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Abstract: Economic collocationssuch aseconomic growth, interestrate, and budgetdeficitare
central to professional communication in business and finance. However, many learners struggle to
use these combinations accurately because traditional vocabulary instruction often focuses on
isolated words rather than naturally occurring lexical patterns. This article reviews recent research
ondigital game-based learning and gamification andapplies these insights to the teaching of corpus-
based economic collocations selected fromthe Academic Collocation List. Drawing on the Lexical
Approach, Flow Theory, and Keller’s ARCS model of motivation, the article proposes a practical
framework for Business English teachers. Four game formats—Kahoot-style quizzes, Quizlet
flashcard activities, business simulations, and digital escape rooms—are integrated into a three-
phase instructional sequencemoving fromrecognitionto production. The article argues that carefully
designed digital games can increase engagement, improve retention, and support the development of
collocational competence while maintaining a strong focus on meaningful language use.
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Introduction

Teachers of Business English frequently encounter a familiar problem. Learners may
understand individual words such as budget and deficit, yet still struggle to combine them naturally
in speech and writing. As aresult, their language may be grammatically accurate but sound unnatural.
This challenge is closely related to collocational competence, the ability to recognize and produce
words that typically occur together.

Economic collocations play an important role in academic and professional communication.
Expressions such as consumer confidence, fiscal policy, and economic recovery appear regularly in
reports, presentations, news articles, and examinations. For learners preparing for careers in
economics, finance, or business, mastery of such combinations is essential. Nevertheless, traditional
vocabulary instruction often relies on word lists, definitions, and isolated exercises that do not provide
sufficient opportunities for repeated contextualized exposure.

Recent developments in educational technology have encouraged teachers to explore digital
game-based learning as a means of increasing engagement and improving retention. Rather than
viewing games as distractions, contemporary research increasingly recognizes them as valuable
pedagogical tools capable of supporting language learning. This article examines how digital games
can be used to teach economic collocations effectively and proposes a practical framework for
classroom implementation.

Purpose of the article. This article has three objectives. First, it presents a corpus-based
collection of economic collocations drawn from the Academic Collocation List. Second, it reviews
relevant research on gamification and digital game-based learning. Third, it proposes a practical
instructional framework that Business English teachers can implement in secondary, tertiary, and
adult learning contexts.
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Theoretical foundations. Collocations have long been recognized as a key component of
language proficiency. According to Lewis [8], language users rely heavily on lexical chunks rather
than generating every sentence from individual words. From this perspective, fluency depends partly
on the ability to retrieve common word combinations quickly and accurately. Similarly, Nattinger
and DeCarrico [11] argue that formulaic sequences provide learners with ready-made building blocks
that support communication. Nation [10] further emphasizes that repeated encounters with
vocabulary in meaningful contexts are necessary for long-term retention.

The growing interest in gamification can also be explained through established theories of
learning and motivation. Deterding etal. [4] define gamification as the use of game-design elements
in non-game contexts. Kapp [6] notes that effective gamification involves more than points and
rewards; it requires meaningful challenges, feedback, and progression.

Flow Theory provides another useful perspective. Csikszentmihalyi [3] describes flow as a state
of deep engagement that occurs when individuals face challenges matched to their abilities.
Educational games can create such conditions by combining achievable tasks with immediate
feedback.

Keller’s ARCS model [7] highlights four motivational dimensions: attention, relevance,
confidence, and satisfaction. Digital games naturally support these dimensions through interactive
design, real-world scenarios, feedback mechanisms, and visible progress. Consequently, game-based
approaches may be particularly suitable for teaching collocations, which require repeated exposure
and practice.

Recent research on digital game-based learning. Recent studies provide encouraging
evidence regarding the effectiveness of gamification for vocabulary learning. Foroutan Far and
Taghizadeh [5] found that both digital and non-digital gamification improved learners’ collocation
knowledge and promoted a stronger sense of flow. Their findings suggest that game elements
themselves, rather than technology alone, contribute to learning outcomes.

A systematic review by Cigerci, Bozan and Gurel Cennetkusu [2] concluded that gamification
generally produces more positive vocabulary-learning outcomes than traditional instruction.
Likewise, Rofiah and Waluyo [13] reported that platforms such as Kahoot!, Quizizz, and Quizlet
increased learner motivation while reducing anxiety.

Research has also explored more immersive approaches. Canepari [1] demonstrated that
business simulations can support the acquisition of specialized economic vocabulary and
communication skills. Mudure-lacob [9] found that digital escape rooms function effectively as
formative assessment tools in ESP contexts because they combine collaboration, problem-solving,
and language practice.

