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Academic librarians looking for new and 
different ways to bring students into the 

library have joined a recent trend by hosting 
game nights in the library. Game nights are a 
nontraditional way to market the library as a 
student-friendly location on campus, bring-
ing in students who wouldn’t necessarily 
enter the library under other circumstances. 

Through library game night events, 
students have the opportunity to socialize, 
network, and play games, as well as have 
a chance to meet with librarians in a more 
casual setting and discover the spaces, 
resources, and assistance that is available 
to them. 

This article examines how two librarians 
developed a library game night through 
careful planning, collaborating with key 
university departments, and partnering with 
an international corporation to successfully 
bring students into the library, creating the 
most successful reoccurring student event at 
Georgian Court University (GCU).

Why have a game night in the library?
“Library? No, I’ve never been there. I do 

everything online.” 
“Ask a librarian? Why? They seem pretty 

intimidating and look like they’re always busy 
at the reference desk.”

“There’s nothing to do on this campus!”
Every academic librarian has heard these 

utterances from students. The librarians at 
GCU have continuously examined this issue 

and discussed what they could do to change 
the minds of the students. 

The library had previously tried literary 
events, food for fines, and even board game 
nights with only mild success. The university’s 
provost and president had also emphasized 
a need for more collaboration between aca-
demic departments and student life. There was 
a clear need for improved collaboration on 
student-centered events at the university. 

Game night events are a great way to pull 
students into the academic library in a very 
positive and enjoyable way, while connecting 
and collaborating with other university depart-
ments. By hosting an event that is fun and of 
high interest to students of all types, you are 
creating an environment in which students will 
view the library as a positive and helpful place, 
which provides librarians with an opportunity 
to gain more return users of the library collec-
tion and services. Not all students who come 
to a game night event will return and become 
daily library users, but students who would not 
have normally entered the library to begin with 
will have an opportunity to meet a librarian 
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and learn about the resources and services, 
which will ultimately improve library usage.

 
Creating buy-in
Because of the trend and the need for more 
student-centered events on campus, we began 
discussing the possibility of having a game 
night at our library. We circulated an article 
in one of the library periodicals, which de-
scribed an academic 
library that hosted 
regular board game 
nights with good 
attendance. While 
the article focused 
on the success of 
board gaming, the 
authors stated that 
other schools had 
very popular video 
game programs with 
strong student par-
ticipation.1 We met 
with the other li-
brarians and volun-
teered to spearhead 
the effort. The other librarians were in favor of 
trying it, so the library director approved the 
project and put us in charge. Next, we con-
nected with our Student Life department to see 
if they were open to the idea of having a Li-
brary Game Night event. They were in favor of 
the event and gave us approval for a trial night, 
as well as a pledge of assistance from one of 
their staff members. Based on our knowledge 
of the campus and our student population, we 
chose to target Thursday nights 7:30 from 10:30 
p.m. for the event. GCU’s Gamers’ Night at the 
Library was born.

Partnering with GameStop and on-
campus departments 
The first item we needed to address was ob-
taining the consoles and games. We had no 
budget for this. One of the librarians was 
a gamer and had some older consoles and 
games at home that could be used, but we 
wanted to give students access to more than 
one console and the latest games. We decided 

to try talking to a local gaming store to see if 
they would be willing to partner with us. After 
looking up the local stores, we decided to try 
the international chain GameStop, which had 
many locations in the surrounding area.

Hoping for the best and preparing for the 
worst, we approached the manager at one 
location. The manager was not only receptive, 
but said that their headquarters encouraged the 

connection. They 
offered to bring the 
latest consoles and 
an assortment of 
games. In return, 
they asked for spon-
sorship credit on 
all publicity and an 
invitation to any job 
fair our Career Ser-
vices office held. 
We enthusiastically 
made a tentative 
agreement to partner 
on this endeavor. Af-
ter a tentative date 
was scheduled, we 

agreed on the equipment and games needed.
After securing the partnership with Game-

Stop, we again reached out to the Student Life 
office and provided an update on the event. 
They were very excited to find that we had 
made such a connection. The tentative date 
was confirmed for the first Gamers’ Night at 
the Library with a plan for possibly more, if it 
was successful.

We then reached out to Career Services, 
providing them with all the necessary informa-
tion regarding our new contact. They agreed to 
provide GameStop with a job fair table stationed 
outside the library during each of our events, as 
well as a table at Career Services upcoming job 
fairs. They also would plan to connect with our 
GameStop contact to discuss internships and job 
opportunities for our students.

Since marketing is a major component to any 
successful event, we used our connection with 
Student Life to develop fliers and promotional 
materials to be spread throughout the campus. 
This worked well in coordination with our 
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own marketing initiatives spearheaded by the 
Library Exhibits and Events Committee, which 
put together additional marketing materials for 
use throughout the library. For marketing we 
used a combination of print fliers, electronic 
advertisements as screen savers on computers 
and smart TV’s, website ads, social media posts 
(Facebook and Instagram), and strategically 
timed mass emails. 

