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The issue, dealing with gamification to foster learners’ motivation and vocabulary in
learning English, has been investigated recently. It is perceived that gamification will
directly affect the teaching-learning process and determine the learning ambiance.
This study aims to shed light on the extent of the employment of Jeopardy
Classroom Instruction to foster EFL learners’ motivation to learn English vocabulary.
The study deployed an action research method with three phases of pre-cycle, cycle
1, and cycle 2. Pre-cycle was to document the initial classroom condition before
using Jeopardy Classroom Instruction, while cycle 1 and cycle 2 were for knowing
the teaching-learning process situation during the use of Jeopardy Classroom
Instruction. The participants were junior high school students. The data were
collected through observation, closed-ended questionnaire, and students’ score. The
results suggested that Jeopardy Classroom Instruction is an adjunct to aid students’
motivation to learn vocabulary. It helped students to acquire self-belief, learning
focus, the value of learning, study management, planning and monitoring and
persistence. Also, it mitigated some motivation guzzlers such as learning anxiety,
low control, failure avoidance, and self-sabotage that might hinder them from
learning vocabulary.
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They have strong self-willingness to be integrated with
the English socio-cultural context rather than for career
purposes. Numerous studies confirmed that intrinsic
motivation leads to better conceptual learning, more
cognitive flexibility, greater creativity, and enhanced well-
being (Ryan & Deci, 2000).

However, the preliminary study indicated that it would
not be an easy task for English language teachers since not
all students are equally and highly motivated. Students
perceived English as a foreign language as a complex subject
to be mastered. Not to mention, the socio-cultural factor,
such as their circle of friends who are attracted to non-
English songs and movies, plays a significant factor
affecting students' low motivation and interest. Besides,
teaching English as a foreign language will be challenging
compared to English as a second language due to limited
classroom time. This may be a decisive predictor of students'
achievement to expand their range of vocabulary. English
language teachers devote their time to set their teaching-
learning process to be attractive to help students mastering
some new vocabularies (Kingsley & Grabner-Hagen, 2018).
Teachers may integrate the use of some teaching strategies,
media, and tools to gain any attention from their students,
not to mention the use of games in the educational context.

Various forms of gaming have been used in teaching
English. Jirasevijinda & Brown (2010) argued that gaming
could be an attractive and effective teaching strategy for
teaching any subjects that could be considered as
problematic and uninteresting, including English. Education
games (hereafter, called gamification) offer practical,
engaging, interactive, fun and motivating (Beylefeld &
Struwig, 2007) and build a positive learning atmosphere.
Even, Blakely et al. (2009) underlined that using games as
strategies and tools may develop students’ long-term
retention.

For this study, we investigated the jeopardy game as a
teaching strategy in English classroom instruction to
motivate students to learn English vocabulary. Jeopardy
classroom instruction is an example of gamification, which
is defined as an educational game to deliver certain
educational content (Simkin, 2013). Jeopardy game is a
game board adopted from a popular TV show with six
question-answer categories. Each question in the different
categories or columns is displayed from easy to difficult with
increasing point values ($100 to $500) (Leach & Sugarman,
2005). As a learning strategy, the jeopardy game fits for
teaching students in a group with a range of skill or
knowledge levels (Silberman, 1996). Players or teams need
to answer the questions correctly, if not, the dollar/point
value would be deducted from their scores.

A study by Revere (2004) verified that the improvement
of the students' content mastery and their course satisfaction
after playing Jeopardy in class. Jeopardy is a technique
within an active learning method that is perceived as having
many benefits, such as the high level of learner engagement
(Grady et al., 2013) and its immediate feedback procedure
(Revere, 2004). Benek-Rivera & Mathews (2004) testified
that Jeopardy has interactive instruction or active learning.

