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The use of technology-based learning has become more prevalent in the classroom in recent 

years, allowing traditional paper-based classrooms to adopt more blended-learning 

approaches. Such blended-learning environments have been prevalent during the COVID-19 

pandemic, where teachers and students have been required to adapt to an ongoing period of 

disruption. Consequently, many classrooms have been forced to adapt their medium of 

instruction, by teaching either synchronously or asynchronously online. A focus on the 

supply of online resources has occurred within the transition to online learning. However, 

with so many tools and materials available, choosing appropriate resources can be a 

complicated task, including, among teachers experienced at using online resources. One 

resource, Flippity (www.flippity.net), has been successfully implemented at a Japanese 

university in an EFL curriculum over several years, including in pre-pandemic contexts. It is 

hoped that some aspects of this platform can assist educators in similar EFL contexts, looking 

to integrate technology-based learning within blended-learning approaches.  

近年、テクノロジーを利用した学習が教室で普及し、従来の紙ベースの教室が、よりブレン

デッドラーニング的なアプローチを採用できるようになってきました。このようなブレンデ

ッド・ラーニング環境は、COVID-19 の流行期間中、教師や生徒が継続的な混乱に適応する

ために必要とされ、広く普及してきました。その結果、多くの教室が、同期または非同期の

オンライン教育によって、その教育手段を適応させることを余儀なくされました。オンライ

ン学習への移行の中で、オンライン・リソースの供給に焦点が当てられてきました。しか

し、多くのツールや教材がある中で、適切な教材を選択することは、オンライン教材の使用

経験がある教員にとっても、複雑な作業となる可能性がある。Flippity 

(www.flippity.net)は、日本の大学の EFL カリキュラムで、数年にわたり、パンデミック以

前の文脈も含めて、うまく導入されています。このプラットフォームは、ブレンデッドラー

ニングのアプローチでテクノロジーベースの学習を統合しようとしている、同様の EFL文脈

の教育者の助けとなることが期待されます。 

 

What is Flippity? 
 

Flippity is an online platform that hosts a wide range of digital and paper-based materials for 

use in the classroom (Bratel et al., 2021) (Fig 1). Some examples of digital activities include 

interactive flashcards, virtual board games that can incorporate various digital media, and a 

classroom seat planner. Offline (paper-based) examples are more traditional activities, such 

as crosswords, word searches, and bingo sheets. A key aim of the site is to offer teachers an 

efficient way to create and share resources via Google Sheets (Abu-Bakar, 2022; Giyatmi, 

2021). While other sites provide similar tools (Bohuslavická, 2021), Flippity hosts a wide 

range of resources on a single platform and can be stored and organised via Google Drive 

when using Google Sheets. One appealing aspect of the platform is that content can be 

created with Google Sheets or by directly entering information online. The platform hosts a 

wide range of common activities found in traditional educational environments as well as 

some original tasks. This versatility enables incorporation beyond language learning 
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environments into various contexts, such as public libraries (Suni & Brown, 2021), escape 

rooms (Perales, et al., 2020), biology (Albero, 2019), and even social situations (Ellis, et al., 

2021). 

 
 

Fig.1 Examples of some Flippity activities with thumbnails, and links to demos and 

instructions 

 

Overview of Key Resources 

At the time of writing, Flippity has 28 resources available, (Table 1), each with an interactive 

demo and a set of instructions for creating resources. Each resource has a downloadable 

Google Sheets template, if required (Fig 2), and a section on frequently asked questions. A 

demo is a fully working example of how the activity works and enables teachers and 

materials developers to anticipate how it will be experienced by the end user (i.e., student). 

The instructions to create a task include either a link to a Google Sheets template or fields to 

input information directly via the browser (Fig 3). The inputted data will automatically 

convert into that resource where users are encouraged to bookmark the activity for future 

reference. In addition to guides for creating and publishing the activity on the web, there are 

detailed lists of frequently asked questions and customisable options unique to that resource, 

e.g., adding images or video files, and customisability limitations. 

