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PART ONE
On the road to developing hybrid instruction



INSTRUCTIONAL CHALLENGE



THE HYBRID APPROACH BLENDS…



BLENDING INSTRUCTION



PART TWO
Increasing student engagement with gamification



IS IT ACTIVE?



EVALUATING 
SOURCES 

WORKSHEET

 Students were paired up 
and given a source to 
evaluate

 Using the worksheet the 
student pairs answered 
questions about the source 
they were given

 Discussion with the 
librarian after completing 
the worksheet



FORMATIVE 
ASSESSMENT

 Librarian Peer Observation
 Low completion rates for 

the worksheet

“Lack of Student Engagement”



RADAR Game
 Students were paired up 

and given a source to 
evaluate 

 Using the resources in the 
course LibGuide and hints
in the RADAR Game the 
student pairs answered 
questions about the source 
they were given 

 Discussion with the 
librarian after completing 
the RADAR Game

http://libguides.lmu.edu/RADAR


GAMIFICATION

 Incorporating Friendly 
Competition (points)

 Motivational Feedback 
(stars)

 Measure Progress (showing 
star count)

 Reward effort (getting the 
answer right on the first try 
earns more points)

http://electra.lmu.edu/TheRadarGame/story.html
http://electra.lmu.edu/TheRadarGame/story.html
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PART THREE
Student & Librarian Survey Results
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ADDITIONAL MATERIALS

ONLINE LEARNING OBJECTS
• RADAR GAME
• RESEARCH STRATEGIES

ONLINE RESOURCES
• PRIMO
• MERLOT
• ACTIVE LEARNING LIBGUIDE
• TUTORIAL DESIGN 

RECOMMENDATIONS
• ARTICULATE TECH 

SPECIFICATIONS

FLIPPED CLASSROOMS
• ASSESSING GAMES-BASED LEARNING 

IN INSTRUCTION
• THE FLIPPED CLASSROOM FOR LIBRARY 

INSTRUCTION
• KEEPING UP WITH FLIPPED 

CLASSROOMS: AMERICAN LIBRARY 
ASSOCIATION

• KEEPING UP WITH... GAMIFICATION: 
AMERICAN LIBRARY ASSOCIATION

http://electra.lmu.edu/TheRadarGame/story.html
http://electra.lmu.edu/RhetoricalArts/ResearchStrategies/story.html
http://www.ala.org/acrl/aboutacrl/directoryofleadership/sections/is/iswebsite/projpubs/primo
http://www.merlot.org/merlot/index.htm
http://libguides.lmu.edu/onlinetutorialactivities?hs=a
http://lgdata.s3-website-us-east-1.amazonaws.com/docs/187/670594/Online_Tutorial_Design-Pedagogy_Tips.pdf
https://www.articulate.com/store/store-faq-storyline.php?tech-specs
http://prezi.com/knjikeaw4vk4/theyre-fun-but-are-they-sustainable-assessing-games-based-learning-in-instruction/?utm_campaign=share&utm_medium=copy
http://urli.st/i1h-Reduce-reuse-recycle-The-flipped-classroom-for-library-instruction/qo0-Handoutpdf-Google-Drive
http://www.ala.org/acrl/shib_login/?q=publications/keeping_up_with/flipped_classrooms
http://www.ala.org/acrl/publications/keeping_up_with/gamification
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