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Academic Jeopardy Game 
User Guide 

 
PURPOSE 
Academic Jeopardy is a game designed for teachers to use in their classrooms. It is a 
great way for students to practice academic skills for the AzMERIT test. Each team will 
be given an answer in which they must pose the corresponding question. Dollar values 
are assigned to each answer. 
 
PREPARATION 
Before beginning the game, open the grade level Academic Jeopardy file and do a “Save 
As” saving it under a different game name (i.e., game1), so the original remains 
unchanged. 
 
HOW THE GAME IS PLAYED 
∗  After opening the Academic Jeopardy file, take a minute to run through the slides 
to familiarize yourself with the game BEFORE playing with your class. 
 

1. Divide the class into teams of 4-5 students on a team and assign each team a 
number. On the class white board, write the team numbers up to record each 
team’s points. 
 

2. Have each team select a recorder. 
 

3. Pass out one slate, marker, and eraser to each team. 
 

4. To begin, show opening: Slide 1 title slide. Announce the categories: Slides 2-6 
(Problem Solving, Word Surge, Language Arts, Computation, and Vail Trivia) 
Slide 7 is the game board with the 5 categories, each one valued, in dollars, 
incrementally more than the previous ($200, $400, $600, $800). 
 

5. Click to Slide 7 and have Team #1 select a category and amount. (Remember, 
teams do NOT have to select amounts in order). 
 

6. The teacher will then click on the dollar amount and a clue will appear. Read the 
clue aloud to the class. 
 

7. All teams will attempt to answer each question. The recorder for each team writes 
the answer (in the form of a question) on the team slate (i.e., What is…). 
 

8. Each team has 30 seconds to record its response on the slate. (Problem Solving 
may take 45 seconds) 
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9. The teacher will click on the bottom right corner of the screen (with the speaker 
icon). This will signal “time”. 
 

10. The recorder for each team clearly displays the team’s response. 
 

11. The teacher clicks anywhere on the screen to display the answer. Record the 
earned amount for each team on the large whiteboard. (Remember, teams do not 
loose points for incorrect answer.). 

 
12. The teacher then clicks on the bottom left corner (in the light blue box) to return 

to the main game board. (The teacher will need to record the amount that was 
already chosen and the next team should pick a different amount and 
category. Teachers can record which amounts were chosen by crossing off 
the dollar amounts on a white board throughout the game.) 
 

13. Proceed with the game rotating teams to select the category and the amount. 
 

14. Team with the highest score wins. In case of a tie, have the teacher come up with 
a tie-breaking question to ask the tying teams. 
 

15. The winning team should select ONE student to represent the class and compete 
in Vail Pride Day’s Academic Jeopardy. Winners from each of the grade level 
classes make up the school team. (Classes DO NOT need to select an alternate in 
case the winner is unable to attend). 

 
VERY IMPORTANT! 

To exit the game after playing WITHOUT saving the current changes, you MUST 
press the escape (esc) key. (Please contact your Student Achievement Teacher should 
you have any questions, concerns, or need another master copy of Academic Jeopardy). 
 
RINGING IN 
In order to give all teams a fair shot at the value, players are required to wait until the 
teacher finishes reading the clue before they can answer.  This is the way it will played at 
Vail Pride Day. 
 
PHRASING 
In Jeopardy, players/teams are not penalized for forgetting to phrase a response in the 
form of a question. The teacher should give a reminder, so teams can correct themselves.  
 

 
 