Table 1 Brief descriptions of activities 

Activity Description 
Flashcards Create a set of simple online flashcards. 

Flexcards Create 10-sided multimedia flashcards. 

Quiz Show A Jeopardy style quiz game. 

Random 

Name Picker 

Randomly select a name from a given list, organise groups, teams, seating 

charts, and speed dating pairs. 

Randomiser Randomly select multiple items at the same time. Mainly used for longer 

texts. 

Virtual 

Breakout 

Multiple virtual padlocks where after a correct answer, the padlock is 

unlocked. Can provide students with hints. 

Board Game Customisable digital board game with dice, card sets, tokens and editable 

squares. 

Manipulatives Click-and-drag objects freely or into categories. Similar to magnetic words 

on a fridge. 

Matching 

Game 

Memory-style / Matching game where students must match the hidden card 

to its duplicate or its alternative term 

Connecto 

Game 

A Tic-Tac-Toe style game with question prompts. 

Bingo Create randomised bingo sheets from a vocabulary list for printing.  

Timeline An interactive timeline that can include text, pictures, and videos. 

Badge 

Tracker 

Assign badges to students for specific achievements. 

Leader Board A mobile friendly leaderboard with multiple category/events. 
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Typing Test Measure typing time and accuracy of a predefined text. 

Spelling 

Words 

Practice spelling and complete quizzes from a vocabulary list. 

Word Search A customisable word search generated from a vocabulary list that can be 

printed. 

Crossword A customisable crossword generated from a vocabulary list that can be 

printed. 

Word 

Scramble 

A printable sheet where predefined words are scrambled. 

Snowman A hangman like activity with a melting snowman. 

Progress 

Indicator 

Creates a set of progress bars for students with a numerical value towards a 

set goal. 

Word Cloud Creates a customisable word cloud from a vocabulary list. 

Fun with 

Fonts 

Artistic words to save as an image or for printing. 

MadiLabs Prompts students to input certain types of words which are then inserted 

into a predefined text, creating a new text with the prompted words. 

Tournament 

Bracket 

Generates an interactive tournament bracket from a given list of items.  

Certificate 

Quiz 

Customisable quiz where students receive a printable certificate for a 100% 

score. 

Self-

Assessment 

Determines a predetermined outcome based upon which choices students 

make when answering questions. 

Word Master A simple version of the game Wordle. 

 

 

 

 

Fig.2 Examples of a Google Sheet template for creating a Matching Game 
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Fig.3 Using direct input for creating a Matching Game 

 

Google Sheets implementation allows users to: a) keep all of their created activities in 

one place, b) update the sheets in real time, and c) share content with others via Google or a 

URL. Users can access Google Sheets via a browser or an app, making organising resources 

by class, level, or type simple. This easy access also confers the advantage of real time 

updates to specific activities like leaderboards. Finally, copying the URL or downloading the 

Google Sheet file makes sharing resources among educators simple and efficient. 

 

Implementation 
Flippity was utilised at a private university in Japan. The majority of students are science 

majors in, for example, pharmaceutical sciences, biology and life sciences, and computer 

information science departments, and must complete a two-year mandatory English 

communication course. The first year of the English course mainly focuses on speaking and 

conversation skills, whereas the second year focuses on reading and writing, in addition to 

communication aspects. The students’ English proficiency is estimated to be between A1 and 

B1 levels of the Common European Framework of Reference (CEFR). Prior to the COVID-

19 pandemic, students participated in two 90-minute classes a week with approximately 30 

students in a class; during the pandemic this schedule was reduced to one face-to-face class a 

week with a reduced number of students and a second class held asynchronously online. 

 

Vocabulary 

With 28 current resources, giving a detailed overview of each one is challenging. As 

such, there will be a specific focus on a small pool of resources that were frequently 

implemented in classes in three categories: vocabulary-focused, classroom management, 

and games.   
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Vocabulary is vital for teaching content throughout students’ university English courses. 

