
“It’s dangerous to go alone! Take this.”: Video Games 

and the Library Catalogue
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Coding of Social Elements

38% (22/58) of records had some form of social element with 

it, the vast majority of which were user reviews.

The social elements provide valuable insight into what 

gamers consider to be useful information about the game.

The coding can be divided into the following themes: 

gameplay, game quality, content, genre, enjoyment, and 

relationships to other games.

They provide patrons with important information that might 

not be in the record. However, the social elements are not 

searchable in the catalogue.

User tags were primarily used to indicate game quality 

(“aweful”, “broken”, “cash-in”) or to create lists (“epl great 

stuff”).

Findings

Element Coding

There were many consistent elements that correspond with 

regular cataloguing of print materials: title, edition, platform, 

publisher information, date, age rating, system requirements, 

and online capability. All of these can be found on the game 

case.

Every record had instances of library-specific jargon 

manifesting in the form of square brackets around dates, and 

bibliographic information in the content, media, and carrier 

field types. The terms “computer program” or “computer disc” 

are problematic because a computer game is very different 

from a Playstation 4 game.

Most records had instances of relationships identified. These 

were mainly in the form of developer and publisher 

relationships. This only captures one form of relationship that 

video gamers may be interested in (Jett et al. 2015).

Box art was present on only 22% of records.

The review aggregator site Metacritic was the most common 

source for game summaries.

Elements that aren’t immediately clear based on the game 

case – such as story, gameplay, genre, theme, setting, and 

visual style – had a much more inconsistent presence. Many 

of these do not have specific vocabularies to pull from, and 

aside from theme (which was present in subject headings), 

had to be picked out from either summaries or subject 

headings.

Conclusion

The catalogue records for video games at EPL provide video 

gamers with basic information about the item, but the finer 

details about the games are missing in many cases. When 

these elements are there, the patron has to search through 

the record to find them.

Social elements provide insight into what information gamers 

find relevant and contains information that could potentially 

enrich the catalogue, but they are mostly not searchable.

Video games have become increasingly important in today’s society (Nicholson, 2013; ESAC, 2017). Since 2008, they have also 

become important library collections. Most video games are catalogued using the same standards that are used to catalogue regular 

print materials. It has been identified that video gamers have a specific set of information needs when looking at video games, and 

traditional cataloguing techniques do not take this into account  (Lee et al. 2013; Lee et al. 2016).

Research Question: to what extent do EPL’s video game catalogue records convey relevant information to video gamers?

Methods: 58 video game catalogue records were randomly sampled (1 every 25) from 2013-2018. They were then coded using 20 

elements identified as important by Lee et al. (2013) and Lee et al. (2016) in interviews with video game players and video game

stakeholders (parents, teachers, librarians, researchers). These elements were then input into an Excel sheet and scored as either a 0 

(no presence), 0.5 (some presence, but incomplete), and 1 (complete). Social elements (user reviews, user tags, and age suitability 

statements) were also open coded.
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