Observations and statistics
For our pilot event in the fall 2015 semester, 
we made observational notes and counted 
the number of students that attended the 
event. Because this initial event was so suc-
cessful, we 
were given 
permiss ion 
to make this 
a reoccur-
ring event 
during the 
spring 2016 
semester. For 
each event, 
we spent an 
average of $5 
on cookies 
and pretzels 
for students. 
After the first Game Night, we created a par-
ticipant survey to provide us with quantifi-
able feedback. Throughout the spring 2016 
semester we had continued success, with 
the exception of Study Day (since no classes 
were in session that day, most students were 
not on campus). With the other event dates 
being highly successful, we continued Gam-
ers’ Night through the fall semester, includ-
ing an initial gamers’ event, which took place 
during new student orientation at the begin-
ning of the semester. With the exclusion of 
Study Day, we found we had a consistently 
high turnout at each event, with an average 
turnout of 29 students.

From our observational data and speaking 
with students at the events, we learned that 
students considered the experiences to be 
extremely positive. We found that during the 

events, students would consistently show up 
in two major waves. One group would arrive 
15 to 20 minutes prior to the start time of the 
event, and a second wave would arrive shortly 
after 9:30 p.m., when evening classes were 
ending. Students also requested specific games 
and wanted to get involved in more events 
of this type. They consistently wanted more.

When we created our survey, we designed 
it to complete several objectives. First, we 
wanted to get feedback on how students were 
finding out about our event, in order to assess 
the effectiveness of our marketing strategy 
and also to understand our participants (gen-
der, major, graduate, undergraduate). Next, 

we wanted 
to know if 
the  games 
and systems 
we provided 
were what 
they wanted. 
Most impor-
t an t l y ,  we 
wanted to see 
i f  s tudents 
participating 
in the event 
a l s o  t o o k 
time to study 

during the event, and if they were likely to 
return to the library to use our resources and 
services.

Our survey indicated some surprising re-
sults. It showed that even during the digital 
age, print fliers were still the most successful 
way to market. Despite providing advertise-
ments on the website, social media, and email, 
48.66% of participants indicated they found 
out about the event through print fliers on 
campus. 

Gender was another surprise. While the 
majority of participants were still male, 29.85% 
were female. At some of the events, the popu-
lation was evenly split. This continues to show 
the trend that gamers are no longer just male. 

We also found that no one academic major 
or program was completely dominant at the 
events. Students who attended the event came 
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from all disciplines. The most popular games 
at the events were consistently competitive in 
nature, with Super Smash Bros. and Mario Kart 
consistently being the most popular at each 
event. Despite being the least popular current 
generation video game console, the Nintendo 
Wii U proved to be the most popular system 
at each of our events. No other system had 
as much fan support. Students would come 
to the events wearing Nintendo character-
themed t-shirts, backpacks, hats, miibos, and 
even brought their own custom controllers. 

Most interestingly, we found that 25.67% 
of the students attending the event would 
take a break from gaming to study and use 
library resources 
and services. We 
also made an ad-
ditional obser-
vation that they 
would bring their 
research materi-
als to the tables 
situated near the 
event, so they 
c ou l d  wa t c h 
their friends play 
while they stud-
ied and worked 
on their papers 
and projects. 

Benefits for students 
Through these observations and the new 
faces we have begun to see in the library, 
it’s clear that having an event of this type can 
help not only bring students into the library, 
but also allows them to discover our resourc-
es and services in a fun and positive way. 

In addition to the fun factor, the library 
was able to enhance its working relationship 
with Career Services, and students were able 
to apply for positions at GameStop right at 
the events.

Future plans
Because of the success and the demand for 
more events of this type, we created a pe-
tition for a GCU Gamers’ Club with plans 

for even more events that will occur both 
in and outside the library. Forty students 
immediately signed the petition, with a 
handful of those students wishing to have 
leadership responsibility. With our modera-
tion, the new university club was officially 
approved by our Student Life department for 
the spring 2017 semester.

We plan to continue to work closely with 
the student leaders of this club. Since there 
is a high interest in e-sports from this group 
of students, we anticipate this to be the start 
of an e-sports team for the university, which 
the library plans to host and moderate. “Some 
colleges recognize their gaming teams as 

clubs and give 
them campus re-
sources.”2 With a 
club status, our 
Student Life will 
be able to pro-
vide additional 
funding for fu-
ture events.

Conclusion
Connecting the 
university de-
partments for 
Student Life and 
Career Services 

with the right managers at GameStop were 
the keys to making this collaborative effort 
a success. With the right support, we found 
that with minimal staffing and little to no 
budget, a Gamers’ Night in the library can be 
an effective way to get new students into the 
building and, more importantly, interested in 
our resources and services in a fun and ex-
citing new way.
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