Quizlet (www.quizlet.com), an online vocabulary resource, is the primary medium of 

vocabulary instruction for students, either accessed via an application or through the 

institution’s Learning Management System (LMS), Moodle. Quizlet does offer some study 

modes, including gamification, but there are limited choices and there is little in the form of 

customisability. For this reason, the activities used in Flippity were mainly created to 

reinforce essential vocabulary from the English curriculum. The main activities utilised were 

Concentration, “Snowman” and traditional puzzles. 

Concentration (Fig 4) helps provide important vocabulary exposure for students as a 

primer or a review. Two versions are available, memory and matching. Memory starts with 

all cards upside down; players need to flip them over and remember their positions to make 

matches. Matching starts with all the cards visible, making it easier to match cards together. 

Using the provided template, users can customise items to include text-to-speech audio, 

alternative terms, images, audio, and background changes, making this activity particularly 

versatile. When playing the game, users have the option for audio readback, a timer, and a re-

randomise button. This activity was mainly used prior to COVID-19 as students would share 

devices in pairs or small groups. Students would try to complete the activity as quickly as 

possible. Users generally matched isolated English words with their Japanese equivalents. As 

part of another challenge, students would match split sentences to form a longer sentence. 

This activity was often used as a short ten-minute activity via the LMS, making access 

simple. 

 

 

Fig.4 An example of a game of Concentration 

The “Snowman” game (Fig 5) is a version of the traditional “Hangman” game. The game 

presents students with a snowman and a series of boxes. Students type letters and if those 

letters are contained in the hidden word/phrase, they will appear. Otherwise, the snowman 

will incrementally melt with each incorrect guess. There are options to give students an 

increased number of guesses to make it easier to complete the task. Teachers can directly 

input the terms online or use the template to add hints to further aid students. This activity 

would last about ten minutes and assist students in reviewing the spelling of previously 

studied items. 



 

SILC Journal II   SILC 紀要 2023 - 51 - 

 

Fig.5 An example of the “Snowman” game 

 

Finally, there are also paper-based traditional vocabulary tasks: word search, word 

scramble, and crosswords. These activities are not as customisable as others but are 

straightforward to create and print. Both word search and scramble can be directly inputted or 

made from a template, but the crossword is only editable via a template. These activities are 

not designed to be played online. Teachers can print the activity via a designated button and 

display the answers. 

 

Classroom Management 

Two main resources proved to be helpful when managing a class: Random Name Picker 

and Leaderboards. The Random Name Picker proved to be the most useful of these two as it 

has several features: 

1. It allows the teacher to select a random name from a list, enabling the teacher to 

randomly call on students to answer questions or participate in specific activities (Fig 

6). 

 

Fig.6 A single random name picker instance 
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2. Some options allow students from the list to be split into pairs and groups or even 

split the class into teams, making randomising students very quick, simple, and visual 

(Fig 7). 

 

Fig.7 An instance of assigning students into groups of three 

 

3. Every class implemented the seating planner feature. The planner randomly assigns 

students to a customisable layout. It can be printed or displayed at the front of the 

class. Using it in every class increased the probability that a student would be sitting 

next to someone different in each class, which was desirable for the communication-

focused context. Although the students are randomly assigned seats, teachers can edit 

individual seating places (Fig 8). 

 

Fig.8 A customisable seating chart. 

The final classroom management resource was the Leaderboard tool. In class, this was 

used to track which students won or completed specific activities and games throughout the 

semester, mainly Quizlet-focused activities. Using Google Sheets, this resource kept track of 

desired student metrics. The information is updated by editing the necessary data in Google 

Sheets via a browser or smartphone application. By utilising low-risk activities that do not 

affect student grades, like Quizlet, or other games, it was hoped that students would 

participate more in these activities to increase and extend their progress. 

Games 
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Finally, Flippity offers additional noteworthy resources which could be fun and engaging 

for students but may only suit certain contexts (Table 2). 

