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PART ONE
Planning instruction



INSTRUCTION PROGRAM



RHETORICAL ARTS CHALLENGE



HYBRID INSTRUCTION



PART TWO
Increasing student engagement with gamification



WHAT MAKES IT ACTIVE?



EVALUATING SOURCES 
WORKSHEET

 Students were given an 
excerpt of a journal article 
to evaluate

 Using the worksheet the 
student answered 
questions about the source 
they were given

 Discussion with the 
librarian after completing 
the worksheet



GAMIFICATION

Gamification is:
“is using game‐based mechanics, aesthetics and 

game thinking to engage people, motivate action, 
promote learning, and solve problems”

Gamification is not: 
“ the superficial addition of points, rewards, and 

badges to learning experiences.”

Kapp (2012)



GAME MECHANICS & 
GAME THINKING

 Incorporating Friendly 
Competition (points)

 Motivational Feedback 
(stars)

 Measure Progress (showing 
star count)

 Reward effort (getting the 
answer right on the first try 
earns more points)
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PART THREE
Student & Librarian Survey Results



STUDENT SURVEY RESULTS



STUDENT SURVEY RESULTS



LIBRARIAN SURVEY RESULTS



LIBRARIAN SURVEY RESULTS



ADDITIONAL MATERIALS

ONLINE LEARNING OBJECTS

• RADAR GAME
• RESEARCH STRATEGIES

ONLINE RESOURCES

• PRIMO
• MERLOT
• ACTIVE LEARNING LIBGUIDE
• TUTORIAL DESIGN 
RECOMMENDATIONS

• ARTICULATE TECH SPECIFICATIONS

FLIPPED CLASSROOMS
• ASSESSING GAMES‐BASED LEARNING 
IN INSTRUCTION

• THE FLIPPED CLASSROOM FOR LIBRARY 
INSTRUCTION

• KEEPING UP WITH FLIPPED 
CLASSROOMS: AMERICAN LIBRARY 
ASSOCIATION

• KEEPING UP WITH... GAMIFICATION: 
AMERICAN LIBRARY ASSOCIATION
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