began to realize that the 

difficulties learners encounter, both in reception and production, often result due to lack of 

adequate vocabulary which even extends in situations where people possess higher language 

competence and performance (Nation, 1997). Since, for various reasons, the unlikely mastery of 

the skill demands a lot of effort, systematic learning enables users to develop it. 

It is generally taken for granted that vocabulary is an essential tool for using a language 

for communication whereas a lack of adequate vocabulary could break down effective 

communication. This skill is a core component of language proficiency providing the basis for 

how well learners speak, listen, read, and write (Richards & Renandya, 2002). A simple 

definition of vocabulary is put by Hornby (1995) as the total number of words in a language. 

Emphasized in this definition are words which Todd (1987) comprehensively explains with four 

elements: orthographic - having a space on both sides, morphological - the form, lexical - all the 

forms a word can take which are clearly related by meaning, and semantic - the distinction 

between items that may be morphologically identical but different in meaning. Since having the 
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world has given rise to the technological and new dimensions of games through which their 

multi-faceted benefits can be extracted. These dimensions are also making games possible to 

contribute to the educational arena by providing opportunities to improve educational systems. 

Moursund (2007) further claims that the role of games in education has been getting an increased 

legitimacy in the past few years. Nevertheless, despite the rich history of the link between games 

and education, some scholars argue that the association is not yet well verbalized in the 

educational academia. As for Darfilal (2015) and Palanova (2010), due to the misconception that 

all learning should be serious in nature, the idea of using games in teaching and learning does not 

seem to be widely accepted and implemented although its importance has been proposed and 

justified for many years. 

2.2.2. Games Defined: Language Games in Focus 

The term game is one of the fuzziest concepts to find an agreeable definition about. The 

available meaning outlines of the word incorporate quite a range of uncommonness in terms of 

describing characteristics. A simple search for the definition of games in the internet comes up 

with a torrent of meanings dominated by computer-games. One of the reasons why it is not easy 

to find a working definition of games is their molten nature depending on the context. As such, 

the consideration of games in education ranges from simple activities for fun (Celce-Murcia & 

Macintosh, 1979) to a stand out paradigm in the form of Game-based Learning (GBL) (Perrotta, 

Featherstone, Aston & Houghton, 2013) and Gamification (Palanova, 2010). An older and 

simple definition of games by Celce-Murcia and Macintosh (1979) indicates that games are fun 

activities which almost everyone would enjoy to play. This definition which stresses the amusing 

nature of games is very general in that it could also refer to anything enjoyable during education. 

Contrariwise, GBL and Gamification respectively refer to the use of video games to support 
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teaching and learning (Perrotta et.al, 2013), and the application of game elements in non-gaming 

situations to convert useful activities into games (Palanova, 2010). Both GBL and Gamification 

are paradigms of educational computer and video-oriented games the latter being a much newer 

concept than the former.  

In illustrating non-digital classroom games which have long been the norm in language 

classrooms where digital and computer games are uncommon, scholars principally signify three 

dimensions. The first one is the broader context of play. According to Wood and Attfield (1996), 

the term play refers a variety of activities including games that are related to both children and 

adults not all of which are conductive to learning. The idea that a game is a form of play seems 

to be one point of intersection among most definitions (Aldabbus, 2008; Rixon et.al., 1991; 

Wright et. al., 1994).  

The second dimension is considering games as classroom activities and/or exercises. El 

Shamy (2001) and Hadfield (1990) define games as competitive activities played according to 

rules within a given context while Gredler (1992) presents them as competitive exercises in 

which the objective is to win. These exercises range from simple tasks such as matching 

fractions to their decimal equivalents to more complex contests such as classroom tournaments 

involving several teams. Dalton (2005) does not seem to agree with the idea of considering 

games as activities. She identifies two points of distinction between games and activities: 

communication purpose and competition. Activities involve using language for a specific 

communication purpose whereas games add the competitive element; non-game language 

activities tend to be more cooperative. 

Lastly, many scholars, in their definitions, point out a list of characteristics representing 

what a game is (Hogle, 1996; Rixon et.al., 1991). Sauvé et.al., (2007) outlined five 
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an opportunity to use the language. Language games are amusing, challenging and encourage 

and increase cooperation among learners. Thus, they not only inspire learners but also help 

teachers provide a context in which language is used meaningfully (Fotovatina & Namjoo, 2013; 

Wright et. al., 1994).This means games help the teacher to create contexts in which the language 

is useful and meaningful.  

