
Our Story Thus FarOur Story Thus Far……
The State of Gaming in LibrariesThe State of Gaming in Libraries
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My gaming pastMy gaming past



RPGsRPGs and and LARPingLARPing



CCGsCCGs and and MMORPGsMMORPGs



BoardgamesBoardgames
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Library Game Lab:Library Game Lab:

““Exploring the Intersection of Exploring the Intersection of 
Gaming and LibrariesGaming and Libraries””



Overall Goal of the LGLOverall Goal of the LGL
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How do we see Gaming?How do we see Gaming?
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Gaming is bigger than you thinkGaming is bigger than you think……
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Lack of Basic ResearchLack of Basic Research
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Study #1: Understanding the State of Study #1: Understanding the State of 
GamingGaming
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�6�W�X�G�\�����������6�W�X�G�\����������Gaming censusGaming census
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Study #1 Study #1 -- Random Phone SurveyRandom Phone Survey
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18Blank

400Grand Total

43d. 50000 +

106c. 10001 - 50000

121b. 3001 - 10000

112a. 1 - 3000

TotalPatrons Supported



Handling the BlanksHandling the Blanks
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The Big QuestionThe Big Question
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And now, itAnd now, it’’s time for..s time for..
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Libraries that Support GamingLibraries that Support Gaming
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Libraries that Support GamingLibraries that Support Gaming

88%12%d. 50000 +

87%13%c. 10001 - 50000

77%23%b. 3001 - 10000

76%24%a. 1 - 3000

YesNoLibrary Size
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Libraries that Run Gaming Libraries that Run Gaming 
ProgramsPrograms
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TotalGaming Programs?



Libraries that Run Gaming Libraries that Run Gaming 
ProgramsPrograms

67%33%d. 50000 +

50%50%c. 10001 - 50000

39%61%b. 3001 - 10000

38%62%a. 1 - 3000

YesNoLibrary Size



Types of Gaming Programs (n=172)Types of Gaming Programs (n=172)
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45

24

21

20

19

7

4

4

Board Games

Traditional Games

Console Games

Physical Games

Summer Reading

Card Games / CCGs

Computer Games

Roleplaying Games

Other



Libraries that Circulate GamesLibraries that Circulate Games
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18Blank

79Yes
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Libraries that Circulate GamesLibraries that Circulate Games

23%77%d. 50000 +

27%73%c. 10001 - 50000

17%83%b. 3001 - 10000

17%83%a. 1 - 3000

YesNoLibrary Size



Types of Circulated GamesTypes of Circulated Games
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Patrons allowed to Play Games?Patrons allowed to Play Games?
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Patrons allowed to Play Games?Patrons allowed to Play Games?

98%2%d. 50000 +

92%8%c. 10001-50000

82%18%b. 3001 - 10000

80%20%a. 1-3000

YesNoLibrary Size



““AboutAbout”” Conclusions from Study #1Conclusions from Study #1
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Study #2: Gaming CensusStudy #2: Gaming Census
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Makeup of respondents (n=313)Makeup of respondents (n=313)
Academic

9%

Public
66%

School
23%

Special
2%



Makeup of respondents (n=313)Makeup of respondents (n=313)
Rural
24%

Suburban
45%

Urban
31%



Makeup of respondents (n=313)Makeup of respondents (n=313)
Large 
(largest third)
19%

Medium 
(middle third)
53%

Small 
(smallest 
third)
26%

Other
2%



Circulation of Games (n=140, 44%)Circulation of Games (n=140, 44%)

64.2

33.6

27.9

6.4

0 20 40 60 80

PC Games

Console
Games

Board/Card
Games

Handheld
Games
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Users served by gaming in librariesUsers served by gaming in libraries
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Aspects of Gaming ProgramsAspects of Gaming Programs
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Activities from Gaming ProgramsActivities from Gaming Programs

62.71

46.63

17.42

0 20 40 60 80

Console
Games
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Activities in Gaming ProgramsActivities in Gaming Programs
0 10 20 30 40 50 60