Although the overall findings are positive, several limitations should be acknowledged. Many
studies focus on short-term gains and recognition-based tasks rather than long-term productive use.
Furthermore, sample sizes are often relatively small. Nevertheless, the collective evidence suggests
that digital game-based learning can make a meaningful contribution to collocation instruction.

Methods and materials. The collocations used in this framework are drawn from the Academic
Collocation List developed by Pearson Education. [12]. The list is based on the Pearson International
Corpus of Academic English, a large corpus containing millions of words from authentic academic
sources. For the purposes of this article, 50 economic collocations were selected according to three
criteria: frequency, pedagogical usefulness, and relevance to Business English contexts. The selected
items range from A2to C1 level and include expressions such as economic growth, market economy,
interest rate, financial crisis, consumer spending, fiscal policy, public debt, stock market, supply
chain, and capital market. Together, these collocations provide learners with a foundation for
understanding and discussing contemporary economic issues. Using corpus-based materials offers
several advantages. First, learners are exposed to authentic language rather than invented examples.
Second, teachers can be confident that instructional time is devoted to high-frequency and
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professionally relevant expressions. Finally, corpus-based selection helps align vocabulary
instruction with real-world communication needs. Practical applications: four digital games. The
following section presents four digital game formats that can be used to teach economic collocations.
Game 1: Multiple-Choice Races. Platforms such as Kahoot! and Quizizz are particularly useful
during the recognition stage. Students identify correct collocations under time pressure and receive
immediate feedback. For example, learners may be asked to select the expression that describes a
situation in which government expenditure exceeds revenue. The competitive element increases
engagement while repeated exposure reinforces retention.

Game 2: Flashcard Challenges. Quizlet provides opportunities for controlled practice through
matching activities, timed exercises, and retrieval practice. Students can match words such as
consumer with confidence or spending and compare related meanings. Because learners can practice
independently, Quizlet also supports out-of-class learning.
Game 3: Business Simulations. Simulations such as Virtonomics or SimCompanies provide rich
contextualized exposure to economic language. Students manage virtual organizations, interpret
reports, and make decisions using authentic terminology. When learners repeatedly encounter
collocations such as profit margin, interest rate cut, or labor market within meaningful scenarios,
vocabulary acquisition becomes more natural.

Game 4: Digital Escape Rooms. Escape rooms created through platforms such as Genially
encourage collaboration and problem-solving. Learnerssolve puzzles involving missing collocations,
matching tasks, and economic scenarios. Because success depends on language knowledge, these
activities provide an engaging form of assessment while promoting communication among team
members.

Each game type serves a different instructional purpose. Recognition activities help learners
notice collocations, controlled practice supports retrieval, simulations encourage contextualized use,
and escape rooms integrate multiple skills within a collaborative environment.

Instructional Framework. Effective gamification requires more than simply introducing
games into the classroom. Activities should be sequenced to support progressive learning.

Phase 1: Awareness. Learners are introduced to target collocations through teacher
explanation, flashcards, and short quiz activities. The objective is recognition rather than production.
Phase 2: Controlled Practice. Students complete matching activities, sentence-building tasks, and
collaborative challenges. At this stage, they begin producing collocations with support.
Phase 3: Productive Application. Learners participate in simulations, discussions, presentations, and
report-writing tasks. They are encouraged to use collocations independently within realistic business
contexts.

This progression reflects findings from the literature suggesting that learners benefit from
moving gradually from recognition to productive use. By combining explicit instruction with repeated
game-based practice, teachers can provide both structure and motivation.

Discussion and results

The framework proposed in this article suggests that digital game-based learning can address
several common challenges associated with collocation instruction. First, games increase the
frequency of exposure to target language. Second, they provide immediate feedback that helps
learners notice errors. Third, they create opportunities for repetition without the monotony often
associated with traditional vocabulary exercises.

At the same time, gamification should not be viewed as a replacement for sound pedagogy.
Digital tools are most effective when integrated into broader instructional goals. Teachers should
ensure that learners eventually use collocations in authentic speaking and writing tasks rather than
relying exclusively on recognition activities. Practical considerations must also be acknowledged.
Access to technology varies across educational settings, and some teachers may have limited
experience with digital platforms. Fortunately, many game principles can be adapted to low-
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technology environments through card games, classroom competitions, and collaborative problem-
solving tasks.
Future research should investigate the long-term effects of gamification on productive
collocation use and explore how different learner populations respond to various game formats. Such
research would strengthen our understanding of how digital game-based learning contributes to
vocabulary development.
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Table 1. Fifty Corpus-Based Economic Collocations (A2—C1) with Definitions.

