
They research, teach,
learn, and collaborate.

So far, without libraries
By Kurt Squire &

Constance Steinkuehler

Take a look at the two characters on these pages.
Do you recognize them? The image above, of course, is
Mario, NiiitL'ndos mascot, who h;is appeared in lOS games
and sold over 1(10 million units. By the early 199()s, Mario was
more popular and recognizable among children than Mickey
Mouse. Those children are now adults, with children of their
own.The Image to the right is Master Chief, star of Bungie's
Halo and Hah 2. On November 9, 2004, Microsoft .sold 2.4
miliiou copies of Halo 2, generating $125 million in revenue
and shattering all other records for one-day media sales. What
you know about these icons says a lot about your age, taste in
media, and connection to pop culture.

Why pay attention to games? For starters, games are the
"meduini ot choice" tor many Millennials, with broad partic-
ipation amonji; the 30 and under population. Altiiough part of a
web of new media, technology, and social shifts, games are the
quintessential site for examining these changes. Game cultures
feature participation in a collective intelligence, blur the distinc-
tion between the production and consumption of information,
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emphasize expertise ratber tban status, and promote interna-
tional and cross-cultural media and communities. Most of tbese
cliaracteristics are foreign, or run counter to print-era institu-
tions such as libraries. At the same time, game cultures promote
various types of information literacy, develop information seek-
ing babits and production practices (like writing), and require
gt)od, oid-tasbioned research skills, albeit using a wide spectrum
ot concent. In short, librarians can't afford to ignore gamers.

Creating knowledge together
We have studied online communities around SJd Meier's Civ-
ili::iitioii III (CiuJ) and the massively mukipiayer online game
Lineage. Civ3 is a (mostly) single-player, turn-based game (a lit-
tle like turns in cbess). In Lineage, millions of people interact
in a real-time 3-D world. Botb games are wildly popular and,
at first blush, appear radically different. But there are striking
similarities in tbe social practices surrounding eacb one.Tbese
sbared features point toward a very different notion of digital
literacy tban most librarians hold.

In Q'l'J, players start a civilization in 4001) B.C .̂E. with lit-
tle more than a warrior and, tbiough thousands of years, build
up a civilization with cities, railroads, temples, libraries, and
armies. Civ3 is a map-based historical game with a U.S. com-
puter games aestbetic.

ln 2003, a grotip of Civilizatio)i fans started Apolyton Uni*
versity, an online "university" dedicated to improving Civ3 play-
ers'skills. After a few years of playing O'i'J, players wanted to ex-
plore new game play elements and different modes of play with
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peers. They cTeatt-d "'courses," such as "Give Peace a Chiincc."
whidi liclps players learn ro win through luinviolent ineans.

In LMth course, players download a saved game tile, which
functions .is the primary text for the course. As they play
thriiugli the game, they take notes on all major events, dis-
coveries, and decisions. Every 40 turns, they take a screen shot
of their game and upload it along with their notes for discus-
sion. Participants then examine one another's games and re-
flect on major decisions and strategies. There are ahout 25
courses, each of which generates dozens ot pages ot discussion.
C'oniparahle communities exist for many otlier games.

"Affinity Space"
Apolyton University is what James Cee.theTashia Morgridge
I*rofessor of Reading in the Department ot C^urriculuni and

best to use pooled resources to sbarpen individual skills, Soreii
Johnson, the artificial intelligence programmer of the game it-
self", logged into the forum and asked if anyone had figured out
how one of the game dynamics (barbarian uprisings) worked.
Debate and discussion went on for six months, with partici-
pants playing games, gathering data, posting their latest theo-
ries, and then watclnng as, one hy one. each idea got debunked
by the developer. In the end. no one was ahle to answer the
qtiestion, and lohnson himself gave a detailed explanation t)t
how it wt>rked.When we look at games, especially games cul-
ture, even the distinction between designers and consumers is
blurred when it conies to intentional game play.

This kind of knowledge seeking and creation is common in
digital spaces. Ciroups of people from around the work! solve
prohlems with an array ot int<irniation, digital tools, resources,
screen shots, and arguments. C'oniniercial developers, doctoral
students,and Id-year-olds in Nebraska play, think,and learn to-
gether.Tlie disctissions in Apolyton reflect a level of expertise as
players are encouraged, even required, to bolster their argtiments
with evidence and reasoning.The most discernable barriers to
participation are free time, reading level, self-confidence w itb
the medium, and fluency in a somewhat technical discourse.