Console Dancing Games

Traditional Board Games

Modern Board Games

Console Musical Perf. Games

Console Racing Games

Modern Card Games

Console Party Games

Console Shooting Games



Other activitiesOther activities

0.56Wargames

1.12Miniatures Battle Games

1.69Handheld Electronic Games

3.37PC-Based Educational Software

3.37PC-Based Puzzle Games

3.93PC-Based Virtual Worlds

4.49Console-Based Sports Games

4.49PC-Based Strategy Games

7.3PC-Based Roleplaying Games

7.3PC-Based Shooters

7.3Tabletop Roleplaying Games

9.55Traditional Card Games

10.11Console-Based Fighting Games

10.67Collectable Card Games



Specific Activities (n=179)Specific Activities (n=179)

10Monopoly

10Wii Sports

11Checkers 

11Scrabble 

14Uno

16Halo Series

19Super Smash Bros. Melee

20Madden Series

25Mario Kart Series

27Chess 

39Guitar Hero Series

79DDR Series

FREQUENCYGAME PLAYED



Goals for Gaming ProgramsGoals for Gaming Programs

24.16%To help develop 'new literacies'

26.40%To build developmental assets

29.78%To allow users to improve their skills/knowledge

36.52%To create publicity for the library

44.38%To introduce users to other library services

51.12%To recognize the cultural significance of the gaming 
medium and to participate in it 

74.72%To increase the library's role as a community hub

76.40%To attract an underserved group of users to the 
library

79.80%To provide an additional service for a group of 
active library users

80.34%To provide a source of entertainment for members 
of the community



Single most important goalSingle most important goal

0.56%To help develop 'new literacies'

0.56%To create publicity for the library

1.69%(blank)

2.25%To build developmental assets

2.25%To allow users to improve their skills/knowledge

5.62%Other

6.74%To recognize the cultural significance of the gaming medium and to 
participate in it 

10.11%To provide a source of entertainment for members of the 
community

16.85%To provide an additional service for a group of active library users

18.54%To increase the library's role as a community hub

34.83%To attract an underserved group of users to the library



Outcomes, Part 1Outcomes, Part 1

41.81%Users request more participatory services.

49.72%The library got additional publicity.

65.54%Users improved their social connections with 
other previously unknown members of the 
community.

68.36%Users attended the gaming program and also 
used other library services while there.

73.45%Users attended the event with friends and 
improved their social connections with those 
friends.

76.27%Users attended the gaming program and 
returned to the library another time for non-
gaming services.

77.97%The reputation of the library improved with 
participants.



Outcomes, Part 2Outcomes, Part 2

0.56%The reputation of the library declined with 
participants.

9.60%Users not involved in the gaming program 
indicated annoyance regarding the activity.

14.69%Users attended the gaming program, but did not 
return to the library.

20.90%The library developed community partnerships.

21.47%Users develop assets to help them become 
involved with the library.

38.98%Users request new and changed services.

38.98%Users improved their skills/knowledge.



Take Home MessagesTake Home Messages
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Take Home MessagesTake Home Messages
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WhatWhat’’s Next?s Next?
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Library Game Lab NexusLibrary Game Lab Nexus
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Classification structureClassification structure
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Public Good of Games in LibrariesPublic Good of Games in Libraries
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Stage 2: LGLStage 2: LGL
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Now that we haveNow that we have……
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Developing the MeasuresDeveloping the Measures
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Laboratory ExperimentsLaboratory Experiments
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Laboratory Experiments, continuedLaboratory Experiments, continued
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DisseminationDissemination
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ResultsResults
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Participatory LibrarianshipParticipatory Librarianship
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ConclusionsConclusions
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ConclusionsConclusions
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Are games appropriate?Are games appropriate?
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Preparing the FuturePreparing the Future
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If weIf we’’re doing to do it..re doing to do it..
letlet’’s do it right!s do it right!
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