Collocation

economic growth
market economy
interest rate
small business
financial crisis

budget deficit
consumer spending
economic development
price increase

supply and demand

unemployment rate
trade deficit
fiscal policy

monetary policy

gross domestic product
(GDP)

public debt
capital investment

economic indicator
real estate
profit margin

competitive market

CEFR

Bl

Bl

Bl

A2

B2

B2
B2
Bl
A2
Bl

B2
B2
C1
C1

B2
B2

C1
Bl
B2

B2

Definition (Short, Friendly)
When a country’s economy gets bigger and produces more

An economy where prices come from supply and demand, not
government

The percentage a bank charges to lend money (or pays you to
save)

A company with few employees, often owned by one person

A sudden time when banks, companies, or people lose a lot of
money

When a government spends more than it collects in taxes
The total money people spend on goods and services
Improving a country’s economy and people’s quality of life

When something costs more than before

Relationship between how much is available and how much
people want it

Percentage of people who can work but cannot find a job

When a country buys more from abroad than it sells

How a government uses taxes and spending to manage the
economy

How a central bank controls money and interest rates

Total value of everything a country produces in one year

All the money a government owes to lenders

Money a company spends on buildings, machines, or technology

A statistic (like GDP) that shows economic health
Land and buildings — houses, offices, shops
Difference between cost to make and selling price

A market with many sellers; none can control the price
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Collocation
business cycle

economic policy
labor market

emerging market

currency exchange
stock market
sovereign debt

fiscal deficit
consumer confidence

economic recovery
tax revenue

financial market
minimum wage

economic downturn

value added tax (VAT)

purchasing power
balance of payments
natural resources

economic activity

housing market
interest rate cut
tax cut

supply chain
bond market
economic output

fiscal year

CEFR

C1

C1
B2

C1

B2
B2
C1

C1

C1

B2
B2
B2

A2

B2

B2

C1

C1

Bl

Bl

B2
B2
B2

B2

C1

C1

B2
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Definition (Short, Friendly)

Natural up-and-down pattern of economic
slowdown

A government’s plan for managing the economy
Supply of workers and demand from employers

growth and

A developing country’s economy that is growing fast

Changing one country’s money into another’s
Place where people buy and sell company shares
Money borrowed by a national government

Same as budget deficit: spending more than tax income

How optimistic people feel about the economy and their own
money

Period when the economy gets better after a recession

Money a government collects from taxes

General term for places where stocks, bonds, and currencies are
traded

Lowest hourly pay an employer canlegally give a worker

Period when the economy slows and unemployment rises

Tax added at each stage of production,
consumer

paid by the final

What a unit of money can buy; decreases with inflation
Record of all money flowing into and out of a country
Materials from nature (oil, wood, water) used for economic gain

Any action that produces, buys, or sells goods or services

Supply and demand for houses and apartments
When the central bank lowers the borrowing rate
Reduction in how much tax people or businesses pay

Network of people and companies that make and deliver a
product

Marketplace where governments and corporations borrow
money by selling bonds

Total value of what a country produces (similar to GDP)

12-month period used for budgeting (not necessarily January—
December)
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No. Collocation CEFR Definition (Short, Friendly)
48 savings account A2  Bank account where you keep money and earn a little interest

Deal between countries to make trade easier (e.g., lower import
taxes)

Financial system where companies raise long-term money by
selling stocks or bonds

49 trade agreement B2

50 capital market C1

Source: Adapted from Pearson Education (2014). CEFR levels are estimated using CEFR
descriptors.

Conclusion

Economic collocations are essential for effective communication in business, economics, and
finance. Yet many learners struggle to acquire these expressions through traditional vocabulary
instruction alone. Drawing on recent research and established theories of learning, this article has
argued  that  digital game-based  learning provides a  promising alternative.
By combining corpus-based collocation selection with engaging instructional activities, teachers can
create learning experiences that promote attention, motivation, confidence, and retention. Kahoot-
style quizzes, Quizlet activities, business simulations, and digital escape rooms each contribute
unique benefits when integrated within a structured instructional sequence. The goal is not to replace
good teaching with technology. Rather, it is to use digital tools strategically to support meaningful
language learning. When learners can confidently understand and use expressions such as economic
growth, consumer confidence, or fiscal policy in authentic contexts, they move closer to the
communicative competence required in academic and professional environments.
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IQTiSADI KOLLOKASIYALARIN ROQOMSAL OYUN OSASLI TOLIM
VASITOSILO TODRISI

