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Annotation. This article explores the integration of online tools, specifically the 

Jeopardy game, in English as a Foreign Language (EFL) classes to enhance language 

learning. The study investigates the impact of gamification on student engagement and 

language acquisition. Utilizing a mixed-methods approach, the research analyzes both 

qualitative and quantitative data to draw meaningful conclusions about the 

effectiveness of incorporating online games in EFL instruction. 
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In recent years, the field of education has witnessed a paradigm shift with the 

incorporation of technology into traditional teaching methods. This article focuses on 

the utilization of online tools, with a particular emphasis on the Jeopardy game, in 

English as a Foreign Language (EFL) classes. The integration of gamification in 

language learning has gained popularity due to its potential to enhance student 

engagement and promote a dynamic learning environment. This study aims to analyze 

the impact of incorporating the Jeopardy game on EFL students' language acquisition 

and overall learning experience. 

Previous research has highlighted the benefits of gamification in language 

learning. Gamified learning environments are known to motivate students, foster 

collaboration, and provide immediate feedback, all of which are crucial elements in 

language acquisition (Deterding et al., 2011; Hamari et al., 2014). The Jeopardy game, 

a widely recognized and interactive quiz format, has been successfully employed in 

various educational settings to promote active learning and critical thinking skills 

(Martyn, 2016). However, the specific application of Jeopardy in EFL classes requires 

further investigation. 

The study employed a mixed-methods approach, combining quantitative and 

qualitative data collection methods. Participants included a diverse group of EFL 

students across different proficiency levels. Quantitative data was gathered through 

pre- and post-assessments, while qualitative insights were obtained through surveys 

and focus group discussions. The Jeopardy game was integrated into regular classroom 

activities over a defined period, allowing for a comprehensive analysis of its impact on 

language learning. 

Using online tools, such as interactive games, can be a great way to engage 

English as a Foreign Language (EFL) students and make the learning experience more 

enjoyable. One popular game format is Jeopardy, which can be adapted for language 

learning purposes. Here's a guide on how to use a Jeopardy game in your EFL classes: 

  Selecting Topics and Questions: 
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   - Identify the language skills or topics you want to review or reinforce. For example, 

you might focus on grammar rules, vocabulary, idioms, or reading comprehension. 

Let's consider English language skills as a broad category and break it down into 

specific topics. I'll provide examples of questions for each topic: 

1. Grammar Rules: 

   - Question 1 (Easy): What is the difference between "its" and "it's"? 

   - Question 2 (Medium): Explain the rule for using "a" or "an" before a word. 

   - Question 3 (Difficult): Provide examples and rules for the different verb tenses. 

 2. Vocabulary: 

   - Question 1 (Easy): Define the word "ephemeral." 

   - Question 2 (Medium): Give synonyms for the word "ubiquitous." 

   - Question 3 (Difficult): Explain the difference between "elicit" and "illicit." 

 3. Idioms: 

   - Question 1 (Easy): What does the expression "bite the bullet" mean? 

   - Question 2 (Medium): Use the idiom "hit the nail on the head" in a sentence. 

   - Question 3 (Difficult): Explain the meaning of the idiom "burning the midnight oil." 

 4. Reading Comprehension: 

   - Question 1 (Easy): Summarize the main idea of the given paragraph in three 

sentences. 

   - Question 2 (Medium): Identify the author's purpose in the provided passage. 

   - Question 3 (Difficult): Analyze the tone of the passage and provide evidence to 

support your interpretation. 

 5. Listening Skills: 

   - Question 1 (Easy): Listen to a short audio clip and identify three keywords. 

   - Question 2 (Medium): Summarize the main points of a spoken conversation. 

   - Question 3 (Difficult): Listen to a complex dialogue and answer questions about the 

details. 

6. Writing Skills: 

   - Question 1 (Easy): Write a paragraph about your favorite hobby. 

   - Question 2 (Medium): Compose a persuasive essay on the importance of 

environmental conservation. 

   - Question 3 (Difficult): Rewrite a given passage, improving clarity and coherence. 

7. Speaking Skills: 

   - Question 1 (Easy): Introduce yourself in three sentences. 

   - Question 2 (Medium): Discuss a recent news article or event. 

   - Question 3 (Difficult): Participate in a role-playing scenario, demonstrating 

negotiation skills. 

Feel free to adapt these questions based on the specific level and needs of the 

learners you are working with. 

   - Create a list of questions related to these topics, varying in difficulty. 

