
LIBRARIES 
GOT GAME

Mapping Modern 
board games 
with the new 
American 
Association of 
School Library 
Standards for 
the 21st 
century 
learner.

School  libraries  are  learning  centers  that  provide  a  variety  of 

instructional, informational, and entertainment resources for teachers and 
students spanning the curriculum.  libraries Providing game resources is a 
natural extension of that service.

Games are  valuable assets.   They engage students with  authentic leisure 
experiences while introducing and reinforcing a variety of social, curricular 

and literacy skills.

Gameplay also provides an opportunity  for students to explore a  host 
of social and life skills not inherent in the curriculum, but important for 
their success.

Inquire, think critically and gain knowledge

By Brian Mayer
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Games  rich  in  historical 
connect ions ,  such  as 
1960:  The  Making  of  the 
President  and  Twilight 
Struggle, allow students, 
through  inquiry,  to  seek 
knowledge  in  curricular 
subjects  and  connect 
their  activities  back  to 
the real world.

Games like Shadows over 
camelot  and  Pandemic 
provide  a  platform  for 
collaborative  game  play, 
where  students  discuss 
a n d  work  i n  t e ams 
together to deepen their 
understanding  of  the 
skills  involved  and  of 
each other.

At  a younger age, games 
like Enchanted Forest and 
Gopher It!  help students 
bu i ld  conf idence  and 
direction  by  providing 
opportunities  for  making 
independent  choices  in  the 
selection of information.

Games  often  have  a 
learning curve that builds 
towards  prof i c i e n cy . 
S t u d e n t s  h a v e  t h e 
potential  to  excel  within 
t h e  g a m e  b y  s e l f -
mon itor ing  how  they 
utilize  information  during 
play.
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Draw conclusions, make informed decisions, apply 
knowledge to new situations, and create new 

knowledge

PUerto Rico  and Agricola  provide a 
variety of paths to victory, enabling 
the  flexible  use of  resources  for 
adapting  strategies  to  each  unique 
situation.

themes  in  games  span  both  the 
globe  and  history.  Students  who 
incorporate  a  more  diverse  and 
global  perspective  benefit  when 
attempting  to  draw  conclusions 
based on the theme of the game.

as  students  play  games,  they 
analyze  ava ilable  informat ion , 
synthesize  a  strategy,  evaluate 
their progress, and finally organize 
the  results  for  reflection  and 
direction for future games.

Share knowledge and participate ethically and 
productively as members of our democratic 

society

Games  are  participatory  pastimes 
that  encourage learning  communities 
through  the  sharing  of  concepts 
and  strategies,  collaboration 
amongst  players  and  reflection  on 
personal performance. 

When  games  are  used  i n  an 
educational  context,  they  motivate 
students  to  partic ipate  in  an 
exchange  of  ideas,  often  extending 
beyond the learning environment.

Play is powerful. It removes social 
barriers and provides a level of 
comfort that allows students to 
develop leadership skills and the 
confidence to present ideas to others.

Pursue personal and aesthetic growth

Through  the  use  of 
well  developed  themes, 
games can  connect  ideas 
to  the  interests  of 
students and build upon 
t h e i r  p r e v i o u s 
k n o w l e d g e  a n d 
experiences.  

games often  have  a fan 
base  that  uses  online 
soc ial  networks  to 
communicate  strategies, 
s h are  s tor i e s  a nd 
p i c t ur es ,  f a c i l i t a t e 
meetings  and  connect 
with each other.
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