Students are more engaged in the teaching-learning
process compared to traditional classroom instruction.
However, these studies seem to fail to explain the extent of
the use of Jeopardy in classroom instruction (Grady et al.,
2013), fail to control the equal participation within groups
(Benek-Rivera & Mathews, 2004), and fail to describe how
Jeopardy benefits classroom assessment (Revere, 2004).
These studies testify how Jeopardy could be used but need
some improvements in its implementation. Based on these
particular reasons, this study aims to explain the extent of
the implementation of Jeopardy to boost the students'
learning motivation, particularly in learning English
vocabulary.

METHODS

To answer the research question, this study used the action
research method (AR) as its research design. The use of
action research was to improve the quality of the teaching
and learning process, particularly on the learner's motivation
to learn vocabulary by integrating jeopardy -classroom
instruction.

This study was carried out in two iterative cycles: Cycle 1
(July — August 2019) and Cycle 2 (August — September
2019) adjusted with (1) the students’ intrinsic motivation
improvement to learn vocabulary, we referred to Gardner's
(1985) attitude/motivation test battery, (2) better learning
ambiance, and (3) score improvements. Each cycle had four
main stages of planning, acting, observing, and reflecting, as
reflected in figure 1.

planning

[ acting

observing

reflecting

FIGURE 1 | The iterative steps of Action Research
Planning

In stage 1 (planning), we identified the problems in
accordance with the implemented curriculum 2013. On the
identification of the problems, we observed the conditions
that might affect the students' intrinsic motivation to learn
and the most challenging problem for them. Based on the
preliminary result, we set our focus on vocabulary
improvement since it functions as the basic knowledge for the
students. These results shaped our teaching scenario, such as
the materials, tools, media, approaches, methods, and
strategies to be used to improve the problems (see Figure 2,
as an example). The teaching scenario was adjusted with
Jeopardy as the primary strategy for classroom instruction. In
this stage, we also designed the classroom observation form

to see behavior/attitude changes and learning situations
during the ‘mm‘hing_lpqming activities
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FIGURE 2 | The constructed Jeopardy Game

Acting

In stage 2 (acting), we collaborated to perform our teaching
plan that has been proposed in the previous stage. In acting
out, we tried to maintain our portion to talk with the focus
on the students' improvement.

In setting the class with jeopardy classroom instruction,
we taught them by building their background knowledge.
We used an exciting video to grasp their attention towards
the new vocabulary introduced to them. To start
implementing Jeopardy in our classroom, we organized our
students into 8 groups of 4 students. We preferred to team
up the students and have them compete with each other (Bee
& Hayes, 2005). It aimed to appeal to their attraction and
increase the students' involvement. The game began with
tossing a coin to decide which group would have the first
opportunity to select a question category based on a
particular rupiah amount (e.g., IDR 5.000, IDR 10.000, IDR
20.000, and IDR 50.000). The more money the students
might choose the more difficult question that the students
might have. As in the TV show, the students had 10 seconds
to answer the question. They had to introduce themselves,
answer the prompts correctly, and use good and proper
vocabulary. We collaborated to decide whether the answer
given was correct or not. If the group member successfully
answered the questions, they might keep the card and take
the counterfeit money. The team with the biggest amount of
money won the jeopardy game.

Observing

The observing stage (stage 3) was an ongoing process that
was done simultaneously as the acting stage (stage 2).
During this stage, we observed the class situation by
implementing a chosen strategy. At this stage, we gathered
information such as the strengths, weaknesses,
opportunities, and threats of the strategy. We started
observing to analyze the teaching-learning process, such as
the learning ambiance right from the acting stage started in
accordance with the constructed classroom observation.

Reflecting

The last stage was the reflection stage. All of the observed
acting plan results were contemplated and discussed whether
the teaching strategy improved classroom conditions,
developed the students' motivation, and assisted students in

learning English vocabulary. The reflection results were to
see whether the implemented scenario needed to be revised
and improved.

