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Games in Libraries

The previous decade had seen a 
drastic increase in academic libraries’ 
interest in various uses of games and 
gaming: a quick search in the LISA 
database found 127 publications 
during the 1990s; from 2000 to 2008, 
there were 714 (Crowe & Sclippa, 2020)

This is a direct response to the rapid 
increase in academic literature on 
game-based learning, gamification and 
game design and an increase in game 
design programs Data visualization of increase in publications on gamification, game-

based learning and game design from lens.org (accessed April 16 2024)



Laurier Library 
Gaming Collection

Through a generous grant from the Student 
Life Levy Fund in 2017, the Library has 
created the Game Library and a service point 
at the Brantford Digital Library and Learning 
Commons (DLLC) to support the collection. 
The bulk of the collection has since been 
relocated to the Waterloo campus. 

This collection supports all Laurier students, 
staff and faculty especially those in the Game 
Design and Development program. 

Items include gaming consoles, a gaming 
laptop, projector, Oculus Rift, tabletop games, 
and RPG books.
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Issues with Catalogue 
Records in Primo

Tagging of records is no longer an option with 
consortial instances of Primo

Consortial limitations restrict our ability to 
display certain notes 

Games do not have ISBN/ISSN* and Primo 
inconsistently pulls in images using LCCN when 

available

There are several major LCCN prefixes used for 
games making alphabetical sorting on shelf or 

shelf reading not viable

Copies of the same title across platforms are 
difficult to find

We are limited to how we can describe games 
and make them searchable

Removal of Tags

Local notes not 
visible

Inconsistent 

image grab

LCCN Spread

Hardware Deduping
MARC fields 
inadequate



Removal of Tags

● Prior to OCUL creating Collaborative Futures and Omni, we had the ability to tag our local records to assist patrons with 
browsing and searching

● This was exceedingly handy for board games and video games as we could sort by format and hardware (eg. PS3, 
PS4, etc)

● Our uses want to see “all the boardgames” or “all the Nintendo Switch games” and that was the best way to ensure all 
the records came up efficiently 

● When we entered a consortia, Ex Libris informed us we could no longer use tags in this way making our collection 
difficult to search



Local Notes Not 
Visible/Discoverable

● With the removal of tags, we have tried to explore other options to group together 
games by hardware/format

● We have used edition notes for the gaming console (MARC 655); included square 
brackets in the title with the system (eg. [Switch]); created some test records that 
include accessibility notes that are not searchable



Hardware Deduping

● There has been notable issues with the same titles available on different consoles

For example, The Witcher III on Switch and The Witcher III on PS4

● We also have issues with the consortium environment with recommendations for 
handling these records and some institutions also circulating games



LCCN Spread

● There is a huge spread of LC Classification 
used to describe video games, tabletop (board) 
games and RPG 

● The range is;
G. Geography, Anthropology, Recreation
GV. Recreation. Leisure
GV1-1860. Recreation. Leisure
GV1199-1570. Games and amusements

● As our collection grows, items end up being 
shelved alphabetically within their call number 
ranges making it difficult for most users to find 
the game they’re looking for 

● This also makes shelf reading options in Primo 
largely unhelpful as the games are not all 
located together within one call number range



Inconsistent Image 
Grab

● Games in general do not have ISBN/ISSN so 
Primo struggles to pull images for games into 
the catalogue automatically

● A few but growing number of game 
publishers are using ISBNs (see Netrunner) 
as they cost less than UPC/EAN-13s; if 
they’re already publishing books they have a 
block of ISBNs to use; it allows publishers to 
get their games into larger markets such as 
book stores

● Out of our over 300 board games in our 
collection, approximately 15% have images 
grabbed by Primo with some of these being 
from ISBNs and others are unknown

● Out of our over 400 video games, we have a 
slightly higher percentage with grabbed 
images

● It doesn’t appear to be linked to OCLC 
numbers or PUBNUM



MARC fields 
inadequate

● MARC was created to catalogue books, not non-traditional library material
● A study completed in 2017 by Robson Slobuski and Bentley, they noted 

that of the 94 respondents who had games in their library, only 51% of 
them catalogued them 

● There are several best practice documents around for cataloguing video 
games (eg. “Best Practices for Cataloging Video Games” prepared by the 
Online Audiovisual Catalogers, Inc), but there are still limitations to what 
can be entered in the record and what is fully searchable in Primo

● The “Games Collection Cataloguing Workflow” prepared by Dartmouth 
College Library is a helpful tool for cataloguing games



Cataloguing Games

● Most libraries don’t catalogue their 
games, and for good reason!

● No dedicated MARC fields for games
● LCSH are limited in scope
● We can add local notes to MARC 

records (next slide)
● ESAR scheme may help with 

cataloguing of games
● ‘Gamers’ don’t understand library 

cataloguing and collection 
management practices

● We catalogued using LCCN, but 
shelved alphabetical by game system

Le Systeme ESAR https://systeme-esar.org/english/
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We have games?

Intuitive search of “board game” 
applying the items physically 
available gets 110 results of 
which 10% are actual games

Search of “tabletop game” is 
even worse with 7 results, none 
of which are actual games, just 
print resources about games

We know other consortial 
partners have games, some of 
whom do circulate them and they 
do not appear in these searches 
either

Searching “Ticket to Ride” you 
get a realia record from UW 
before the Laurier copy
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Navigate Away from 
the Library Catalogue

● NYU has a collection of over 3000 titles and they use Google Sheets 
● The MIT Game Lab doesn’t even list their game collection online
● Northeastern University used Leganto to make a Reading List for their games
● Memorial University Libraries uses Flickr to display their game collection
● Louisiana State University, University California-Irvine, Arizona State and University of 

Cincinnati use LibGuides to list their games
● University North Texas uses their catalogue and canned searches (genre: tabletop game)  to 

bring up complete lists of games that can be filtered by game mechanics (eg. hand 
management, party, etc)

● University Wisconsin-Madison also use their catalogue through a canned search, but are 
missing images and catalogued the games as “kits”



Alma Solution?





Forward 
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This isn’t 
just games

Libraries continue to expand the kinds 
of items we want to circulate to our 
patrons 

We need to find creative solutions to 
make these items discoverable within 
the confines of the systems we have



CREDITS: This presentation template was created by 
Slidesgo, and includes icons by Flaticon, and infographics & 

images by Freepik

THANKS!

Do you have any questions?
mgoodridge@wlu.ca




