


WHY GAMING?













Video games tell a 
story: they have 
thematic elements, 
narrative devices, 
plot, character 
development…



“An icy chill seemed to sweep through the 
room as I heard the inmates speaking 
among themselves. Not wanting to be 
seen, I crept silently close to the walls of 
the old asylum, being sure that my body 
was cloaked in shadow. The open 
doorway on my left was an opportunity to 
get out of sight. The room was empty, 
save some scattered papers and an old 
roll-top desk. Was that a reel of audio-tape 
on the desk? I picked up the tape and ran 
a finger across the dusty label:
Arkham Asylum: Interview Tape 1: 
Edward Nigma: aka: The Riddler“.













The Fantasy Genre

















The Pokédex was created by
Professor Oak as an invaluable tool
to a Trainer in the Pokémon world.
It gives information about all
Pokémon in the world that are
contained in its database, although
it differs in how it acquires and
presents information over the
differentmedia.
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Our students and library 
users use Pokémon in a 
recreational way. 

PLAY
GAME

yet,





Now is the time to reconsider 
the value of play. 

Our students / library users are 
CHOOSING to play games in which 
goals are collecting and working with 
information.







WHY are our students playing these highly 
sophisticated games, which in many cases are more 
cognitively “difficult” than their coursework?

They aren’t “getting” 
anything out of it. They 
aren’t making money 
or getting grades. 

Overcoming a challenge, 

and mastering it.



HOMEWORK:

http://www.youtube.com/watch?v=u6XAPnuFjJc



“…as our understanding of both 
cognitive science and game design 
continues to advance…game play 
will find a central place inside 
schools. I think in 30 years’ time we 
will marvel that we ever tried to 
deliver a curriculum without 
gaming.”







Gaming will not replace the textbook, 
just as audio and video did not 
replace the textbook; just as the 
textbook did not replace the teacher. 

Even in a world where 
Pokémon exist, they still 
need a “Professor Oak”. 



James Paul Gee on student learning communities 
and the evolving role of the teacher:

http://www.youtube.com/watch?v=_SVhxAT
eESY



HOMEWORK:

Video Games Win a Beachhead in the Classroom - NYTimes.com

New York 
Times 
Magazine 
Cover 
Story, 
September 
19, 2010



“The language of gamers is, when you 
begin to decipher it, the language of 
strivers. 
People who play video games speak 
enthusiastically about “leveling up” and 
are always shooting for the epic win. 
Getting to the end of even a supposedly 
simple video game can take 15 or more 
hours of play time, and it almost always 
involves failure — lots and lots of 
failure.”



“failure‐based learning,”
failure is brief, surmountable, 
often exciting and therefore not 
scary. 
A well‐built game is a series of 
short‐term feedback loops,
delivering assessment in small, 
frequent doses.



..children who persist in playing a 
game are demonstrating a valuable 
educational ideal. 
They play for five minutes and they 
lose, they play for 10 minutes and 
they lose. 
They’ll go back and do it a hundred 
times. 
They’ll fail until they win.”
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HOMEWORK:

PBS’ Frontline: James Paul Gee on How Video Games Can Help



the traditional schooling 
structure now has “competition”



Librarians have the opportunity to both 
innovate and connect with students in 
important, non‐traditional ways. 

Partnerships between public librarians,
school librarians, and teachers can be built
on the basis of new and effective learning
techniques.





Let’s channel that 
demonstrated capacity for 
self-directed learning.



If we believe that our students are capable of 
achievement, than the role of a school librarian, 
teacher, or public librarian is similar:



MOTIVATOR



LEVELING UP?
Think of other ways that students 
are assessed, and ask yourself if 
you could EVER describe the 
assessment as motivating? 

The most interesting part of that article 
is that “leveling up” is essentially an 
assessment model, yet the teachers in 
the article said it is exciting and 
motivating students



HOMEWORK:
Implementation ideas!

The Pokémon Generation: Building lesson plans around 
a gaming environment creates effective learning.

Gaming in the HS Classroom

Tangential Learning (Video Games and Learning video)
The Power of Tangential Learning (article)

Computer games and realising their learning potential



http://www.gameslearningsociety.org



E3 Special Edition: 10 Video-Game Worlds We Wish We Could Live In





PROJECT BASED LEARNING
Project-based learning, or PBL, is 
the use of in-depth and rigorous 
classroom projects to facilitate 
learning and assess student 
competence. Students use technology 
and inquiry to respond to a complex 
issue, problem or challenge. PBL 
focuses on student-centered inquiry 
and group learning with the teacher 
acting as a facilitator.



Pokémath 
Project*



...is organized around an 
open-ended “goal”.

Build a set of Math 
lessons, using Pokemon to 
help teach it!

The public and / or school 
librarian’s role in this process is to 
understand what that goal is, and 
how library resources can help 
students succeed. 



…applies “need-to-know” 
knowledge to that “goal”.

What grade level of Math are you teaching? 
Division? Clock-reading skills? Just knowing that 
Pokemon is involved will give the motivation 
necessary to plow through the “boring” stuff. 

This is the most traditional aspect of 
the PBL. Librarian’s role to be sure 
to support the teacher in very 
traditional ways. 



…the student is the 
artist.

They are crafting the style and 
direction of the project. You
are making sure that “need-to-
know” stuff is in there.

The librarian’s role is to foster 
creativity through offering a variety 
of print and digital resources, as 
well as offering the library space as 
the “studio” for the art. 



…requires critical thinking, problem 
solving, collaboration, and student 
communication/collaboration.

This is the tricky part. You aren’t 
able to “cheat” on a PBL, which 
makes for some tricky situations at 
times.

You can Google facts, but you can’t Google 
“learning”. The teacher & librarian are 
constantly facilitating learning.



21st Century 
Skills.



…allows the student to 
have a “voice”.
This is another 
motivating factor 
that contributes to 
the effectiveness 
of a PBL.



…peer-review.
Have the students constantly help each 
other along the way. Texting is ok. 
Communication is encouraged.  They 
can talk about this on blogs, Facebook, 
and Twitter is they want. Share notes. 
There will be no test…

The public and / or school 
librarian’s role in this process is to 
understand what that goal is, and 
how library resources can help 
students succeed. 



…presented to the class.
The point behind this module is 
to teach another valuable skill: 
effective communication.

This is a place where the library 
“space” is important: it’s a place to 
present their findings, without the 
traditional classroom atmosphere. 



But what about other 
grades levels / subjects? 

What if I 
don’t play 
games?!









Learning Communities!
Our students don’t just learn, they produce. 

Memorizing facts does not prepare students for future learning. 

“Just learning a bunch of facts in school won’t do you much good.”



Collections and programming:



Questions?

ALL LINKS & HOMEWORK ASSIGNMENTS can be found at �

JP Porcaro, jp@porcaro.info
facebook.com/librarianjp 
twitter.com/librarianjp 
8bitlibrary.com


