
Description
Cognitive stimulation, verbal
vocabulary enhancement, and social
engagement. The word chain game can
serve as an enjoyable and beneficial
activity for elderly individuals,
promoting mental agil ity,  vocabulary
growth, and social connections.

Start with a word, and then take turns
with a partner or a group to create a

new word by changing one letter from
the previous word. The goal is to create
a chain of related words. For example:

 Player 1:  Cat
 Player 2: Bat
Player 3: Bit
Player 4: Bin
Player 5: Sin

 Player 6: Sun

The game continues unti l  someone gets
stuck or repeats a word.

This activity challenges your
vocabulary, verbal reasoning, verbal

creativity,  and abil ity to think quickly.  It
also encourages creativity as you come

up with new words that relate to the
previous ones. You can adjust the
difficulty level by setting specific

categories or themes for the words or
by adding a time l imit for each turn.

WORD CHAIN
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This activity is a great way to boost
verbal intelligence, creativity and

language skills. It requires quick thinking
and the ability to come up with new

words on the spot. The chain of related
words created by the group can also lead

to interesting and unexpected
connections between concepts. To start,
choose a word that is relatively simple
and easy to change, such as "cat." The

next person might change it to "bat," and
then someone else could change it to
"rat," and so on. The possibilities are

endless, and the game can continue for
as long as the group desires.

Time Needed 
-

Learning Setting 
In group activity

Materials Required 
Flipchart and marker pen

Step By Step Guidance

Learning Objectives

Practical Tips 
To make the game more challenging, you can
set rules about the types of words that can
be used. For example, you could require that
all words be related to a specific theme, such
as animals, food, or countries. Or you could
require that all words be at least four letters
long, or that they cannot be proper nouns.
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Cognitive Stimulation:
Improve mental f lexibi l ity and adaptabil ity by generating new words and
adapting to changing letter patterns.
Enhance problem-solving skil ls by finding suitable words within a given
set of constraints.
Boost memory and recall  abil it ies by remembering previously used words
and building on them.

Vocabulary Enhancement:
Expand vocabulary by discovering and learning new words during the
game.
Strengthen word association skil ls by identifying words related to the
given word.
Deepen understanding of word meanings and usage through exposure to
various words in different contexts.

Social Engagement:
Foster social interaction and communication skil ls by playing the game
with partners or in a group.
Encourage active l istening and verbal expression as participants take
turns and exchange words.
Promote teamwork and collaboration by working together to maintain the
word chain.

Expected Results 

Source
https://americanenglish.state.gov/files/ae/resource_files/001-094-s1-word-games.pdf
https://www.pearson.com/content/dam/one-dot-com/one-dot-
com/english/SampleMaterials/Secondary/highnote/HN-4-U1-Teacher's-Book-Sample.pdf 
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