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Workshop Overview

ÅWhy Games at the Library?

ÅCreating a Gaming Experience: 

ïWays to serve gamers

ïGame programs

ïGaming programs

ÅPlay Games!



What is a Game?
GAME: activity 

engaged in for 
diversion or 
amusement; 
synonym: see FUN

VIDEOGAME: an 
electronic game 
played by means of 
images on a video 
screen and often 
emphasizing fast 
action 

Merriam -Webster Online. http://www.m -w.com



Game design slides courtesy of Chris Castaldi http://www.echoshard.com



Goals

ÅWhat the Player wants to achieve

ïMain goals

ÅWinning!

ïSub-Goals

ÅShiny things

ïGoals Fit the GAME

Game design slides courtesy of Chris Castaldi http://www.echoshard.com



Obstacles

ÅImpeding the playerôs progress

ïImpeding the playerôs path

ïFeeling of Accomplishment

ïChallenging the player

Game design slides courtesy of Chris Castaldi http://www.echoshard.com



Tools

ÅTools are what the player use to get to 
its goal

ïA Sword 

ïA Spell

ïA Jump

ïPlayers need to use them properly 

Game design slides courtesy of Chris Castaldi http://www.echoshard.com



Second Chances

ÅThe Playerôs ability to fail and try again
ïOnly once Chance in reality

ïTry again

ïExtra Lives

ïHealth Bar

ïQuest for perfection

Game design slides courtesy of Chris Castaldi http://www.echoshard.com



Learning

ÅPlayerôs Skill and Mastery of the tools they 
use.

ïPlayer learns the rules of the game and how to 
rise above them.

ÅSpikes = Death

ÅFire Creatures are immune to fire.

ïIncreasing Difficulty

ÅLevels become harder and more 
complicated.

Game design slides courtesy of Chris Castaldi http://www.echoshard.com



Game Play Devices
ÅConsoles

ïXBox

ïPlaystation

ïNintendo

ÅHandhelds

ïPSP

ïDS

ÅPC



Game Controllers
ÅKeyboard

ÅMouse

ÅMat

ÅGuitar

ÅSteering Wheel

ÅDrum

ÅJoystick

ÅCamera

ÅControllers



Plug ónô Play

ÅPlugs into your TV

ÅPlay begins immediately



Why Games at the Library?

ÅGames provide opportunity for library 
as third place

ÅGames are just like books, they are just 
another new format 

ÅGames are the medium of choice for the 
millennial generation

ÅGames incorporate learning

ÅGames meet developmental needs/build 
developmental assets of teens

ÅGames are literary



Third Place



Third (Mc)Place



Games are Like Books

They are just a new format!



Gaming is the medium of 
choice for the millennial 
generation

A. 1968 -1982
B. 1975 -1990
C. 1982 -2000
D. 1996 -present



Developmental Assets

ÅSupport

ÅEmpowerment

ÅBoundaries & Expectations

ÅConstructive Use of Time

ÅCommitment to Learning

ÅPositive Values

ÅSocial Competencies

ÅPositive Identity

The Search Institute. http://www.search-institute.org

http://www.search-institute.org/

