"NO TIME TO PLAY
AROUND:"

Addressing Equity & Cultivating Play
for Library Workers

Lorin Jackson, MA, Ml
Swarthmore College

A Little about Lorin ,
"There is a bevy of educational research showing
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in a contextualized framework, so that they
can see how and where knowledge is
applied. Games can do both.’
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WORKPLACE CULTURE

"One of the elements that contribute to the quality of a workplace for emplo if
not the most important one, is the culture of that workplace. Workplace cul'::urye'es’ |
o!eﬁned in the Oxford Dictionary of Business and Management as “the values, ¢ e'IcS
rituals, attitudes, and norms shared by the members of an organization WhiC’h ﬁs o to
be learnt and accepted by new members of the organization. . ." | e
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| m“ identify subject context clues when

providing reference support. We
practiced by playing a game on
Kahoot.
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LIBRARIES CAN FEEL LIKE
SERIOUS ENVIRONMENTS.
BY CULTIVATING PLAY, WE
ENCOURAGE COMMUNITY
BUILDING AND MAKE THE
LIBRARY MORE WELCOMING Button-makers

FOR ALL. Found Poetry
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http://kahoot.it/
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