Another advantage of language games is that they induce group and peer work by 

fostering teamwork as well as enabling successful interaction (Aslanabadi & Rasouli, 2013; 

Stojkovic& Jerotijevic, 2011).Many games can be played in small groups, thereby providing a 

venue for students to develop their skills in working with others, such as the skill of disagreeing 

politely and the skill of asking for help. The team aspect of many games can encourage 

cooperation and build team spirit.  

Language games can also be used involving all the basic language skills, i.e., listening, 

speaking, reading, and writing, and a number of skills are often involved in the same game 

(Aslanabadi & Rasouli, 2013; Lee, 1995 cited in Stojkovic& Jerotijevic, 2011; Wright et. al., 

1994). Furthermore, games are student-focused activities requiring active involvement of 

learners (Yolageldili & Arikan, 2011) and encourage learners to direct their energy towards 

language learning by providing them with meaningful contexts and intense and meaningful 

practice of the language (Wright et. al., 1994). Last, not least, is that games can provide a means 

for students to use the language outside of class time (Ellis, 2003), increase retention of subject 

material (Dempsey et al., 1994 in Hogle, 1996), improve reasoning skills and higher order 

thinking (Mayland, 1990 in Hogle, 1996) and provide a comprehensible input to learners by 

lowering the affective filter, especially for shy students (Hadfield, 1996; Krashen, 1985).  
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among each other. The smaller circle with a weighty outline is placed at the heart of this 

conceptual framework denoting vocabulary games, the independent variable. The three broken 

lines connecting this circle to the dependent variables show the research gap this study intended 

to address by investigating the effects of vocabulary games on vocabulary learning motivation, 

peer-interaction, and achievement.  
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3.2. Research Setting and Participants 

In this sub-chapter, the selection procedures of the school and the research participants as 

well as the grade level are explained.  

3.2.1. Selection of the School and the Participants 

This study was conducted in Bahir Dar City Administration due to its convenience. Bahir 

Dar, the capital of Amhara National Regional State (ANRS) of Ethiopia, is found 558 kms north 

of Addis Ababa. The information obtained from Amhara National Regional State Vital Events 

Registration Agency (ANRSVERA) shows that the total number of population of the city in 

2017 was 341,606 (Male = 161,757; Female = 179,849). According to Amhara National 

Regional State Education Bureau (ANRSEB), in the year 2016, there were 64 primary schools in 

the city with a total student population of 54,286 (Male = 26,864; Female = 27,422).  
 

Table 3.2. Bahir Dar City Administration Primary School Student Population Data 

 School ownership Location 

Government Private Others Urban Rural 

Number of 
schools 38 14 12 45 19 

Total number 
of schools 64 64 

Number of 
students 

Male Female Male Female Male Female Male Female Male Female 

21,258 21,882 3,292 3,404 2,314 2,136 20,104 20,933 6,760 6,489 

Total = 43,140 Total = 6,696 Total = 4,450 Total = 41,037 Total = 13,249 

Total number 
of students 54,286 (Male = 26,864; Female = 27,422) 54,286 (Male = 26,864; Female = 27,422) 

 
Table 3.2. indicates that from the total of 64 schools available in Bahir Dar City 

Administration, 38 were government owned, and on another parameter, 45 of the 64 schools 

were located in the urban part of the city. The school selection of this study was made through 

multistage cluster sampling technique based on a series of inclusion criteria. From an initial 

cluster of 64 primary schools in the city, school ownership was used as the first inclusion 
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missing words according to a given example, and (e) use words to complete sentences. In their 

conventional implementation in the control group, these lessons were conducted in three days 

(09-11 January, 2017) (See Appendix N2). 

On the first day, I wrote on the blackboard and introduced a list of 24 words(Bunch, 

Cheese, Chopped, Delicious, Fresh, Fried, Garlic, Hard, Honey, Hot, Juicy, Oily, Pepper, 

Pineapple, Porridge, Rice, Roasted,Soft, Spicy, Sweet, Tasty, Traditional, Watery, Wheat flour). 

