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Undergraduate Instruction

® 1399undergraduatesin Herbert College of
Agriculturein Fall 2018

® 2instructionlibrarians

No classroomsin PendergrassLibrary

® Rely onone-shotandfollow-upinstructionsessions
held outside the library




Enter Animal Science 100

100+ first-yearseach Fall

Introductionto college course

Introductionand visit with the library and services
Goal:become comfortablewith the library




But Wait...

® How willweteach 100+ studentsin the library
without a classroom?

® How dowe introduce so many first-yearsto the
library,and hold their attention?




We don't.
They play games.



Why games?

e Activelearning

e Familiarto students

e Reducelibrary anxiety

e Moreengagingthan one-shotlibraryinstruction

e Gametasks and features tied to learning outcomes




Game 1:
Kudzu-themed
Breakout Game

e Similartoescaperoomgames

e Solve puzzles and find clues using
library resourcesto escape
beforeitis overgrownwith
kudzu

e IntroducesPendergrassspaces,
services, and researchbasics

Intro video on YouTube:
https://tiny.utk.edu/Kudzu
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Game 2:

Pendergrass Clue i Seace
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Benefits of the two games

e Smaller groupscome to the library

e Studentsworktogether tolearn aboutthelibrary

e Directinteractionwithlibrarians

e Students become comfortablewith libraryservices
and spaces before they need them

e Suits Animal Science 100 goals and Pendergrass
Libraryresources

e Pendergrass Clueenableslibrarians toreachother
freshmanin the College of Agriculture
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