Fariz Kazimov
Muallim
Azarbaycan Universiteti
fariz.kazimov@au.edu.az

Xiilasa. Igtisadi artzm, (economic growth) faiz daracasi (interest rate) va biidca kasiri (budget
deficit) kimi igtisadi kollokasiyalar (s6z birlasmalari) biznes va maliyya sahasinda pesakar Ginsiyyatin
markazinda dayan:r. Ancag bir ¢ox dil dyrananlar bu birlagsmalari daqiq islatmakda ¢atinlik caKkir,
clnkiananavi liigat tadrisi asasan tabii sakilda islanan leksik modellara deyil, tacrid olunmusg tok -tok
sOzlora digqgat yetirir. Bu magala ragamsal oyun asasl: talim va oyunlasd:rma (geymifikasiya) tzra
son tadqiqatlar: nazardan kegirir va bu baxislar: Akademik Kollokasiya Siyahisindan segilmis korpus
asasl: 50 iqtisadi kollokasiyan:n todrisina totbiq edir. Leksik yanasma, Axin nazariyyasi (Flow
Theory) va Kelerin motivasiya lzro ARCS modelino asaslanarag, mogalo Biznes Ingilis dili
muallimlari Uglin praktiki ¢cargiva toklif edir. DOrd oyun format: - Kahoot tipli viktorinalar, Quizlet
flagkart faaliyyatlori, biznes simulyasiyalar: va ragamsal quest otaglar: (escape room) - tanzmadan
istehsala dogru iralilayan Gi¢ marhalali tadris ard:cill:gina integrasiya olunur. Magala stibut edir ki,
diqgatlo hazirlanmis ragamsal oyunlar monal: dil istifadasina gucli diggati saxlamagla yanas:, calb
olunman: artira, yadda saxlaman: yaxs:lasd:ira va kollokativ kompetensiyan:n inkisafin: dastakloya
bilor.

Acar sozlar: igtisadi kollokasiyalar, ragamsal oyun asasl: talim, oyunlasd:rma, biznes ingilis
dili, liigatin monimsanilmasi

OBYYEHHUE DKOHOMHNYECKHUM KOJUVIOKAINUAM C IOMOIBIO IUPPOBbLIX
HUI'POBBIXMETOJ0OB

® apus KazeimoB
Tperno/aBaresb
VYuuBepcureT AszepOaiixan
fariz.kazimov@au.edu.az

Annomauusa: Takue >KkonoMuueckue Koalokayuu, Kak €COnomic growth (sxomomuueckuii
pocm), interest rate (npoyenmnas cmasxa) u budget deficit (6ro0acemnbiii depuyum) sanumarom
YEHMPAIbHOE Mecno 6 PO ecCUOHANbHOU KOMMYHUKayuu 6 cghepe busneca u punancos. Tem ne
Menee MHO2Ue Y4 Uuecs UCnblmblearom mpyOHOCML C MOYHbIM UCNOIb308AHUCM IMUX COYCMAHUIL,
NOCKONbKY MPAOUYUOHHOE 0DYyueHUe IeKCUKe 4acmo (QOoKyCUpyemcs ha OmoeabHblX C1064X, d He Ha
ecmecmeeHHO 6CMPeualowUxcs 1eKCU4eckux mooensx. B oannoui cmamve paccmampuearomcs
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nocueonue Ucciedo8anus 8 0oacmu yughposo2o usposo2o 00yueHus u cetiMupurayul, a maxice
npeonazaemcs npuMeHums noy4eHHble 8b1600bl K npenooasanuio 50 Kop nyCHbIX IKOHOMUYECKUX
KoJLOKayutl, omoopanuvix uz Axademuueckoco cnucka xoanokayuti (Academic Collocation List).
Onupasce Ha nekcuyeckuil nooxod, meoputo nomoxa (Flow Theory) u mooenrs momusayuu ARCS
Kennepa, cmamos npednacaem npakmuueckyto pamxy 0is npenooagameieti 0e106020 AHSIUUCKO20
azvika. Yemwvipe ueposvix popmama — suxmopunwvl 6 cmuie Kahoot, kapmounvie axmuenocmu
Quizlet, oenosvie cumynayuu u yughposvie komnamel keecma (eSCapPe rOOMS) — unmezpUpo8avl 8
MPEXOIManuyo  00yuanwyyo nocied08amelbHOCMb, Komopas 6e0ém om  V3HA8AHUS K
nPOOYKMUBHOMY UCHOIb308aHUIO. B cmambe 0b60cHoevisaemcs, umo muamensHo paspabomantvle
Yugposvie ucpvl MO2ym nOGbICUMb 808AEUEHHOCHIb, VIYYUUNb 3ANOMUHAHUE U CNOCOOCMBOB8ANT
PA36UMUI0 KOJIOKAYUOHHOU KOMNEMEeHYUU, COXPAHAA NPU IMOM YEMKYIO HANPABIEHHOCHb HA
OCMbICTIEHHOE UCNOIb308AHUE A3bIKA.

Knroueswie cnosa: sxonomuueckue KOJIOKAyUU, Yyu@dposoe ueposoe ooyuenue, 2etimupurayus,
010801 AH2AUUCKULL, YCBOCHUE TeKCUKU.
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