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PART ONE

Planning instruction




INSTRUCTION PROGRAM
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strate%y and then collect, interpret,
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RHETORICAL ARTS CHALLENGE
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PART TWO

Increasing student engagement with gamification
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Rhetorical Arts: Source Matrix Exercise

Type of Source Opinion Piece in a book

(scholerly, populsr, or trade?) || Pudtisher is leader in high school
publishing market

EVALUATING SOURCES , —
WORKSHEET P"man%ei?:;r;daw or condary

= Students were given an ‘ Authority of Author H Exxondobd H \
excerpt of a journal article

to evaluate RationaleMotive for Bias towards the gas industry
. Writina/Bias (author has a vested interest])
= Using the worksheet the -
student answered Position on Main Idea A
. Cite evidence that safe since 1940's
questions about the source supports or disputes

this ststement * natural gas=

they were given

environmentally
. . . “Frackin sponsibl
= Discussion with the inmaseg water —

librarian after completing pollution.” Natural gas = cleaner-burning

Energy source
the worksheet

Position on Main Idea B

Cite evidence that

supports or disputes

this statement: *  Bxxon supports public
disdosure of fracking

“Fracking is chemicals

regulated by the

government.”

ExxonMobil. "Hydraulic
Complete Citation Fracturing Can Be Done
(MLA) Responsibly.” Frocking. Ed
Tamara Thompson. Detroit:
Greenhaven, 2013. 19-21 Print.




T
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)




GAME MECHANICS &
LMULA William H. Hannon Library STARS EARNED
GAME THINKING *hhhd kot
*= Incorporating Friendly
C tt 9 t THIS QUESTION HELPS DETERMINE
ompetition (points) CRITAES
=  Motivational Feedback
(stars) How thorough was the
= Measure Progress (showing review/editing of this source?
star count)

= Reward effort (getting the
. . GRAMMAR & SPELLING
answer right on the first try
. YOU EARNED A DIAMOND STAR! m
earns more pOII’]tS) This source was peer-reviewed. Members
of the academic community reviewed the
paper for quality before it was published.

N SUBMIT ANSWER

NEXT QUESTION




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)

STARS EARNED

* ok % % ok k

THIS QUESTION HELPS DETERMINE

DATE

When was this source
published?

5-10 YEARS AGO

WITHIN PAST 5 YEARS

OVER 10 YEARS AGO

SUBMIT ANSWER




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)

Earn a Diamond Star if you answer
the question correctly on the first
try. Diamond Stars are each worth
100 points.

Earn a Gold Star if you answer the
question correctly on the second

try. Gold Stars are each worth 50
points.

Earn a Silver Star if you answer the
n correctly on the third try.
Stars are each worth 25




PART THREE

Student & Librarian Survey Results




STUDENT SURVEY RESULTS

Did you play the RADAR Game during your library visit?
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STUDENT SURVEY RESULTS
What did you like about the RADAR Game?
WHAT THE STUDENTS SAID
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LIBRARIAN SURVEY RESULTS

RATING THE RADAR GAME
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LIBRARIAN SURVEY RESULTS
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ADDITIONAL MATERIALS

ONLINE LEARNING OBJECTS

RADAR GAME
RESEARCH STRATEGIES

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

ONLINE RESOURCES

PRIMO
MERLOT
ACTIVE LEARNING LIBGUIDE

TUTORIAL DESIGN
RECOMMENDATIONS

ARTICULATE TECH SPECIFICATIONS
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