
3 ways to bring gamification and
game-based learning into the classroom
The following activities are examples of ways educators can conduct
gamification and game-based learning exercises with students, and how
SMART's digital whiteboard can help. 





Educators have many options when conducting game-based learning
activities with students, but finding a group of learning opportunities that
aligns with your school or district’s unique goals can be challenging. And it’s
hard to find resources online that you can trust in today’s era of heightened
data security. Accessing content on a platform like Lumio makes it easy for
educators to quickly find, customize, and use what they need. 

Explore more game-based learning resources:
• Gamification and Game-Based Learning from the University of Waterloo
• Game-Based Learning from Edutopia

Explore more resources from SMART:

https://uwaterloo.ca/centre-for-teaching-excellence/catalogs/tip-sheets/gamification-and-game-based-learning
https://www.edutopia.org/topic/game-based-learning