 

Table 2 Descriptions of useful games 

Name Description 

Bingo Creates 20 randomly generated bingo sheets from a list of 

 provided terms that can be printed and distributed. 

 

Board Game Makes a highly customisable printable or digitally interactive 

 board game for up to eight players. Users can include question 

 prompts, instructions, images, and videos within the board. 

 

Connecto Game A version of tic-tac-toe that up to two students can play online. 

 Students place their markers after answering a question prompt. 

 Grids are resizable, and there is an option to force students to 

 start from the lowest row, similar to Connect 4. 

 

Word Master A simple but customisable version of the game Wordle. 

 Students must guess the letters of an unknown five-letter word. 

 They may guess up to six times. 

 

Quiz Show A highly customisable version of the game Jeopardy. Users can 

 include images, audio, and video, and change the number of 

 questions available. 

 

Virtual Breakout Users must answer prompts that give hints, which unlock 

 virtual padlocks. Students complete the game by unlocking all 

 the padlocks. It is also possible to include various forms of 

 media in the prompts. 

 

 

Impressions 

Within the educational context outlined earlier, there are advantages and disadvantages to 

implementing Flippity. The platform’s resources are mainly used as supplementary materials 

to reinforce previously learnt content, primarily vocabulary. Activities were simple and quick 

to make, and the ability to link activities via URLs and QR codes enabled smooth access for 

students. Resources may also be accessed via Google Classroom (Giyatmi, 2021). The URLs 

on the institute’s LMS allowed students to access the content seamlessly and intuitively. In 

relation to easy access for students, since Flippity does not save student data, there is no need 

for students to log in to any external third-party sites. The designs are simple and clean, often 

requiring little onboarding or instruction to the students on how to complete activities. This 

simplicity also allows students to engage quickly with the resources and are ideally suited for 

short-term engagement, usually ten to 15 minutes, making them excellent supplementary 

materials. 

Creating activities can be simple and straight forward, especially when using the site 

directly. There are clear instructions for creating activities with templates and detailed 

customisation notes. Having resources housed in one place saves time by removing the 

burden of visiting and interacting with multiple sites for various materials.  Furthermore, 

teachers can easily share materials via URLs or the files themselves, allowing various forms 

of collaboration and content development between teachers. Teachers may need a Google 

account, but this is free, eliminating possible financial concerns for educators with limited 

educational funds. 
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However, there are some disadvantages to Flippity. One drawback for some teachers 

is the inability to track student progress. Tracking may be considered a beneficial feature, to 

track completion, performance, and engagement. The advantage of the absence of a log-in to 

the site also means that student progress cannot easily be tracked.  

Activities may also have limited customisability as users may not be able to add 

specific images or audio. Additionally, the customisation may also have a slight learning 

curve for some teachers as media is not directly uploaded to the platform. URLs are used to 

link addresses of images and audio instead. This process may make certain content creation 

more time-consuming and labour-intensive. 

Finally, monitoring which activities are currently accessible for students can be 

difficult. To make Google Sheet-based resources active and accessible, they must be shared 

and published to the web. To deactivate, it must be unpublished. However, there is no simple 

way to discern which Google Sheets are published or unpublished without confirming the 

publication status within each individual file. 

 

Conclusion 

Flippity can be a valuable supplementary content creator for various educational needs 

and contexts. The simple aesthetics of the resources and the support provided for creating 

materials allow easy access for teachers. Google Sheets templates provide valuable 

assistance, as does the ability to directly input content into the website. The simplicity of 

some resources may not appeal to all teachers, but simple task design may make it easier for 

students to engage with activities, which are likely to be intuitive. Sharing resources with 

teachers and students can be done through simple URLs or QR codes. Other tools on the site 

allow for effective classroom management and an assortment of games. Flippity lacks some 

features that may be desirable to users and students, such as student progress and completion 

tracking, and online organisation of Google Sheets. 

           The platform can be utilised as a resource to supplement or complement other 

materials in a class in various contexts. Its simplicity makes it accessible for a variety of 

teachers and students. 
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