This was followed by a brief explanation about the meaning of each word. Then students were 

asked to copy the words on their exercise books and to choose six words to construct meaningful 

sentences about. 

On the second day, I revised the vocabulary items students had learned on the previous 

day. Then I introduced and explained three categories (Food items, Attributes, and Adjectives) to 

which the vocabulary items could belong. Next, students were asked to group the 24 vocabulary 

items into the three categories. In the final activity of the day, students were asked to write two 

sentences that involved descriptions of food items.  

On the third day, I introduced another list of 20 words of food items (Butter, Cabbage, 

Chicken, Coffee, Cooking oil, Guava, Juice, Lemon, Mango, Meat, Milk, Onion, Orange, Potato, 

Salt, Strawberry, Sugar, Tea, Tomato, and Water). In the activities, students were asked to do 

two things. The first was finding missing words based on a given example. In the second 

activity, they chose words from the list to complete incomplete sentences.  

3.4.1.3. Lesson four 

The fourth lesson considered in this study was vocabulary of Animals (pages 75 and 89) 

(See Appendix N3). The conventional implementation of this lesson supposed students (a) to 

write down a list of animals, (b) show what animals eat and wherethey live, (c) imagine 
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On the second day, we played the game like the first day but with a new set of words i.e. 

Adjectives that describe food items (Chopped, Fresh, Fried, Hard, Hot, Roasted, Soft, and 

Traditional).The accompanying activity of the game-based vocabulary lesson of the day was 

writing as many sentences as possible that involved descriptions of food items. 

3.4.2.3.3. Chain Game 

Like Outburst, Chain Game was used in this study to teach new vocabulary set about 

Food Items, but this time two new sets of ten words each were prepared from page 72 of the 

textbook (See Appendix P3). First, students sat in groups of four, five, and six. Then the first set 

of ten words (Butter, Cabbage, Chicken, Coffee, Cooking oil, Guava, Juice, Lemon, Mango, 

andMeat) was introduced to them by showing flashcards and telling the name of each picture. 

Next, I hung the flashcards on the blackboard jotting down their names and wrote the sentence 

Almaz bought a kilo of butter from the market. Following this, I asked a volunteer student to add 

one food item on the sentence made. We continued playing the game each new student 

mentioning all the food items already stated and adding one more from the list shown in the 

flashcards. Next, the game was played by taking the flashcards off the blackboard. Once the first 

round was finished, we began playing with the second list of words (Milk, Onion, Orange, 

Potato, Salt, Strawberry, Sugar, Tea, Tomato, andWater). Finally, an activity was given to 

students to find missing words based on a given example.  

3.4.2.3.4. At the Zoo 

Through this game, 18 words about Animals were taught to students taken from their 

textbook, pages 75 and 89 (See Appendix P4). Before the commencement of the lesson, I 

prepared the pictures of all the animals students were about to learn (Camel, Chameleon, 

Crocodile, Donkey, Elephant, Giraffe, Goose, Gorilla, Hippopotamus, Hyena, Horse, Jackal, 
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Lion, Monkey, Mule, Ostrich, Rhinoceros, and Zebra). Then at the beginning of the lesson on the 

first day, I revised the names of all the animals and began playing the game by putting the 

pictures of the first six animals (Camel, Chameleon, Crocodile, Donkey, Elephant, and Giraffe) 

on the board and numbered them from one to six. After that, I called upon a volunteer to throw a 

dice I brought to the class with me. The student had to say which picture of animal on the board 

corresponded to the number on the dice and make a sentence about that animal. I wrote the 

sentence the student made and called for another student to throw the dice. We continued playing 

the first round of the game until sentences were made about all the animals on the board. At the 

end of the session, they wrote in their exercise books correct words about the names of animals 

using given jumbledletters. 

On the second day, we played the same game in two rounds with the remaining two sets 

of words (Set One: Goose, Gorilla, Hippopotamus, Hyena, Horse, Jackal, and Set Two: Lion, 

Monkey, Mule, Ostrich, Rhinoceros, and Zebra). This session took a relatively less time than the 

previous one since the students internalized the rules of the game. The final activity students did 

on this day was categorizing the animals that belonged to the same category based on what they 

eat (meat, grass, fruit, and leaves) and where they live (with people, in the desert, in the jungle, 

in the water, on the field, or on the tree).  