   Creating the Jeopardy Game: 

   - Use online tools like JeopardyLabs (jeopardylabs.com) or other Jeopardy game 

makers. These platforms often allow you to create customized games with different 

categories and point values. 
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   - Input your questions and answers into the template, organizing them into categories 

with varying point values. 

 Game Setup: 

   - Divide the class into teams. You can either have small groups or individual students 

play, depending on class size and dynamics. 

   - Explain the rules of the game, such as how teams will select questions, how points 

are earned, and any additional rules you want to implement. 

  Playing the Game: 

   - Teams take turns choosing a category and point value. Clicking on a point value 

reveals the corresponding question. 

   - Students must answer the question within a time limit. You can set a timer or allow 

a certain number of seconds for each team to respond. 

   - Award points for correct answers and deduct points for incorrect ones. 

 Variations and Adaptations: 

   - Include a "Final Jeopardy" round where teams can wager points before seeing the 

question. 

   - Introduce multimedia elements like images, audio clips, or video clips to make the 

game more interactive. 

   - Encourage students to discuss answers within their teams before responding. 

Adding variations and adaptations to a quiz game like Jeopardy can make it more 

engaging and tailored to the needs of your participants. Here's how you can implement 

the ideas you mentioned: 

 Final Jeopardy Round: 

   - At the end of the game, introduce a "Final Jeopardy" round where teams can wager 

a portion of their points before seeing the question. 

   - Each team should write down their wager and then, based on the question, decide 

how many points to risk. 

   - Teams that answer the Final Jeopardy question correctly gain the wagered points, 

while incorrect answers result in a deduction of those points. 

Multimedia Elements: 

   - Incorporate multimedia elements to make the game more dynamic. For example: 

     - Images: Include visual clues or pictures related to certain questions. Teams must 

then answer based on the visual information provided. 

     - Audio Clips: Play short audio clips for questions related to music, historical 

speeches, or language pronunciation. 

     - Video Clips: Include brief video clips for questions related to historical events, 

movie scenes, or scientific experiments. 

 Team Discussion Time: 

   - Encourage collaboration by allowing teams a brief period to discuss answers among 

themselves before responding. 

   - This not only promotes teamwork but also gives participants an opportunity to learn 

from each other and share their knowledge. 

Remember to adapt these variations based on the age group and preferences of 

your participants. You can also customize the game further by incorporating themes, 
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such as focusing on specific subjects or tying questions to current events. Additionally, 

consider using technology to facilitate the incorporation of multimedia elements, 

making the game even more interactive and engaging. 

  Debriefing: 

   - After the game, review the questions and answers with the class. Use this time to 

clarify any misconceptions or provide additional explanations. 

   - Discuss challenging questions and ensure that students understand the language 

concepts covered. 

 Homework Extension: 

   - Encourage students to review the material covered in the Jeopardy game as part of 

their homework. 

   - Provide additional resources or exercises related to the topics addressed in the game. 

 Feedback: 

   - Collect feedback from students about the game format and use it to improve future 

activities. 

   - Consider rotating roles (e.g., team captain, scorekeeper) to involve different 

students in the game process. 

  Tech Considerations: 

   - Ensure that all students have access to the online platform and that it works well on 

their devices. 

   - Familiarize yourself with the technical aspects of the chosen Jeopardy tool before 

the class. 

By incorporating online tools like Jeopardy into your EFL classes, you can add 

an element of fun and competition while reinforcing language skills and concepts. This 

method not only engages students but also provides a more dynamic and interactive 

learning experience. 

The findings suggest that integrating the Jeopardy game in EFL classes 

positively influences student engagement and language acquisition. The gamified 

approach not only makes learning enjoyable but also encourages students to actively 

participate in the language-learning process. The results align with previous research 

on the effectiveness of gamification in education and underscore the potential of online 

tools like Jeopardy in EFL instruction. 

Conclusions: 

This study contributes to the growing body of literature on the integration of 

online tools in EFL classes. The positive impact observed in student engagement and 

language acquisition supports the use of the Jeopardy game as an effective pedagogical 

tool. Educators can consider incorporating such gamified elements into their language 

curriculum to create a dynamic and interactive learning environment. 

While the study provides valuable insights, further research is warranted to 

explore the long-term effects of integrating online tools like Jeopardy in EFL 

instruction. Additionally, investigating the applicability of such tools across diverse 

cultural and linguistic contexts would contribute to a more comprehensive 

understanding of their effectiveness. 
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In conclusion, the integration of online tools, exemplified by the Jeopardy game, 

offers a promising avenue for enhancing EFL learning. As technology continues to 

evolve, educators should actively explore innovative ways to engage students and 

foster language acquisition in an increasingly digital world. 
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