Learning in Lineage
As mentioned, Lii;('iJt;c is a massive, mti Iti player online game
where thousands of players interact in real time through
avatars—such as a female elt^—which are online digital char-
acters that represent the individual player. Each day hundreds
of thousands of players troni arotmd the world log into Aden,
a persistLMit, 24/7 virtual world.The game is botb collabora-
tive and competitive as players band together m clans to wage
war for the castles of the virtual kingdom.The clans, tight-knit
groups consisting of as many as 100 people or more, have their
own social organization, mores, folkways, web sites, history, and
collective identities.

Despite tears ot games "replacing" literate actu'ities, Liticd'^c
play is a thoroughly literate activity involving manipulation ot
texts, images, and synihols for making meaning and achieving

GAME CULTURES PROMOTE
VARIOUS TYPES OF

INFORMATION LITERACY,
DEVELOP INFORMATION-SEEKING

HABITS AND PRODUCTION
PRACTICES (LIKE WRITING),

AND REQUIRE GOOD, OLD-
FASHIONED RESEARCH SKILLS

tween readers and
authors is bhirred, in the sense particular ends. If the ends^conducting sieges and defending

castles—are not valued literacy activities, then the iiifdiis surely
are: researching equipment, making maps, managing resources,
investing currencies, huilding models, designing strategies, de-
bating facts and tbeones, and writing. Tons of writing.

Simply playing Lifidmc reqtiires facility with text, particu-

Instrtiction at the University ofWisconsin
at Madison, calk an "affinity space." Par-

ticipants don't care about identity,
age, race, gender, class, or national-

ity. Nor is value given to creden-
tials, degrees, or atliliatioiis. Make
a good argument

tor a course, and tlic
community will decide if

it's worth posting. No one
"teaches" the course, al-

those with ex-
pertise are recognized
and greatly valued—
true in most gamer
communities. There
are no reserves, no
checkout policies,
no limits on what
can he read. In tact,
the distinction be-

that anyone can start a course,
begin a tbread, or make a post.

Consider the following:
once, in the middle ot a
discussion about liow
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larly in negotiating private, ptiblic, and
other chat channels through which text
constantly streams in real time. Players
determine roles in groups, recruit new
pledge members, negotiate through
contlicts {sucli as competitions over the
rights to hunt in territories), establish
norms for collaborative events (such as
bunts and sieges), tbeorize game play
dynamics (such as wbere are tiie best
places to hunt), and debrief. Outside of
the game world, they tell stories, post
screen shots, write poetry, search data-
bases, post hints and walkthroughs, and
generally "cuss and discuss" all aspects of

Let's Play!
AGE OF EMPIRES
(www.microsoft.com/games/empires)
Age of Empires is a popular PC gaming
franchise fhat has ted to numerous spin-offs
and sequels, '\nz\w<^\wg Age of Mythology.
Altfiough the "Age" games are
not especially good simulations
of history, they do often
facilitate an interest in history
and inspire players young and
old to visit libraries to learn
more about the subject.

ROME: TOTAL WAR
(www.tota I war.com)
Released in 2004. Rome: Total War
positions the player as a leading member
of Roman society, which means managing
armies, cities, and economies. While many
games offer interesting simulations of
society, Rome: Total War is most noteworthy

for its impressive
battles, which can be
seen as military
history simulations.

SIM CITY
(simcity.ea.com}

Inspired by Jay Forrester's work on complex
systems out of MIT, Sm City\s one of the
top-selling PC game franchises of all time and
has been used from kindergarten to college
to teach urban planning.

THE SIMS (thesims.ea.com/us)
Will Wright's TheSims'isa human household
simulation game that is noted for not only
being the top-selling PC game of all time but
also for attracting more women than men.
r/ieS/ms affords insights into family plan-
ning, architecture, and interior design.

For up-to-date information on pricing,
go to www.learningarcade.org.

game play, from character class design
and military tormations to social gossip
and related real-world history

Research is a core component of
game play. Gamers find and interpret
data to determine where the best bunt-
ing is, for example.They also publish re-
sults through game forums (official
sources) and clan forums (unofficial
sources) and build spreadsheet models to
compare the effectiveness of strategies.

The idea that people would enjoy re-
searching information, studying maps,
scouring web sites for tips and tricks, and
writing lengtby "walkthrotigbs" as pleas-
ure probably seems a hit strange to
some—but tben, to others, so might a
leisurely atlernoon spent reading Proust
or exploring a library. But these activi-
ties are standard for gamers. Knowing
where and how to find the right infor-
mation isn't just entertainment, its also
a sotirce of prestige.

