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What is Gamification?
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iIncorporating
game
elements into
non-game
settings




M Mentimeter

Which of these are early examples of
camification?

All are
examples of
eamification
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Which of these is considered a game
mehanic?

All of these
are game
mechanics
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Player Archetypes - Bartle's Model

> Achievers
> Explorers
> Socializers
> Killers
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Extrinsic Motivation Intrinsic Motivation
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> Intrinsic motivation
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> Extrinsic motivation
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Uses and Trends in Libraries

> Information literacy & instruction

> Staff training & team building

> Literacy & reading programs

> Programming and workshops

> Engagement with library spaces, resources, displays, etc
> Marketing library services
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Examples

> Murder mystery https:/metmystery.oncell.com/pages/

> Literacy & reading programs - trading cards that tell a story over 6o cards. Every time Kids borrow a book, they get a card
(Singapore).

> Hidden Treasures: A quest from Guldborgsund Public Library in Denmark

> Goosechase: https:// www.goosechase.com/edu/

> Classcraft: https:/marketplace.classcraft.com/en/quests/m76axd MAvKT4TDEMs5/orientation-to-office-365
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"Control leads to compliance, autonomy
leads to engagement.”

Daniel H. Pink
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