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Introduction
Board game activities have become a
staple in libraries of all kinds. In an
academic library setting, we have used a
series of library game nights to partner
with student groups. Since 2017, we have
held 23 game nights. Originally conceived
as an outreach event that could provide
formal, staff-directed library
programming on the weekends, we have
reevaluated our perspective to view
student attendees as leaders that can be
cultivated to plan and manage the events

Student Engagement
Creating a welcoming atmosphere in
the library through this event series
has empowered students to approach
library staff as equal partners. We
stayed open to the idea that we could
partner with student groups, even ones
that were not traditional gaming clubs.

Success of the events has hinged on
engaging students to take ownership of
the events. As we delegated more
responsibilities to students, we saw
increased attendance and a wider

as true partneI‘S. : T Total Attendance by Semester
variety of participants.
2018 Spring E
2018 Fall ]
)
. —
% 2019 Spring
. Student Leadership 8
Student Organization Partners Student leaders have brought innovative and
inclusive ideas to this event series. 2019 Fall
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organizations. Pre-pandemic, we successfully
co-hosted a board game night with UNIDOS
that focused on teaching and playing traditional
Latin American board games, thus allowing
UNIDOS members to share their cultures with
other members of the campus community.
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Marketing
Student word-of-mouth i
advertising was the most
commonly cited method of .

learning about library
game nights, even more so
than social media, which
shows how vital their
support has been.
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B On committee or partner active leadership roles in library
game nights, they are able to
gain valuable knowledge and
leadership skills. As a result, the
students have been able to use
these skills to help enrich our
programming with more
diversity and better ideas, and
made the events more
successful and sustainable.
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