Multiple resources and tools
One core competency in gaming com-
munities is the ability to negotiate mul-
tiple, competing information spaces
that span ditferent media and otfi-
cial/unotTicial channels. Judging the
quality of information dĉ es not simply
come down to ascertaining what is of-

ficial and what is not; it involves under-
standing what the information will be
used for, its strengtbs and drawbacks in
terms of reliability, and the kind of valid
conclusions one can draw from it.

The parallels to library users, espe-
cially undergradtiates, is striking. After
all, library sites offer multiple, and at
times competing, information sources
that users must navigate. What's the dif-
ference between EBSCO's Academic
Search Premier and ProQuest's General
Reference? Likewise the whole issue of
evaluating information found on the
web, hotli its authenticity and its appli-
cability, is a major component of library
literacy efforts. Gamers grow up in a
media landscape with even more com-
plex, shifting dynamics than tbeir parents
did, and tbey will be expecting libraries
to react to these changes.

For a generation raised with the in-
ternet, instantaneous access to both in-
formation and the social networks for
which that information is relevant is the
norm. Earlier generations see instant
niessenging (or even cell phones) as a
distraction, wonciering how anyone can

get work done with them. Eor the cur-
rent generation, the opposite seems to
be true: it's hard to imagine getting any
work done without those tools.

For gamers, these social networks act
much like "lifelines" on the TV show
Wlio Wants To Be a MiUUmaire; they pro-
vide persistent access to social networks,
which, in turn, is persistent access to botb
collective information and collective in-
telligence. Through "away messages" in
instant chat environments and the like,
they are able virtually to create and main-
tain a sense of presence witb their peers.

Gamelike libraries
It is impossible to resist imagining a li-
brary built on gamer principles, where
patrons decide which materials and
services are otTered and which are not.
All discussions of the library's future di-
rection would be open, with full tran-
scripts digitized, searchable, and part of
the permanent record. Mechanisms
would be put in place so that patrons are
welcomed as new users but encouraged
to participate in decision-making and,
eventually, contribute their own materi-
als. Library users would be linked to
their relevant social networks through a
variety of tools.

To an extent, Wikipedia shares many of
these ideas.Wikipedia is a free online en-
cyclopedia built collaborativeiy by users.
Anyone is free to create or edit a page.
Throtigh their collective intelligence,
tisers have huilt a knt)wledge base that
numbers 480,000 Englisb entries, with
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A FAMILY SEQUOIA: Thousands ol [ilayers
worldwide interact in Lineage, a game that is
collaborative as well as competitive, in which
individuals band togettier in unique societies

sL'j\iratc versions in IS7 I.ingiKiî cs. Any
iiMTian i-dit .my po-it iui tik- siti-.vi't v.iii-
ilalisni is (.-.lu^ht quiikly. In A 2<HI2 study
ot"tlK-"liistory flt>\v"ot'Wikipci.Ii.i ciitriL-s
(.iv.iil.ihlf .It littp:,-'/resi.Mrili\vi.-lv\v.itst)n.
Jhiil.;niii/history/MKi(.-.\.litin).lllM touiiJ
ili.ii liiosi .Ills ot vMiiilaiisin .iiv i'iUij;lit
wiihm fKv [iiimitcs, wiili tlii' p.ii:c ilu-n
rfstiiivii to .III LMrlicr fJition. tniiNUiiuTs
bccninc iTLMtors. Tlii'iv is open .i
for everyone. And in form at ion is Kr

anytime, jnywhcrt-.

CA)nncct to gamers
How L-.m librari-insrcspoiiii tn iliK L;.iinci-

f? One option is to lU-vcUip ii
*r inulcrstiUHiini; ot\'im'ri;ont ilit^i-

t.il litcr.Kics .UKI find w.iys to put lihr.iry
I'ultiirt-s into conv(.Ts.ition uitli { .̂iniiiii;
culturcs.Therc are wmc relatively siiiiplL*
vv.iys th.u librarians 1.111 i-i-t startfJ.