3.5. Procedures of Data Collection 

Similar to the procedures followed in the pilot study, the first step in collecting data for 

the main study was getting engaged with the school English teacher via the authorization of the 

school principal based on a request letter of cooperation I took from Bahir Dar University. This 

was the stage when I explained the purpose of the study, learned where the teacher was, and 

framed the experimentation period together with the school teacher. Before commencing the data 
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3.8.2. Setting of the Pilot Study 

The pilot study for this work was conducted at Dil Chibo Primary School which is found 

in Bahir Dar City Administration, Kebele 10. The school was chosen by convenience sampling 

technique after Yekatit 23 Primary School, one found in Kebele 15, failed to be included as a 

prime selection due to absence of English teacher for Grade six at the time. Convenience 

sampling was used because it primarily relies on easily accessible resources (Berg, 2001) as was 

the case with Dil Chibo Primary School which is close to Bahir Dar University and to me as 

well.  

Since the target grade level for the main study was six, the pilot study too considered 

students of the same grade level. There were four sections of Grade six in Dil Chibo Primary 

School taught by a teacher. Of these sections, two intact classes (Section 6C and 6D) were 

randomly selected drawn together with the school teacher using lottery method. The total number 

of students in the two sections was comparable i.e. 49 in 6C (23 girls) and 50 in 6D (24 girls). 

Out of these students, 30 from each section were considered for the purpose of the pilot study. 

Similar to the culture in most other Ethiopian primary schools, a session lasted for forty minutes 

whereas English was the only subject given in six sessions over the five class days of the week, 

meaning Monday through to Friday.  

3.8.3. Experimentation Procedures of the Pilot Study 

Data for the pilot study were collected between October, 2016 and November, 2016. 

Before beginning my role as a subject teacher, I had spent three days of four class sessions as an 

observer in each section.Following, the intervention was conducted in nearly three weeks. 

Pertinent to the results found from the pre-test (See Appendices T & X), the two intact classes 

were assigned randomly; section C as control and section D as experimental groups. Studentsin 
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Regarding the validity and reliability of data collection instruments, some modifications 

were made in which 8 and 6 items on the pre and post intervention questionnaires respectively 

were reduced based on the comments gained from research supervisors and a psychology 

teacher. Also, the instructions of the tests as well as the complexity level of the Amharic 

language used in the questionnaires were revised. Other than these, all the instruments were 

found to be appropriate in terms of time given for students to complete a task, test values, and 

appropriateness of question types. 

The other important lesson gained from the pilot study was about the vocabulary games 

used. Clarifying the instructions to the students in English was found to be difficult which forced 

unintended code-switching. The students asked repeatedly for clarifications on how the games 

were played. Thus, in the main study, much simplicity was required. Nonetheless, the fact that 

the games were adapted with their many characteristics helped in many ways. All the games 

were found to be suitable for the target grade level and for teaching vocabulary, and appropriate 

in terms of time, class size and classroom organization, mixed-level enclosure, and preparation.  

As far as such data collection equipment as video camera and voice recorder are 

concerned, recognizable flaws were not detected except that in classrooms where the cameras 

could not be placed properly situations would go unrecorded. A case in point is what I came 

across when I was teaching Section C students wherein one of the cameras was recording the 

roof for a full class session because of an improper positioning.  

It is also noteworthy that spending the first three days of the experimentation as an 

observer in the regular classrooms helped me obtain a glimpses of understanding about the 

method of teaching practiced by the regular class teacher. Although it is hardly possible to assert 

that observations within such a short period of time could enable me to gain the full picture of 
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Chapter Five: Conclusions, Recommendations, and Limitations of the Study 

This chapter deals with three sub-sections. Firstly, conclusions drawn from the findings 

and discussions of this study are stated. Afterwards, recommendations for further investigations 

are forwarded. Finally, the chapter closes by presenting the limitations of this study.  

5.1. Conclusions 

Collected through a vocabulary achievement test, vocabulary learning motivation and 

peer-interaction questionnaires, and interview, both the quantitative and qualitative pre-

intervention results of this study showed that the experimental and the control groups were more 

or less similar. The quantitative results, analyzed by One-way MANOVA, indicated that the 

multivariate difference between the two groups was statistically non-significant (p=0.356). 