Participants

The participants involved 32 seventh graders of a public
school in Magelang whose ages ranged from 12-13 years
old. These participants were chosen along with the new
school admission system in 2019 that the central government
ruled schools to accept students based on the school zoning
system. The school is reputable with its best academic
performances for more than decades in Magelang
Municipality, but the new zoning admission system causes a
class with significant ability differences. The participants
were purposively selected since the class learning motivation
was varied compared to the other classes.

TABLE 1 | Demographic Information about the respondents

Age

Below 12 14
After 13 18
Gender

Male 12
Female 20

Data Collection

To collect data, there were some instruments used (i)
classroom observation form, (ii) questionnaire, and (iii)
written test. The observation sheet was used to document
any qualitative data, such as behavior and activity during the
process. The observation was adapted from Martin's (2003)
Student Motivation Scale with six motivation boosters (self-
belief, learning focus, the value of learning, study
management, planning and monitoring, and persistence) and
four motivation guzzlers (anxiety, low control, failure
avoidance, and self-sabotage) to see the students’ intrinsic
motivation in learning preceding the teaching scenario and
the learning progress from Cycle 1 to Cycle 2. The
questionnaire was the Likert-scale survey that was adapted
from Gardner's (1985) Attitude Motivation Test Battery. It
acted as a student's self-assessment to elicit their learning
motivation in learning vocabulary. The written test was to
document the quantitative data and to see the students'
improvement. Since action research is a mixed method, these
collected data were analyzed qualitatively and quantitatively.
The mixed-method was opted to document any development
during the teaching-learning process were verified and
supported with the quantification (students' score
improvement).

Data Analysis

This study adopted Burns' (2010) framework with five
stages: (1) assembling your data, (2) coding the data, (3)
comparing the data, (4) building meanings and
interpretations, (5) reporting the outcomes. Burns (2010)
defines assembling data as collecting all the data, reviewing
the questions, and going through them to find patterns, ideas,
and trends. Coding the data means refining into more
specific patterns and identifies the qualitative data.
Comparing the data was to triangulate different sets of data
and display them in charts. Building meanings and
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interpretations is essential to see the abstract concepts which
could be done by thinking deeply, posing questions, and
refining personal theories. Reporting the outcomes deals
with presenting the research and organizes the whole story
of the research.

RESULTS AND DISCUSSION

Pre-cycle phase

The pre-cycle phase preceded the four stages carried out in
cycle 1, the students were observed to see their motivation in
learning vocabulary tailored from Martin's (2003) Student
Motivation Scale. The use of an adaptable scale was to
observe a view of conditions and the level of students'
motivation in learning vocabulary before the activities were
carried out.

TABLE 2 | Student motivation Level in learning vocabulary
in the Pre-cycle Phase

Motivation Descriptor Mean Motivational
Level
Motivation boosters
Self-belief 2.41 Low
Learning focus 2.00 Low
Value of learning 3.00 Moderate
Study management 2.13 Low
Planning and 2.00 Low
monitoring 1.67 Low
Persistence
Motivation guzzlers
Anxiety 1.45 Low
Low control 2.15 Low
Failure avoidance 1.93 Low
Self-sabotage 2.07 Low

(Source: Martin, 2003)

Table 2 describes the students’ motivation level in
learning vocabulary in ten indicators with three different
low to moderate degrees of motivation. Table 2 shows that
the participants are likely not to have strong self-belief and
confidence, learning focus, study management, planning &
monitoring, and persistence toward their ability to learn
vocabulary, learning focus, even though they value the
importance of vocabulary learning. These data were in line
with their self-assessment with Gardner's (1985) Attitude
Motivation Test Battery in Figure 3.

