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ABSTRACT
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    In recent years, education has evolved significantly due to the increased use of technology and innovative teaching methods. Blooket, an interactive educational platform, has emerged as a notable advancement in this context. It aims to transform traditional learning by incorporating gamification, creating an engaging and immersive learning environment. Through Blooket, students can interact with educational content in a way that is both enjoyable and effective. The platform's impact reaches far beyond traditional teaching methods, offering insights into the future transformation of educational practices. This article seeks to delve into the complexity of Blooket, examining how it has the potential to reshape education and enhance the learning and skill development experiences of both educators and students
INTRODUCTION
Tang et al (2013) said that gamified assessment, an increasingly important concept in modern education, integrates game design elements and mechanics into assessment procedures. Its goal is to captivate students, improve learning results, and offer a more thorough grasp of progress. Within the sphere of English as a Foreign Language (EFL) learning, traditional assessment approaches might not effectively measure language proficiency and cultural comprehension, resulting in disengagement and a restricted demonstration of practical language skills. These difficulties underscore gamified assessment's significance in EFL learning, providing immersive experiences that more closely resemble real-life language use and remedying the inadequacies of standard evaluation methods. I would like to intoduce you with an online game platform which is named “Blooket”.
   Thư & Dan (2023) said that blooket is an innovative online educational gaming platform, has rapidly garnered acclaim as a dynamic and immersive tool for learning. Positioned at the intersection of gaming and education, Blooket offers a unique approach to information absorption, presenting a compelling perspective in the evolving landscape of educational technology.                                                                
Functioning as a game-based learning platform, Blooket reimagines conventional educational content by transforming it into interactive and competitive games. Its versatility extends across various subjects, providing educators the flexibility to tailor games to specific curricula and learning objectives, thereby accommodating a broad spectrum of academic disciplines. A notable attribute of Blooket is its user-friendly interface, characterized by intuitive navigation. This design ensures accessibility for both educators and students, fostering ease in the creation and participation in games. The streamlined incorporation of gaming elements into the learning environment caters to users of all ages, contributing to a seamless user experience. Blooket offers an extensive array of game modes, ranging from classic trivia games to team-based challenges, catering to diverse learning styles. This diversity not only accommodates individual student preferences but also cultivates collaboration and healthy competition within the educational setting. Educators can leverage Blooket to reinforce concepts, assess comprehension, and elevate overall student engagement. The gamified nature of the platform serves as an incentive for active participation, transforming potentially routine subjects into captivating challenges. This paradigm shift fosters a positive attitude towards learning, portraying education as a dynamic and enjoyable process. Progressing through Blooket games, students accrue points and rewards, introducing a motivational layer to the learning experience. This gamification element taps into intrinsic desires for achievement and recognition, motivating students to actively participate and strive for success. Real-time feedback provided by Blooket games empowers educators to gauge student comprehension promptly, enabling timely intervention and personalized support. Extending beyond traditional classrooms, Blooket emerges as a valuable resource for remote and asynchronous learning. Its accessibility across various devices facilitates engagement from diverse locations, offering flexibility in educational delivery. This adaptability proves paramount in the ever-evolving landscape of modern education, where traditional boundaries continually undergo redefinition.
Application in EFL learning
[bookmark: _Hlk136465584]Blooket can be effectively used for vocabulary building, grammar practice, reading comprehension, and listening exercises. Here's how (Ghazy et al, 2021):
a . Vocabulary Building: Blooket allows teachers to create interactive quizzes that focus on vocabulary acquisition. Teachers can input word definitions, synonyms, antonyms, or even use images to test students' understanding of new words. Through engaging game modes like "Match Game" or "Fill in the Blank," students can reinforce their vocabulary knowledge while having fun.
