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A. Outline what we will cover

B. Spark debate with a question

C. Provide concrete examples

D. Get your heads out of your phones✓



PAYING ATTENTION



Time

• Comparatively little face to face time with class

• Not much chance to build on or reinforce skills

• Don’t have term/semester to get to know them, build 

rapport, gauge their individual needs

Trust

Who is this teaching 

me and will they make 

me look silly in front of 

my peers?

Valuing information literacy

What’s the point of 

this Library stuff?

Is it even on the 

exam?

BARRIERS TO TEACHING INFORMATION LITERACY



Poll Everywhere

Audience response tool

• “Engage your audience or class in real time”

• Polls audience 

• Live, anonymous data

• Answers can be shown as list, votes, 

graph, word cloud, etc.

Kahoot!

Online quiz 

• Game-based learning platform

• Anonymous (low stakes)

• Visual + auditory elements

• Instant feedback on answers



Surprising and engaging

• Different from the same old lecture

• Highly visual, and also uses sound, animation and 

game elements to reward paying attention

Anonymous

• Avoids fear of standing out or looking silly

• Low emotional stakes

Enable deep learning

• Experiment, reflect, evaluate, uses instant 

feedback

Prompts discussion and reflection

BENEFITS OF GAME-BASED TOOLS

Listening to a talk < Watching a demo < Doing yourself



“Exploring the answers and understanding why

they were right or wrong generated a deeper

understanding that strongly aided participants’ 

engagement and retention of knowledge.”1
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