	December 13, 2012	Using Activity Builder – Smartboard 11


1. [image: ] Click on the jigsaw puzzle piece.  
2. [image: ] Click on “How to Build an Activity”
3. Read through.
4. If you need more information, click on the button that says “More information”.
5. [image: ][image: ]
If you click on “What’s new”, you will find information to assist you.  
6. Chose “Using the activity builder”.
7. Here you will find a little video tutorial.  


[image: ]






[bookmark: _GoBack] [image: ]
	2
	12/13/12                                                         Leslie Lewis



image2.png
oo g a N

Activity Buider

(o [Eels]mic]

Current page:

0 actiity objects on page

’/D\





image3.png
A

E
C
4
E
<

Activity Buider

Current page:

0 actiity objects on page

1. Selectthe object you want to be
the actvity object, and then click
Edit Diagonal lines appear on
the actvty object

2. In the Objects tab, drag objects
tothe appropriate areas to
‘acceptor reject them.

3. In the Settings tab, sethow
‘objects behave when accepted
orrejected.

4. Click Done.

You can now interact with the.
activiy.
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