Video games for the Science Library 2007-2008

Overview:

Video games are pervasive in our society, current estimates say that it is a $12 billion dollar industry.  These games are also useful in teaching complex learning theories and can help create a community for getting and playing them.  The department of Computer and Information Science supports this project.  The library representative understands that some money from the monograph line might be used initially for this and they are willing to have someone from the department come to a game or tournament night, when we are ready for that.

Collection Development statement: [adopted from UIUC]

The UO Gaming collection will support a variety of campus interdisciplinary programs, scholarly research, and student needs involving video games. Ideally the collection will support teaching, learning, and research by UO faculty, staff and students across many disciplines.  We anticipate that departments as diverse as human physiology, psychology, speech communications, computer and information science, literature, and others might find this collection useful for learning about the technology, game world structure, narratives, and social interactions generated by the video game phenomenon.

The collection will also support the needs of students interested in gaming for classwork and other activities, including any registered student organizations dedicated specifically to gaming.

Collection Goals

The collection is currently aimed at containing contemporary games.  If there is interest we would be willing to consider collecting vintage games as well as secondary and supplementary research materials to facilitate investigation of gaming; and investigating ways to capture the output of campus gaming initiatives, such as games created by UO faculty and corresponding research.  We would also be open to working with the Eugene based gaming companies in some capacity.

Types of Materials Collected

The collection will include examples of games from currently popular platforms.

Examples include:

· Console Games (XBox 360 elite, Playstation 3, Nintendo Wii, etc.)

· Handheld Games (Nintendo DS, PSP, etc.)

· Popular games for all of the above platforms

Collection Use Policies

· Games are in open shelving in the Science Library. (Try to use same system as video collection, so that bulk purchases are possible and it would be easy to start at other branches or transfer, if needed)

· Same loan period for all parts and pieces, hardware and software. 

· Three (3) day loan period (precedent:  bound journals, videos, ITC software, Reference circulating items).

· Science will book games and equipment and parts.  Also allow students to self-book (just like they can self-book study rooms and laptops).

· Three (3) day loan plus one 3 day renewal for Faculty and GTFs.  Three (3) day loan period with no renewals for undergraduates, graduates, and staff.  (like videos).

· Since there won't be any place inside the Library to use these,  Oregon Carders, etc. can not check them out.  (precedent: Oregon Card holders can check out videos but only for in-lib use).

· No circulation of equipment (consoles, etc.) in Summit/ILL. 

· Games can circulate in Summit/ILL.  Use the same guidelines that we use for videos:

https://iris.uoregon.edu/departments/acs_svc/ill/videos.html
· If there are licensing issues when purchased, a note will be put into the bib or item record (TBA by MSDP). Otherwise, our philosophy is to circulate them.

Fines and replacements: 

· Games:  $3/day all borrowers.  Replacement costs done on each individual item (just like videos).

· Consoles: $10/day.  Replacement costs done on each individual item. 

Checking out equipment:

· Science will make  a kit for what it takes to play the game: a special suitcase for the console and the needed cords (to TV, to power) and one controller.  This "kit" will have one item record that details the contents.

· Other pieces of equipment will be checked out separately (more controllers, dance pads, memory chips, extra guitars, etc. ) as individual item records.  They'll check out on the game loan rule.  Each of these items will have its own item record and barcode and cannot be swapped with an item inside other kits (controllers, for example).

· Number of items checked out at a time:  games can go into Category B so only three games can go out at a time (system wide), even though we'll tell patrons only one (1) game at a time.  We won't put the equipment or accessories into any blocks (categories A-D) since we don't have an extra category to use.

Future plans

If the collection is successful, I would like to continue to expand the number of games acquired and the platforms supported.  If appropriate we will consider acquiring vintage games.

For now the only means we have of assessment is to track our gate counts.  We will do this and look forward to finding other ways to measure if this program seems useful to the students, faculty and staff of the University of Oregon.

We would also like to host either game nights or tournaments in the Science Library and/or in Knight library.  These require space, large screens, some refreshments (mountain dew, water and pretzels), a trophy for grand prize and other prizes (gift cards, t-shirts, etc.).  When available, we should consider being part of the Ann Arbor Public Library GT system.  This allows players and teams to accumulate points, be ranked and compete against each other (and other schools).  This point/ranking system is a natural fit with blogs and updating web pages, as patrons use it heavily.  The system may be ready by 2008, see:

http://gtsystem.aadl.org/
The Reserves and Video Room may like to consider having a similar collection.  I would be happy to partner with them in any way that makes sense.

We may want to set up a gaming room at some point to allow students, faculty and staff to play the games in the library.  This room would need enhanced computers, good ventilation, sound proofing, line of sight access, and air conditioning.  A code of conduct would be useful when/if we establish this sort of a space.

Natural partners:

Knight Library, especially Media Services and the Reserves and Video Room

Digital Art/Multimedia program in the Art Department

Computer and Information Sciences department

ACM and/or gaming group in CIS

Computing Center?

Other gaming groups on campus?  

Game development group

http://www.cs.uoregon.edu/groups/gamedev/index.html
This site exists, but looks old and may be for board games (still, I’d contact them)

http://www.uoregon.edu/~gaming/
Appendix:

From the keynote “Libraries, Gaming, and the New Equity Crisis”

From TechSource Gaming Symposium

By James Paul Gee theMary Lou Fulton Presidential Professor of Literacy Studies at Arizona State University
He asked, if games are long, hard, and complex, why do people pay to play them?  He presented 12 Learning Principles when should be aware of from gaming:

1. Lower the consequences of failure

2. Performance before competence (with support and help)

3. Players high on the agency tree (their choices matter)

4. Problems are well ordered

5. Cycles of challenge, consolidation, and new challenge (expertise)

6. Stay within, but at the outer edge, of a player’s “regime of competence” (confidence)

7. Encourage to think about systems instead of facts

8. Empathy for a complex system (you’re in it and a part of it)

9. Give verbal information, just in time and on demand

10. Situate meanings of words and symbols

11. Modding attitude (you can add to it and make it your own)

12. Assessment (graphs/charts at the end of a mission help with self-evaluation)

