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Introduction
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Gamification is the use of game design principles 
and mechanics to engage and motivate people to 
achieve their goals. In the context of libraries, 
gamification refers to the use of game elements 
to motivate patrons to participate in library 
activities, such as reading programs, educational 
workshops, and other events. Gamification can 
be used more actively, in the context of LIS 
education, to teach students how to work in the 
library and manage it. 
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Some Ideas

• "Escape the Alien Library"

• "The Cataloging/ 

Documents Challenge”

• "Quote Game" 
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"Escape the Alien Library"
A science fiction-themed library game that can be played in a physical or virtual setting. The game is 
an Escape room type game. 

1. Objective: The players must navigate through a 
futuristic, high-tech library filled with alien artifacts and 
technology while cataloging and organizing the items 
they encounter. The players must work together to 
solve puzzles and challenges related to cataloging and 
organization to escape the library before time runs out.

2. Gameplay: The game is divided into several rooms, 
each with its own set of challenges and puzzles related 
to cataloging and organization. For example, in one 
room, the players must decode an alien language to 
catalog a set of artifacts, while in another room, they 
must organize a chaotic storage room filled with alien 
technology.

3. The players must work together to gather information 
about the artifacts and technology, determine their 
proper classification, and catalog them correctly before 
moving on to the next room. They will be aided by a 
cataloging system that provides hints and tips on how to 
correctly classify and catalog each item.

4. Time Limit: The players have 60 minutes to escape 
the library, and their progress is tracked through a digital 
timer that displays the remaining time.

4

Reward: Upon successfully completing the game and cataloging all the artifacts and technology, 
the players receive a certificate recognizing their achievement and can receive a tour of the 
library's science fiction section.
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This game combines the elements of 
science fiction with the challenge of 
cataloging and organizing items, 

providing a fun and interactive way 
to develop skills related to library 

and information sciences. 



"The Cataloging/ Documents Challenge”
A game that can be played in a library related to cataloging

• Number of Players: 2-4 players

• Objective: To correctly categorize 
a set of library items into their 
respective categories and 
subcategories as quickly and 
accurately as possible.

Gameplay:

1. Each player is given a set of library items, such as books, 
any other documents, etc.

2. The players race against each other to correctly 
categorize their items into categories and subcategories 
using the library's cataloguing system.

3. The first player to correctly categorize all of their items 
wins the round.

4. The game continues with players taking turns 
categorizing items until all players have completed the 
task.

5. The player who categorizes more quickly and correctly 
wins the game. 
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Variation: To add an extra layer of 
challenge, players can be given 
items that belong to multiple 
categories and subcategories, 
forcing them to think critically and 
make decisions on the best way to 
categorize the items.
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This game can be an entertaining
and interactive way for library staff, 

students, or patrons to learn and 
practice cataloging skills while 

having fun.



"Quote Game”
This is a library-themed word game that challenges players 
to use their knowledge of famous quotes and book titles to 
guess the author and source of a quote. 

Follow the instructions:

1. Choose a famous quote and extract (8) keywords from it, in order 
of appearance in the quote.

2. Use an online catalog to search for books with the same titles as 
the keywords. Do not mention the author's name in the search.

3. Arrange the books in order according to the keywords and 
examine each book to see if it contains any clues about the quote 
and its author.

4. Keep track of your findings and continue searching until you have 
found all (8) books and can correctly guess the quote and author.

5. Share your results with other players and see who can guess the 
quote and author faster!

Note: This game can 
be played individually 
or in a group. 
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Example
We extract keywords from a famous quote and limit our vocabulary to words found in book titles. We search for 
these keywords through an online catalogue. We do not mention the author's name. The keywords are arranged in 
order of their appearance in the quote, and the objective is for you to determine both the quote and its author. 

You must find all 8 books in the catalogue. 

Follow the instructions:
1. An auxiliary verb. Can be found in first place in the title of a book published in 2021 by Bogrosian, H.
2. The 4th word in the title of a book by Noble, R. B. – 2019
3. The 8th word in the title of a book by Dick, H.P. – 2021
4. The 8th word in the title of a book from Kilmeade B. & Yaeger D. – 2013
5. The 1st word in the title of a book by Milton J. & Dobranski S. B. – 2022 
6. The title with the imperative form of the verb “to be”. Smith W. & Manson M. – 2021
7. The 1st phrase in the title of a book by Marshall P. A. – 2020 
8. The last word in the title of a book by the British Library – 1984
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After the players have sorted the quote 
from the words, they must find out who 

is the author of the quote. 
The same task is given in reverse, using 

another quote! 
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Conclusion
The ideas of games that have been presented are currently in their initial stages of

development and have not yet been fully implemented or tested. However, there

are potential opportunities to modify and adapt the games to suit the unique needs

of either a library or a tutor. These modifications could include adjustments to the

game's mechanics, themes, or learning objectives to better align with the intended

learning outcomes.

In our Design Thinking experiment with the students from ULSIT, 2 out of 3 groups

indicated games as a suitable tool for teaching Transliteracy and Digital fluency.
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Thank you
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