High = Moderate = Low

FIGURE 3 | Students’ Motivation in Learning Vocabulary
in Pre-Cycle Phase

Figure 3 describes the students' motivation level in
learning vocabulary in three different categories of low-
moderate-and-high motivation. The chart shows that 15
students (almost 50%) had moderate motivation in learning
vocabulary. The students in this category paid attention to
the teaching instruction and did the assignment, but had
difficulty learning vocabulary due to the fact that their
arguments that English is only one of the subjects they have
to pass and not to fail. Meanwhile, 13 students had low
motivation (41%) as seen from their behavior attitude: they
tend to sit with a slump, slouch position, lean back on the
chair, or put their heads on the table. Students with low
motivation to learn vocabulary were situated in difficult
situations between their low ability to understand the
instruction and their terrifying feelings when learning with
peers who have moderate and high motivation. They did not
know how to join the class interaction and preferred to be
silent rather than make mistakes, as seen from their
behavior. The chart also depicts the fact that only four
students (9%) had a high motivation to learn vocabulary.
The students had their motivation beyond passing the exam,
but they wish to use the vocabulary to interact with Native
English Speakers.

The big gap between high motivated and low motivated
students led to the conclusion that the existing teaching-
learning process requires some improvement and needs to be
rectified and solved in proper action. It could be perceived
that students' motivation could be changed into a positive
trend if the classroom condition changed into a better
ambiance by applying Jeopardy game as the main classroom
strategy, and they had lower anxiety in learning.

Cycle 1 Phase

Cycle 1 was the initial phase of implementing the four stages
of planning, acting, observing, and reflecting that took for
about eight meetings. Cycle 1 was (1) to solve the classroom
problems on the students' motivation in learning vocabulary
ranging from low to moderate level as indicated in the pre-
cycle phase, (2) to describe the extent of the implementation
of Jeopardy Classroom Instruction to boost the students'
learning motivation in learning English vocabulary, and (3)
to report the behavioral and academic changes from the pre-
cycle phase to Cycle 1 phase. These were reported from the
three  instruments:  classroom  observation  forms,
questionnaires, and written test results.

TABLE 3 | Student motivation Level in learning vocabulary
in the Cycle 1 Phase

Motivation Descriptor Mean Motivational
Level
Motivation boosters
Self-belief 3.00 Moderate
Learning focus 3.20 Moderate
Value of learning 4.00 High
Study management 2.30 Low
Planning and 2.12 Low
monitoring 1.93 Low
Persistence
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Motivation guzzlers

Anxiety 2.00 Low

Low control 2.70 Moderate
Failure avoidance 2.45 Moderate
Self-sabotage 2.35 Moderate

(Source: Martin, 2003)

Table 3 indicates the classroom observation on the
students' motivation level in learning vocabulary in Cycle 1.
The Jeopardy Classroom Instruction was able to portray
some behavioral changes with better motivation boosters
and motivation guzzlers. These were indicated from their
value of learning, learning focus, and self-belief to represent
the existence of enthusiasm for learning vocabulary. During
the implementation of Jeopardy Classroom Instruction, we
witnessed how the students looked happy and started to
involve themselves in the Jeopardy Classroom Instruction in
learning vocabulary. They showed a positive attitude toward
learning and had a solid willingness to answer the questions
correctly. It could be seen that they tried hard to memorize
all vocabulary that had been taught before (see Figure 4).

= Moderate = Low

High

FIGURE 4 | Students’ Motivation in Learning Vocabulary
in Cycle 1 Phase

Figure 4 discussed the students' self-assessment of their
motivation in learning vocabulary with 22% of highly
motivated students, 56% of moderate-motivated, and 22% of

furtherance of the classroom action research in the second
phase (Cycle 2 phase).

Cycle 2 Phase

Cycle 2 was the continuation of Cycle 1, and it aimed to
build individual motivation in learning vocabulary and
achieve the minimum passing grade. The positive drifts on
the classical teaching ambiance in Cycle 1, need to be
maintained and adjusted to develop and facilitate individual
motivation in learning vocabulary. For these reasons, the
minor but possible variation of the grouping system in the
Jeopardy Classroom Instruction was carried out, i.e., from
grouping students to pairing them. With pairing up, we
believed the essence of good collaboration could be
maintained, and the individual motivation in learning
vocabulary could be supported without any substantial
changes in the procedures of Jeopardy Classroom
Instruction. The classroom observation indicates that the
implementation of pairs was preferable and motivating for
the students to be actively involved in the Jeopardy
Classroom Instruction and to learn vocabulary than the big
group size.