1 irst uoiitit be to larry JialIll•^ in li-
brariL's. Lihi-irit-'s iiccil iinl iifccss.iriiy
SIK-KV (,>.»/(/7T((•/(.̂ (m' .i,bM clioy iiu^lit
st.irt witli games sucli ;i.s (^.ij'i!i:.ii(ioii III.
Sim (lity. .-!_(,'f of F.nii>iivs. Riviir: 'K'l.il
Iliir. .[iif oJ .\lyilii^li\\iy, I'Uc Sinh. iiollit
(AhMirlyciwi. Pihwiii. Aiiiiihil Crivshifi.
.Siil .\/(iVr> /'ir.m->.'. Rise i'/ .Vii/Jitn.*-. ho. or

Dnts llx. all of which arc

niiKTCial i;aiik-s \\ iiii
connections co areas ot traditional

to libraries.
, libraries niii^lu ŝ -t up work-

stations with ganies or host 1̂.1
nights. In wli.it we consider one ot the
most ambitious ctlorts to date. Saiit.i
Monica Public Library.CIA.hosts a LAN
p.irly ij;,imiiit; inL;!il.orij;.iin?fil by Migell
Ai.osi.1. jiniKip.il lihrariaii. int'orniaiion
manatieiiK-nt, where tcfiis come to play
C^iunhTslnLr. u hich is a •iquad-b.ised t.K"-
tical. tlrst-person shooter game tliat at-
tractN millinns olplayers worldwide. 1 he
e\ent reorients teens toward the lihr.iry.
allows librarians insii;hts into youth cul-
ture, anil braiiils the lihrary as a techni-
cally .ul^-.iiued. toniiiKiiial tliirti place
where people can come lor infornial st)-
cial bonduiii. Not surprisini^ly, tins has
raised interest in the Iibrar\- and is es-
tablishing v.iliiable new relationships
across the two (.tiniinunities.

Urinijini; (MiiitcntriLr into libraries is
not tor ewryone. but a ijanie such .is .Hi,'c
('/ Myilu^h\\;y or ('irili^diu'it ill mii;ht he.
hiiai;ine st.iriiii^ ,1 f."ifi/i-TtJ/fON club at ,1
local lilir.iry, where players arc encour-
aged to pl.iy through historical scenarios
or to compete in tournaments via the
nuiltipl.iyer exp.insiitn p.Kk.CIames such
as Riwii-: liuiil lllir o r .-I^'c of Myllioloxy

could pr<n ide similar oppominitio.

Every time we meet with students,
uv ,isk wtio has t liccked a book out
troiii thf library b.ised on an interest
generated tluougli g.inie play. Koughly
halt"say yes. In lai t. nearly every student
we've met \v ho h.is played Ai^i- of l:ni-
pirvs. (jnlizdfioii, or Rowc: Touil 11 Ur has
checked out a book on related topics as
a result. Clanies such as these could be
one ot the best unt.ipped links to books
for librari.ins: they require sfrious
tlu>UL;ht .nid stmuiLite .\u interest ni
multiple topiis iiuluding history, poli-
tics, economies, and geography. Tor
many, tiiey raise curiosity,sp.irk passions,
and inspire lifelong interests.

Hardest of all, change
While Lonneiting wuh g.iiiiers is nn-
purtant. so. too. is understanding how to
serve the information needs of the digi-
tal generation, ("oiisider how digital in-
stitutions are inaking inn>ads into what
was once the put view ot hricks-and-inor-
tar libraries alone. We use Amazon.com
not just tor references but .ilsti for seeing
who is reading what.particularly in our
fields of interest. Wh\' are libraries, at
times, better .it restricting access to ma-
terials while lomniitnities such as
Wikipedi.i ,ire huiiseil on openitig.iccess?
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.As the Nintendo generation turns 3(1.
.iiliilts—-not lust chiKlren—will demand
.kiess to information m tbe w.iys and
w ith the tools they already use and like.
At libr,iry conferences, we h.iw met with
"Nintendo age" librarv einpluyees. Many
lia\e voiced these ideas but h.ive been si-
lenced by baby boomer man.igers with
little understanding of these literacies.

In the past, librari.ins h.ive often been
perceived as gatekeepers, .irbiters of ac-
eess to information. The digital cultures
now emerging {with the lielji of tech-
nologies such as games) suggest that the
d.iys tor such ,\n institutioii.il role are
numbered. Libr.irians must find creative
ways tt) support people in tbrining sites
of collective intelligence, searching in-
torination. working \Mthin social net-
works, and pnultieing kiiowlet.lge. If
not, tliey run the risk of rendering
themst'Kes. for much of the public at
le.ist. l,irt;e!v obsolete •
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