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What we’re talking about today…

Overview Demo Detail



Background and rational

Visibility Skills Playful



Developing our objectives and learning outcomes

• To increase the Library's visibility with different 

stakeholders through playful learning

• To convey key messages about Library services to 

students

• Access 'my Library account' using an ID and Library 

PIN.

• Recognise the ways in which the Library can help 

students find information for their assignments.



Missing Professor Demo





Game design
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Playtest overview 

• Conducted four playtest sessions over a month

• Two sessions with library staff (15 library 

staff total, split into 8 small groups)

• One group of Student Support Officers (10 

student support officers, split into 4 groups)

• One group of Early Years foundation 

students (six students, split into 2 groups)

• 1-2 hours each

• Observation, questionnaire, informal focus group



Playtest result
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Playtest result
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What we’ve learnt

Set solid 
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from the 

start
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On the Horizon
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