TABLE 4 | Student motivation Level in learning vocabulary
in the Cycle 2 Phase

low-motivated. The data in Figures 3 and Figure 4
highlighted that students with relatively low motivation
were attracted and motivated by the Jeopardy Classroom
Instruction to learn vocabulary. Comparing two charts in
Figures 3 and Figure 4, there was a considerably significant
improvement in the scale of low motivated students from
41% to 22%. These were reflected in their written test
improvement from the pre-cycle test (Mean Score = 62.31)
to Cycle 1 test (Mean Score = 69.81) (See Table 5). The
Cycle 1 test results supported the claim of how the teaching
ambiance was positively different. Students began to have a
better comprehension of using vocabulary, and these were
reflected in their performance. These findings were in
accordance with Spolsky's (1998) theory that motivated
students will pay more attention and learn more quickly and
better. Even though the classroom ambiance depicted how
students were enthusiastic and motivated and how students'
scores showed an upward trend of 7.50 points, 12 students
failed to get the minimum passing grade (Min Score = 75).
It is perceived that individual motivation needs to be
boosted up. These underlying reasons were to justify the

Motivation Descriptor Mean Motivational
Level
Motivation boosters
Self-belief 3.50 High
Learning focus 3.77 High
Value of learning 4.23 High
Study management 3.00 Moderate
Planning and 2.90 Moderate
monitoring 2.40 Moderate
Persistence
Motivation guzzlers
Anxiety 2.30 Moderate
Low control 3.83 High
Failure avoidance 3.75 High
Self-sabotage 3.70 High
(Source: Martin, 2003)

Table 4 reflects the classroom observation on the
students' motivation level in learning vocabulary in the
Cycle 2 phase, and it implies the considerable improvement
of the students' motivation in learning vocabulary. The slight
adjustment from big group size to pair group of the Jeopardy
Classroom Instruction procedure was able to give significant
results on the students' motivation, particularly on how they
value the importance of learning vocabulary, their focus, and
their belief of success in learning vocabulary. With the
procedure, the students are likely to learn to control the
motivation guzzlers such as anxiety, low control, failure
avoidance, and self-sabotage. This means that more students
were motivated to learn vocabulary and actively participated
in the Jeopardy Classroom Instruction. This classroom
situation was likely in accordance with the questionnaire
results (Figure 5) and their written test results (Table 5).
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High = Moderate =

FIGURE 5 | Students’ Motivation in Learning Vocabulary
in Cycle 2 Phase

Figure 5 describes how students assessed their
motivation in learning vocabulary in Cycle 2 Phase with
53% of highly motivated students and 47% of moderate-
motivated. These data informed how pairing students with a
slight variation instead of grouping them benefited and
motivated them to learn vocabulary with the Jeopardy
Classroom Instruction. These data were in accordance with
the written test improvement from Cycle 1 test (Mean Score
=69.81) to Cycle 2 test (76.79) (See Table 5) with all of the
students passed the minimum passing grade and three
students had the minimum passing grade. The data indicated
how each student felt energized and motivated in learning
vocabulary with the Jeopardy Classroom Instruction.

TABLE 5 | Students’ score improvement between pre-cycle
test, Cycle 1 test, and Cycle 2 test

Pre- Cycle Cycle
Cycle 1 2
Average Score 62.31 69.81 76.79
Students with 19 12 0
below the passing
grade = 75 80 85 91
Max Score 59 62 75

Minimum Score

Table 5, which depicted the students' score progress,
implied the benefits of Jeopardy Classroom Instruction to
motivate students in learning vocabulary and indicated how
students passed the required passing grade in Cycle 2. The
research has answered its aim to see the extent of the
implementation of Jeopardy Classroom Instruction to
motivate students to learn English vocabulary. At this point,
this research was completed accordingly and no longer
continued to the next phase. The students’ score
improvement from pre-cycle to Cycle 1 and Cycle 2 as in
Table 4 demonstrated how students were more motivated
and engaged in Jeopardy Classroom Instruction to learn
vocabulary.

