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Game-based learning resources you can use tomorrow in your 
classroom …



Games in the Classroom -
Getting the Recipe Right

Learning Goals: 
• Participants will be able to try at least one new 

game-based experience in their classroom 
using the resources shared today. 

• Participants will have the tools to change the 
pedagogy or format of their class using game 
based principals and free resources.

*Tweet thoughts and questions during this session! #FETCGBL
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Literacy	Games	in	the	Classroom
Building	Middle	School	Literacy	and	Leadership

@classroominc
@brainpop

@institute of play

*Tweet thoughts and questions during this session! #FETCGBL



Classroom, Inc.
Classroom,	 Inc.	is	a	non-profit	 organization	that	helps	students	in	grades	
5-9	build	literacy	and	leadership	 skills.	 By	developing	 digital	 learning	
games	and	curriculum	 set	in	the	professional	 world	and	supporting	
educators	in	creating	student-centered	 classrooms,	we	invite	students	to	
take	charge	of	their	 learning.	



For	Students:	
o Improved	literacy	skills,	reading	

attitudes,	and	reading	behaviors

o Improved	21st	century	
competencies,	including	
persistence,	critical	thinking,	&
decision-making

o Increased	career	awareness

For	Teachers:
o Improved	use	of	data-driven	

instructional	practices

o Improved	level	of	confidence	in	
implementing	blended- and	game-
based	learning	tools

Our games drive transformative
outcomes for students and teachers.



Read to Lead - literacy	learning	games	and	curricula	immerses	
each	student	 in	an	authentic	workplace	experience.	

▪ Community	 in	Crisis - Director	of	the	Common	Ground	Community	Center,	
focused	on	providing	services	 to	the	community,	including	health,	 job,	and	
housing	supports,	 as	well	as	on	engaging	volunteers.	

▪ After	the	Storm - Editor-in-Chief	 of	the	local	online	magazine,	The	Daily	
Byte,	focusing	on	reporting	and	distributing	news	to	its	readers.

▪ Vital	Signs	–Medical	professional	 diagnosing	patients	 (Fall	‘16).
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In	each	episode,	students	 encounter	a	text-based	embedded	 assessment.	This	is	an	engaging,	
authentically-placed	activity	that	provides	students	with	evidence	needed	to	make	a	decision	about	the	
main	challenge.	Each	activity	is	designed	for	students	 to	apply	the	skills	at	the	heart	of	the	game’s	target	
reading	standards.

The Personalized Learning Experience
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Authentic embedded assessments and tasks
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According to teachers, reading and writing were the most important skills 
learned from After the Storm, followed by career preparation, and 21st

century skills 

Game Play = Reading and Writing

“My	students	have	little	exposure	to	different	career	
opportunities	and	what	is	expected	 of	someone	in	
the	workplace.	They	gamed	a	lot	of	information	
about	those	topics	through	After	the	Storm.”
~Teacher,	Bronx	School	for	Law,	Gov’t,	and	Justice

“The	real	world	connection	between	reading	and	
professions	and	the	emphasis	of	evidence	based	
reading.”
~Teacher,	Daviess	County	Middle	School

“I	think	they	learned	 responsibility	and	that	reading	
will	be	in	every	aspect	of	their	lives,	as	will	decision	
making.”
~Teacher,	DePriest







Decision Making/Problem Solving













Quick Write = reading and reflection



Teacher Dashboards – class progress



Teacher Dashboards - Student Activity Report



Teacher Dashboards – Class Performance 

Class	Performance	 Report



Educator Resources to Support Instruction

Educator	Guide	Includes	
common	core	aligned:

- Pre-Game	lessons	 to	
build	background	
knowledge

- Pre	and	post	game	
discussion	 questions

- Graphic	organizers

- Source	texts

- Rubrics	

- Magazine	Maker	Project



Game	UP!
- Try	After	the	Storm
- TSN-2
- One	class	period.

Three Options to Build Literacy and Leadership
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30	Hour	Course
- Flexible	 game	play	
- wrap	around	materials
- Project	based	 learning
- Clear	alignment	 to	ELA	

CCSS

One	Full	Unit	
- Play	one	full	unit	of	

literacy	learning	
game

- 3	class	periods
- Prepare	and	extend	

lessons

*Tweet thoughts and questions during this session! #FETCGBL



Play our Games on GameUP! 
Play	The	Sports	Network	2	and	After	the	Storm	on	GameUP

www.brainpop.com/games/afterthestormdayone/

www.brainpop.com/games/thesportsnetwork2/



Request a Free Trial
Community	in	Crisis	(grades	4-6)
and	After	the	Storm	(grades	6-8)

Go	to	
http://www.classroominc.org/trial-request/
✓ Access	to	play	a	full	unit	of	our	literacy	

learning	games	(3 class	periods)
✓ Quickstart	Guide
✓Wrap-around	off-game	 literacy	lessons	

to	reinforce	and	extend	student	learning

@classroominc
@brainpop

@institute of play
#FETC #GBL



GAMES HELP
ADVICE: $50

Playful,	Self-directed	Learning	
with	Games



The	greatest	sign	of	success	for	
a	teacher	is	to	be	able	to	say,	

“The	children	are	now	working	
as	if	I	did	not	exist.”	

– Maria	Montessori
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3	WAYS	TO	KEEP	IT	FUN	w/	GAMES

• IN	CLASS:	reserve class periods	each	term	to	just	
play	and	discover	games	on	GameUp	and	other	
curated	sites	like	Graphite	or	Edutopia	to	spark	
curiosity	in	new	subjects

• FLIPPED	CLASSROOM: BrainPOP	movie	&	related	
game	as	homework	before	starting	a	unit	(bonus	
points	if	students	do	a	SnapThought	reflection!)

• ALTERNATIVE	ASSESSMENT:	student	groups	find	&	
teach	a	game	to	whole	class	as	a	way	to	wrap	up	a	
unit
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