Similarly, as was revealed by the univariate tests, the two groups were comparable in terms of 

vocabulary learning motivation (p=0.400), peer-interaction (p=0.127), and achievement 

(p=0.554). Additionally, the qualitative results of interviews, analyzed by interpretative thematic 

analysis technique, uncovered that the majority of students from both groups were similar in that 

they liked learning vocabulary, had favorable attitudes toward the existing methods of teaching 

their teacher employed as well as corresponding views of their peer-interaction during 

vocabulary lessons, and naivety to game-based vocabulary lessons. Contrary to the pre-

intervention findings, the post-intervention results, which were collected using the same three 

data collection instruments as the pre-intervention, revealed statistically significant differences 

between the two groups in most of the areas this study aimed to investigate. 

To begin with, the post-intervention multivariate tests showed that the experimental 

group and the control group were significantly different (p = 0.001) in their overall vocabulary 

learning, favoring the former group. Since both groups received similar treatments during the 
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Appendices 

Appendix A 

Vocabulary Achievement Pre-test (Main Study) + (Pilot Study Post-test) 

Name: __________________________________________                  Section: ____________ 

Time Allotted: 30 minutes                 Total Mark: 20%   Date: ______________ 

General Direction: 

This is a vocabulary test consisting of four parts. Read the instructions given to each part carefully, and 

attempt to answer all the questions that follow. Write the letters of your answers in CAPITAL 

LETTERSon the spaces provided.  

Part One: True/False (5 Points) 

Read the following sentences and write TRUE for correct statements and FALSE for incorrect ones.  

__________1.Nomadic people live in a fixed environment without moving from place to place.  

__________2. A cloth similar to a shirt and reaches from the neck to the waist is called a blouse. 

__________3. When you climb you go upwards, not down wards.  

__________4. A tie is made of metal and worn around the waist.  

__________5. A continent refers to a large landmass placed on the surface of the earth.  

Part Two: Matching (5 Points) 

Match the words given under column A with their meaning under column B. 

 

A 

________1. Fertile 

________2. Shore 

________3. Hat 

________4. Earring 

________5. Climate 

 

 
B 

A. Feature of weather conditions 

B. Covering for the head 

C. Productive 

D. Piece of jewelry worn on the ear 

E. Land that connects with lakes and oceans 
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Appendix G 

Vocabulary Achievement Post-test (Main Study) 

Name: __________________________________________                  Section: ____________ 

Time Allotted: 30 minutes                         Total Mark: 20%   Date: ______________ 

General Direction: 

This is a vocabulary test consisting of four parts. Read the instructions given to each part carefully, and 

attempt to answer all the questions that follow. Write the letters of your answers in CAPITAL 

LETTERSon the spaces provided.  

Part One: True/False (5 Points) 

Read the following sentences and write TRUE for correct statements and FALSE for incorrect ones.  

__________1.Guava is a red-colored vegetable eaten cooked.   

__________2. A big animal having a horn around its mouth is a rhinoceros.  

__________3. A chameleon lives in the water and eats fruits.   

__________4. A waiter works in the bank and gives money to people. 

__________5. A food item white in color similar to an onion is called garlic. 

Part Two: Matching (5 Points) 

Match the words given under column A with their attributes and living places under column B. 

A 

_________1. Pepper 

_________2. Mule 

_________3. Lemon  

_________4. Gorilla 

_________5. Cabbage 

 

B 

A. Jungle 

B. Field 

C. Fresh 

D. Hot 

E. Bitter  
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Part Three: Anagrams (5 points) 

The letters of the word in the box are disordered. When they are ordered properly they form a word the 

meaning of which is stated in the phrase presented aside. From the alternatives given, choose the letter of 

the word that has the correct meaning.  

1.  A person who is engaged in running, throwing, or jumping.  
 
___________    A. tathele   B. athlete  C. atlethe        D. letateh 

2.  A food item made of wheat flour. 
 
___________    A. porridge   B. goprride  C. ridepogr       D. droprire 

3.       A red-colored fruit. 
 
___________    A. warsterryb  B. tawerbrrys  C. brawsterry    D. strawberry 

4.  An animal which eats meat and lives in the water.  

___________ A. corlideoc  B. crocodile  C. decoroile        D. roliccode 

5.  An attribute of a food which shows good taste.  
 
___________    A. coidelius   B. silidecou  C. delicious     D. diclisoue 

Part Four: Multiple Choice 

Choose the letter of the word that completes or answers the given questions/sentences.  