The study was then triangulated to shed light on the
implementation of Jeopardy Classroom Instruction to
nurture students' motivation to learn vocabulary. They
experienced considerable improvement from July to
September 2019, which was captured by the researchers’
observation, questionnaire, and students’ scores. In the

beginning, their motivation was dominated by non-
enthusiastic and silent students rather than by the highly
motivated students. The improvement of score and the
observation were in line with the students' perceptions in
which students are in favor of game-based instruction than in
any didactic teaching. However, by the end of the project,
Jeopardy Classroom Instruction acted as an effective way to
boost students' motivation in learning vocabulary in a
language classroom setting, and eventually, Jeopardy
Classroom Instruction was able to help the students to get
better vocabulary scores.

In this regard, this study upheld the value of Jeopardy
Classroom as an adjunct to a conventional language
classroom condition, and this study corresponded with some
prior studies (Benek-Rivera & Mathews, 2004; Grady et
al..2013; Revere, 2004). This is due to some reasons. First,
the study verifies how Jeopardy Classroom Instruction helps
the students improve their self-belief. Students who did not
have a positive attitude and self-esteem towards their
learning capability, in the beginning, started to gain their
self-confidence. They began to manage their study plan to
learn vocabulary. Also, they are encouraged to discuss the
answers of the questions. With regards to win the game, they
started to value their learning and build communication
within groups. Second, the study testifies how the Jeopardy
Classroom Instruction could hinder some motivation
guzzlers such as anxiety, low control, failure avoidance, and
self-sabotage. As they found that the Jeopardy Classroom
Interaction is both challenging and pleasant, they began to
manage their fear and nervousness and not avoid any
possible failure during the classroom practice. They learned
that remaining silent might sabotage their learning process.
With the triumphant activity, they start to learn to be
involved in the class activities. These findings become the
most substantial contribution to vocabulary attainment.

With the employment of Action Research, these findings
could snapshot a more thorough picture during the classroom
practices than some prior studies which were investigated
under survey research (Grady et al., 2013)or experimental
research (Dehghanzadeh et al., 2019).The first study
concluded the efficacy of the game only based on the
students’ perceptions and attitudes, while the latter study,
which suggested a successful vocabulary learning, drew its
conclusion only based on the immediate test results and did
not shed light on the delayed effect of the game for
vocabulary learning. Hence, the study functions as an
adjunct to these studies as mentioned earlier.

CONCLUSION

Jeopardy Classroom Instruction could be considered used as
a strategy to motivate students to learn vocabulary and, even
in the wider context is to instruct the language classroom. It
helps the classroom teachers develop the quality of the
teaching-learning process, as seen from three main
indicators, such as participation/involvement, motivation,
and score. With its active learning principles and jeopardy
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classroom instruction, Jeopardy classroom instruction has
successfully appealed to the students' participation in
winning the vocabulary game. The passive students were
challenged and motivated to participate in it. Jeopardy
classroom instruction as a game-assisted language learning
has helped students attain self-belief, learning focus, the
value of learning, study management, planning and
monitoring, and persistence. Not to mention, this study
suggests how Jeopardy Classroom Instruction overcome
some guzzlers such as learning anxiety, low control, failure
avoidance, self-sabotage, and the students worked harder to
memorize all of the vocabulary taught. Jeopardy classroom
instruction could be seen as the model of vocabulary
learning. Last but not least, Jeopardy could fit into any
teaching materials and improve the quality of the teaching-
learning process.
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