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Learning Goal
Participants will create a draft of an information literacy game by designing a story board describing the critical decisions in the process of game design. 
Equipment
Blank Story Board
ACRL Framework Puzzle Pieces
Learning Outcome Puzzle Pieces
Task Puzzle Pieces 
Pedagogical Techniques Puzzle Pieces
Assessment Puzzle Pieces 
Game Dynamic Puzzle Pieces
Game Motivation Puzzle Pieces
Game Technology Puzzle Pieces
Rule Puzzle Piece
Highlighters
Blank Labels
Timer
Process
Step. 1 Choose an ACRL Framework Puzzle Piece and highlight any Knowledge Practice or Disposition that will serve as the focus for the game.  Tape it to the Story Board
Step 2.   Create at least 1 Learning Outcome related to the ACRL Frame and write it on a blank sticker.  Put sticker on puzzle piece and tape it to the Story Board
Step 3.  Choose an assessment from the list of Assessments and write it on a blank sticker.  Put sticker on puzzle piece and tape it to the Story Board.  
Step 4.  Choose at least 2 activities from the Pedagogical Technique list and write it on a blank sticker.  Put sticker on puzzle piece and tape it to the Story Board.
Step 5.  Use the Tools Lists and the Verbs List to create at least 2 Tasks the students will do in the game.   Write on a blank sticker and tape it to the Story Board.
Step 6.   Highlight at least 1 Game Dynamic to use and tape puzzle piece to the Story Board.
Step 7.  Highlight at least 4 Game motivators and tape those stickers on the Story Board.
Step 8.  Choose 1 Game Technology and write it on a blank sticker.  Put that sticker on puzzle piece and tape it to the Story Board.  
Step 9.   Identify any specific rules for the game and write them on a blank sticker(s).  Put sticker(s) on puzzle piece and tape to Story Board.  
Step 10.  Be prepared to share draft Game with other groups and have picture of Story Board taken. 



	ACRL Frame (pick 1)  6 solid green pieces with Frame, Knowledge Practice, and Disposition on sheet. 
Knowledge Practice/Disposition (highlight 1)

	Learning Outcome print purple
(create at least 1)
Blank puzzle piece attach sticky note




	Tools  
	Verbs 

	Library Catalog
Books
Periodicasl/Scholarly Journals
Newspapers
Articles
Video/Images
Quotes/Summaries/Paraphrases
Paragraphs
Databases
Annotated Bibliography
Maps
Keywords
Citations
Sentences
Other?

	Write
Read
Analyze
Evaluate
Use
List
Apply
Identify
Report
Summarize
Explain
Demonstrate
Select
Find
Create
Compare
Other?


	Blank puzzle piece with label(s) for writing Tasks (Verb + Tool)—Create 2 (purple)




	Pedagogical Techniques/
Class Activities(Choose at least 2) (pink/yellow)
	Assessment (Choose at least 1) (yellow)

	Pair/Share/Report
Pair/Share/Record
Individual work
Directed practice
Jigsaw
Presentation
Small Group Record/Report
Brainstorm
Questions/Answers
Scaffolding
Repetition
Reflection
Feedback
Demonstration
	Minute Paper
Rubric
Scorecard
Poll/Survey
Muddiest Point
Quiz
Other?


	Puzzle piece with label for choice (green)
	Puzzle piece with labe1 for choice




	Game Dynamics (Choose at least 1) pinks
	Game Motivators(Choose at least 2)

	Game Technology (Choose at least 1)

	Race to the Finish
Territory Acquisition
Exploration
Collecting
Rescue or Escape
Alignment
Forbidden act
Construct or build
Outwit
Solution
Matching


	Fun (Lazzaro 2004)
Social Interaction (Chou 2017)
Meaning (Chou 2017
Discovery
Fantasy
Mastery
Ownership/Possession (Chou 2017)
Exploration
Accomplishment (Chou 2017)
Avoidance
Change
Purpose


Conflict
Cooperation/Collaboration
Competition
Strategy
Chance/Unpredictability (Chou 2017)
Curiosity
Challenge
Control
Ownership/Possession (Chou 2017)
Scarcity (Chou 2017)
Autonomy


Aesthetics
Narrative/Story
Theme
Resources
Time
Levels
Creativity with Feedback (Chou 2017)
Reward (points, tokens, etc)
Character
Progress (leaderboards)
Recognition (badges)

	Cards
Cubes
Quizizz
Kahoot
Puzzle Board
Dice
Random Number Generator
Wheel
SmartBoard
Lockbox
Escape Room
Goosechase
Twine
Jeopardy
Board Game
Jeopardy
Concentration
Your choice

	Puzzle piece with these on  it – highlight choice
	Puzzle piece with these on it –highlight choice
	Blank puzzle piece



	Specific Rules and Game description (Use stickers) 
Large puzzle piece use sticky note to write info
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	ACRL Frame

Knowledge Practice / Dispositon






	Learning Outcome
	Assessment



	Tools + Verb = Tasks









	Pedagogical Techniques



	Game Dynamics









	Game Motivations
	Game Technology



	Game Rules and Description
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