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In communication, the correct choice of words plays an important role in transmitting the 

meaning we intended to. Poor vocabulary affects the comprehension of a text. Vocabulary plays 

a higher role in interpreting a text than that of syntax or previous knowledge. Teaching 

vocabulary also includes the presentation of lexical items in real life contexts or in a learning 

situation that the learner has to master and it implies: 

 recognizing words in their spoken or written form; 

 recalling them at will; 

 relating them to an item or concept; 

 using them in correct grammatical structures; 

 pronouncing and spelling them correctly. 

 The use of computer and information technologies in language learning and teaching has 

made computer assisted language learning to become a research field on its own. Language 

teachers and students are becoming more familiar with the use of computers for language 

learning purposes, as computerized exercises, electronic dictionaries or hand-outs, hypertext and 

the Internet offer them exciting and innovative vocabulary learning instances. When designed on 

educational principles, these tools can turn into proper mediums for vocabulary learning and 

practice. 

 Computer-assisted vocabulary tools such as on-line dictionaries, hypertexts offer students 

definitions, examples of sentences, with proper explanations and even pictures and videos to 

exemplify the given word. 

 According to Alessi and Trollip
2
, such tools can be divided into: 

1. Tutorials - guide the learner through the information and present it; they always provide 

feedback for students 
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 For example, a software/site
3
 can at first present its learning objectives on a certain topic, 

then show some examples with further practice through certain exercises and in the end the 

student has a clear image of what he/she knows. 

 

 

2. Hypermedia - connects parts of information, showing the relationships between them. 

 For example, a word
4
 sends the student to its graphic representation or its definition, 

synonims and antonyms just clicking on it. This is customary in dictionaries, encyclopedias. 
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3. Drills - are very used in learning vocabulary. They can have the form of:  

 pair associations: students can associate text-to-text information, auditory to text, text to 

picture, auditory to picture, text to numeric items etc. 

 

(The parts of a car - text to picture association, content provided by MacMillan and SIVECO România in 

AeL system) 

 



 

(Going Shopping - text to text association, content provided by MacMillan and SIVECO 

România in AeL system) 

 

 multiple choice: students have multiple choices to fill in the blanks accordingly 

 

(Climate, content provided by MacMillan and SIVECO România in AeL system) 

 sentence-completion: students have to complete given sentences or texts with words so as 

to practice the topic required 



 

(Using words metaphorically, content provided by MacMillan and SIVECO România in AeL system) 

 

 short-answer questions: 

 

(Everyday Language, content provided by MacMillan and SIVECO România in AeL system) 

 

4. Educational games - use the form of playing for repeating vocabulary items learnt. They are 

motivating for learners and encourage them to understand and learn better things that otherwise 

they would not want to learn. 



For example when revising fruits and vegetables, the following computer game can be played to 

check understanding of the taught vocabulary. The student can see for him/herself how many 

words he/she knows and replay the game until full understanding is provided: 

 

(Mr Fletcher’s Shop, content provided by MacMillan and SIVECO România in AeL system) 

 

(Mr Fletcher’s Shop, content provided by MacMillan and SIVECO România in AeL system) 

 

Using computers to improve the learning process has benefits for both language teachers 

and students. Teachers have to present language items, help students practice learned language 



items and provide opportunities for students to improve reading, listening, writing and speaking 

skills in the target language. Thus, computers can help teachers in certain areas such as 

vocabulary learning and revision. Students can be presented vocabulary items using a computer 

which also offers feedback, in the form of correct answers and explications, and help fixation.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


