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Create Your Own Vocab Game
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Students can record conversation

MP3

Record Podcast

Record Videocast

lessons.  The SMART Record records in .avi format
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Stages Of Implementation

Stage 2: Play
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HELP

Teacher Tube - Youtube

Thank-you
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With…

• Based on research in the field of 
educational psychology

• Focus on male gender
• Reluctant readers
• High school / intermediate age
• Large demographic of “gamers”
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• Assumptions
– Basic working knowledge of Clicker and 

“edit mode”
– Have ‘access’ to gaming media
– Create from templates in Clicker 5

• Clicker 5 features ‘sending’ grids for 
writing

• ‘Full screen’ grids 
• Accessibility features

• What if…..
– We added the ‘catch’ of popular interests
– Included ‘live’ footage
– Followed ‘current’ events in literacy practices
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• Clicker 5 ‘accepts’ video, audio, 
engagement

• What tools can be used in Clicker 
to “Game”?

• Delicate balance between 
education and ‘edutainment’

• High school ‘boys club’ is selective
• Not just any ‘game’ will do
• Elements of design and level of instruction

• Elements of fantasy
• “increasing vocabulary”
• “Increasing the sophistication of the written imagery of 

learners”
• Example:

– http://suesmithe-fellowship.wikispaces.com 
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• In Clicker 5
– “Motivating boys to create more original and 

creative narrative storylines.”

• “Multi-disciplinary”, “Inter-Disciplinary”
• Business writing
• Marketing
• Math, Geography etc….

• Clicker 5
• ‘Live Video’ reports
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• “The Rewrite” – pg.194 (PTL) - Drama

• A photo essay

• Tools of the ‘trade’
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• http://www.mystjourney.com/myst/
• http://www.austinchronicle.com/gyrobase/I

ssue/story?oid=oid%3A597187
• http://nextround.net/2009/04/20/when-

prom-goes-bad-a-photo-essay/
• http://www.highschooljournalism.org/teach

ers/lesson_plans/detail.cfm?lessonplanid=
300

Links for review
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