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Recognition of skills
+ personal program
+ measuring progress

Scholarly character sheet



Introduction

Graduate Seminar (5 Workshops)

35 min.

/ copy for myself
/ share my own character sheet
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Example
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Example

●

Little overestimation of IL skills :
specific and objective criteria



Conclusion / wrap-up

color scanned for the 
teacher collecting data…

15 min.



Human
relationship

teacher/student

Cooperation
between students

Engaging Rich inquiry Immediate
positive outcomes

Intrinsic motivation
Autonomy

Having high-level
expectations 

Time management Quick feedback Plenty of small
independent

tasks

A little
uncertainty

Authenticity, 
Relevance

Levels of learning Explicit Active learning Progression & 
Completion

Challenges Clear framework
for learners’ 

personal journey

Teaching & gamification best practices bingo



Roleplayification

Personal narrative

Identity

Order

Peer acknowledgement
& peer comparison

Honest & better
self-knowledge

Skills integration

Metaliteracy

Quantified self
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Pairing up with liaison librarian
Scholarly profile management

Identity
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Light Syllabus

•Clearly learning promise

•Integrated or parallel to an existing curriculum

•Group activities or individual initiations

•Planning & following-up : medium-long term



Sandy Petersen,
Call of Cthulhu (1981)

Mark Rein-Hagen et al.,
Vampire: The Masquerade (1991)

On the Shoulders of [Cloud] Giants



Now in English

http://sandbox.acrl.org/library-collection/parcours-
personnel-auto%C3%A9valuation-mesure-de-
progression-scholarly-character-sheet

Proofreaders are welcomed !

http://sandbox.acrl.org/library-collection/parcours-personnel-auto%C3%A9valuation-mesure-de-progression-scholarly-character-sheet
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« impossible things before breakfast »
Lewis Carrol, Through the Looking Glass

, 

How to teach more,

with limited time ?



One-time 
activity

Gamified
learning
quizes

Gamified
learning
quizes

Gamified
learning
quizes

Gamified
learning
quizes

Gamified
learning
quizes

Self-driven side-quests

Self-driven side-quests

3 h3+ h +n h
Massive flipped classroom



Gamified learning quizzes

A) Identifying bibliographic references

Workshop 
(in person)

Aide-memoire

Why
learning

this ?

A1) Identify

A2) Spot 
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New concept

Short feedback

Global feedback

Short video (30 sec.)



Known Concept

Short feedback only



New concept

Short feedback

Global feedback

Short video (30 sec.)



Known Concept

Short feedback only



ACRL Framework Bingo



1. in media res

2. Narrative 

3. A lot of questions

4. A lot of feedbacks• Right or wrong answer: explained
• Immediate
• Rich
• Simple & straightforward

• 20-30 questions/ quiz
• 30-45 minutes
• 3 attempts or unlimited
• If points : + + 

• One basic concept after one another
• Simple -> complex
• General -> specific
• Repeating important concepts 

• «why ?» Hook & teaser
• Immediate engagement with a question

Principles

• today : 597 questions             
(goal: 1001 questions)
• 13 topics (28 quiz  in total)



Voyage d’Hermès, Moebius

« Start with a small project but make it great. »
Moebius



Implementation
full            : PLU6058

Nursing programs
Public health program

partial   : FAS1901 
Museology
Sociology
Anthropology

feasibility study of a open access MOOC
(to be continued)

« Start with a small project but make it great. »
Moebius

Moodle



« 1001 questions ! It’s like…  
eating an elephant ! »

It all depends on the cooking :

• Cut in small pieces

• Season each part differently

• Take your time

Challenge + Sense of achievement

?!?

Antoine de Saint-Exupéry



Alexandre Dumas, Grand 
Dictionnaire de cuisine, Paris : 

Vuillemot, 1873, p. 532.

René Goscinny et Albert Uderzo, Les Douze Travaux 
d’Asterix, Studio Idéfix, 1976, 00:34:47.

Antoine de Saint-Exupéry, 
Le Petit Prince, Paris : 

Gallimard, 1943, p. 14.

… Humanities based-evidences
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Classroom of 10 or amphi of 200

Time : 
currency to 
buy actions

Reputation: 
increase

with actions





Entering MSc program Assistant Professor

100 slides



ACRL Framework Bingo
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Redesigning the teaching lab



Workshop Reconquest Movement !

Checking
comprehension

of learners

Exercises
/ Games

Questions

Hooks & teasers 
to push learners

further



GameExercise

• Change the context
• Ludic attitude
• Magic circle

Efficiency Experience

ImmediateDelayed

Surprise!

Assessing Learning 

Feedback



Playtesting a lot, with method !

• A lot

• With method : 
1. On your guinea pigs colleagues

2. A small set of students, explicitly involved

3. Then in large group

• Quantitative + Qualitative

Level of 
proof

Designing a learning activity Designing a game

0 Hypothesis Prototype

1 Observe and describe Limited Playtests

2 Small scale
experiments

Large Playtests

3 ….  Large scale

4 Meta analysis

Iterative
Process



Simple & explicit mechanics

Easily master the game

Clearly display the value 
($,T,…) 

Attention focused 
on the content
not on the game
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One Time  
Activity

Quiz 

Quiz 

Quiz 

Quiz 

Quiz 

Self-driven side-quests

Self-driven side-quests

Side - Quests +n h



How to manage
an overmotivated

minority ?



« Go there… do that… following these
steps… and ask me if you have questions. »

Journey to the West, Chinese cartoon, 连环画《西游记》

Self-driven
side-quest

with minimum
mentoring





« Side-Quests » Properties

• Not too long

• At the right moment

• Not useless

• Bonus to the main course

• Not hampering the main course

• No bad consequences

• Not mandatory



ACRL framework BINGO
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Bullshit-o-meter

Gamified summary

Award : one plastified sheet is awarded to the 
student who discovers the mistake introduced in 
the lecture (the others: paper sheet)

Game : find the weakest document in your syllabi, 
or in your own references



BINGO du Référentiel de l’ACRL ACRL Framework Bingo



Mechanical intentions

• Bayesian inferences in practice
• A priori on hypothesis
• Calibration & adjustments along the way
• Open subjectivity
• Plausibility scale

• Heuristics in decision-making

• Quantified value

• Algorithmic + probabilistic process



« Magic circle »

Play + Humor :

• cognitive dissonance under control

• «It’s okay if I were a fool. »

• Distanciation

• Safe space to grow… later



Let’s gamify !
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