_________1. Of the following, one is not a fruit. 

A. Pineapple   B. Papaya  C. Mango  D. Cheese 

_________2. An animal with no long neck is: 

A. goose   B. giraffe  C. hippopotamus D. ostrich  

_________3. One of the following is not an ingredient in making shiro.  

A. Chopped onion  B. Wheat flour   C. Salt               D. Cooking oil 

_________4. Where do we go to get medicines when we feel sick? 

A. To a medical doctor B. To a priest  C. To the police          D. To a carpenter  

_________5. Which of the next pairs is a wrong match? 

A. Oily chicken  B. Hard potato    C. Juicy meat           D. Watery orange 

prorigde 

rawberstry 

etahlet 

colideco
r 

licouside 
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Appendix J 

Vocabulary Achievement Pre-test (Pilot Study) 

Name: __________________________________________                      Section: ____________ 

Time Allotted: 30 minutes                      Total Mark: 20%   Date: ______________ 

General Direction: 

This is a vocabulary test consisting of four parts. Read the instructions given to each part carefully, and 

attempt to answer all the questions that follow. Write the letter of your answer in a CAPITAL LETTERon 

the spaces provided.  

Part One: True/False (5 Points) 

Read the following sentences and write True for correct statements and False for incorrect ones.  

____________1. A clerk is one who repairs cars in a garage.  

____________2. People form a crowd when they are many in number.  

____________3. Olympic participants were swimming on the pitch.  

____________4. Malaria is transmitted from a person to another by a mosquito.  

____________5.Sofa is a form of furniture on which people sleep.  

Part Two: Matching (5 Points) 

Match the words given under column A with their meaning under column B.  

A 

________1. Shaking 

________2. Dropping 

________3. Exciting 

________4. Restaurant 

________5. Gym 

 

 

B 

A. A place where people eat food 

B. Interesting 

C. A place where people do sports and exercises 

D. To fall to the ground 

E. To move from side to side 
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Part Three: Anagrams (5 points) 

The letters of the word in the box are disordered. When they are ordered properly they form a word the 

meaning of which is stated in the phrase. From the alternatives given, choose the letter of the word that 

has the correct meaning. [You may see the following example first.] 

1.  Having a low temperature and heat. 
 
__________  A. dolc  B. cold   C. docl          D. odcl 

2.  Small living things. 
 
__________  A. setinc  B. tsienc  C. cintes          D. insect 

3.  An expression of appreciation. 
 
__________  A. anhkt  B. nakht  C. kanth         D. thank 

4.  To make something to move through the air.  

__________ A. throw  B. towrh  C. hrtwo         D. whort 

5.  The movement of passengers or people. 
 
__________   A. riftafc   B. fratcif  C. traffic         D. cirafft 

Part Four: Multiple Choice 

Choose the letter of the word that meaningfully completes the blank spaces of each sentence.  

_______1. Children should not play around fire because it ________them. 

A. pours   B. protects  C. burns  D. bites 

_______2. I feel protected and ________when I am at home. 

A. nervous   B. safe   C. sleepy  D. relaxed 

_______3.The people in our village __________each other during holidays. 

A. press   B. invite  C. prefer  D. keep 

_______4. Aster was ________that she won the competition. 

A. pleased   B. tired   C. hurt   D. thankful 

_______5. What my friend told me is unnecessary and _________. 

A. useful   B. exciting  C. nice   D. rubbish 

ldco 

scniet 

anhkt 

rthwo 

fctfiar 
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Appendix M 

Vocabulary Items Students Are Expected to Know at the End of the Year (Grade Six 

English Textbook, Page 236) 
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Activity Two 
 

Step 1 - Write the following incomplete sentences on the blackboard and ask students to complete them 

using the six words.  
 

1. ___________ works in the hotel. 

2. ___________ works in the church.  

3. ___________ works with school.  

4. ___________ works with laboratory. 

5. ___________ works with thieves. 

6. ___________ cleans shoes. 














































































































































































































