b. Grammar Practice: Blooket offers various question formats that can be utilized for grammar practice. Teachers can create multiple-choice questions that assess students' understanding of grammar rules, sentence structure, verb tenses, or parts of speech. By incorporating grammar-focused quizzes into Blooket, students can actively apply their knowledge and reinforce grammar concepts in an interactive way
c . Reading Comprehension: Blooket can be used to assess and enhance students' reading comprehension skills. Teachers can create quizzes based on passages or texts, where students answer questions related to the content, main ideas, supporting details, or inferential understanding. By incorporating reading comprehension quizzes into Blooket, students can practice their comprehension skills while enjoying the game-based format.
 d . Listening Exercises: Blooket can also be utilized for listening exercises. Teachers can create audio-based questions where students listen to a passage, dialogue, or audio clip and answer questions based on what they heard. This allows students to develop their listening skills, improve their ability to understand spoken English, and reinforce comprehension through interactive gameplay.
3. The use of Blooket.
Before implementing Blooket in your EFL classes, it's important to familiarize yourself with the platform. Teachers can create customized quizzes and games on Blooket to suit their specific lesson objectives by following these steps (https://www.Blooket.com, 2023):
1. Sign up and log in: Teachers need to sign up for a Blooket account and log in to access the platform's features.
2. Create a new game: Once logged in, teachers can click on the "Create" button to start creating a new game.
3. Choose a game mode: Blooket offers various game modes, such as "Tower Takeover," "Match Game," "Fill in the Blank," and more. Teachers should select the game mode that aligns with their lesson objectives and desired learning outcomes.
4. Add questions: Teachers can add questions to the game by clicking on the "Add Question" button. They can input the question, answer choices (if applicable), and correct answers. Teachers can also include images, audio clips, or videos to enhance the question content.
5. Customize game settings: Blooket allows teachers to customize game settings to suit their preferences. They can set the time limit for each question, adjust the point values, enable power-ups, or choose specific game options that align with their lesson objectives.
6. Save and publish the game: Once the quiz or game is complete, teachers can save their progress and publish it. They can choose to make the game public or keep it private for their students only.
7. Share the game with students: Teachers can share the game link or game code with their students, allowing them to access and play the customized quiz or game. Students can join the game using their own devices, such as smartphones, tablets, or computers.
8. Monitor student progress: During the game, teachers can monitor students' progress, track their scores, and identify areas where students may need additional support or practice.
Following these steps, teachers can create customized quizzes and games on Blooket that align with their specific lesson objectives. This customization allows teachers to tailor the content, difficulty level, and game format to suit the needs of their students and enhance their learning experience
RESULT AND DISCUSSION
Blooket offers numerous benefits for EFL (English as a Foreign Language) classes, including creating an engaging learning environment, customization to address specific language concepts, immediate feedback, collaborative opportunities, and vocabulary expansion. Liu et al said that (2022) educators should consider potential drawbacks such as technology dependency, potential distractions, limitations in addressing certain language skills, and the risk of overemphasizing gamification at the expense of traditional teaching methods. It is essential for educators to carefully evaluate these factors to effectively integrate Blooket into EFL classes and ensure a well-rounded language learning experience. 
However, there is one drawback of using Blooket in EFL classrooms which teachers must concern. It is called "Impact of Luck". The winner of the game might be a student whose English proficiency level is low because this game also requires good strategy and luck. Therefore, students whose English proficiency level is high might feel disappointed or upset.

CONCLUSION
In summary, the incorporation of gamified assessment with platforms like Blooket has shown considerable promise in improving EFL (English as a Foreign Language) learning outcomes. By incorporating competitive and rewarding elements, educators can effectively engage and motivate their students, thus creating an interactive learning experience. Additionally, Blooket's capabilities for tailored feedback, real-time progress monitoring, and diverse question formats cater to the unique needs and learning styles of EFL learners. Looking ahead, the ongoing exploration and integration of gamified assessment tools such as Blooket have the potential to transform language education, fostering a more vibrant and efficient learning environment for EFL students worldwide
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