
Libraries target teens' market  

 

Due to the lack of attendance by youngsters to the public libraries, Orange County Library 

Systems (OCLS) turned to ways in order to attract them. With the availability of videogames, 

young people have united again in order to read, play, learn and socialize in a positive and safe 

environment.  

 

By: Alberto C. Saldamando  

 

In the year 2003, kids and teenagers had stopped visiting the many Orange County libraries. In 

order for them to come back again, two departments began plans to offer entertainment and 

education to such audience. After observing the importance of gaming as an educational tool, as 

well as an entertaining one, the plan to include them as circulation material took place.  

 

Beginnings  
According to Sheri Chambers, PR representative and Digital Content Manager at OCLS, the 

games circulation started with a company's sale of games to the library due to the important 

connection OCLS has with the community. OCLS had already studied what was that one thing 

that called the young audience's attention the most. Upon completion of the researches and the 

continuation of software acquisition, the availability of copies of games was realized.  

 

Successful Tactics  
With the early success of the project, the Children's Department started to offer "gaming nights" 

that consisted of games with a version of the "Dance Dance Revolution" Konami game. Because 

of the great, healthy fun in the hands of kids and teenagers, the creation of the "Gaming Task 

Force" took place then to study more closely this topic with the cooperation of the public. With 

another success on their hands, some OCLS branches started with their own gaming nights since 

July 2006.  

 

Distribution  
OCLS distributed 592 copies of videogames among the 4 largest county libraries. The success, 

due to the interest of young gamers through word-of-mouth, brought a great amount of current 

available material. In January 2006, OCLS had 1700 copies of games available, and recently the 

amount of software has gone up to over 3500 copies divided among all branches.  With the 

presence of OCLS at OTRONICON, the library got to reach the attention of more families.  

 

EA and "Gaming Nights"  
With the cooperation of Electronic Arts (EA), game developer company with one of its branches 

in Orlando, OCLS continues to achieve its goals of attracting and educating youngsters through 

the use of videogames. EA contributed with $15,000 to OCLS to expand the amount of consoles 

and software available, as well as to promote the importance of gaming for everyone. According 

to Len Kluft, "this grant will help the Library System in its goal to foster creative and productive 

community members, while maintaining the library's important role as the informational 

headquarters of community development. When we were asked to support the program we 

enthusiastically said yes."  



Up to now, there is only one console in the Children's Department at the main branch, as well as 

at Herndon, West Oaks, Hiawassee and Edgewater. With the request of more consoles, OCLS 

will have 15 Wii's, 15 Xbox 360's and more PlayStation 2's for all 15 branches to have those 

systems. With "Gaming Nights," teens would get to socialize among themselves, and could take 

some books of personal interest at the end of the day. Nintendo's Wii is the most request system 

now. The availability of a PlayStation 3 will not take place presently due to the system's high 

price. Each location will decide the gaming night of its preference.  

 

Gaming is Life  
Part of the EA grant will be used for the realization of the program known as "Gaming is Life." 

The first event ("Extreme Tech for Teens") will be on April 14. It will consists on an EA 

spokesperson that will about careers in the gaming field, meanwhile, a Toyota Scion 

spokesperson will demonstrate a car simulator inside a real automobile. With games, food and 

information about the industry, the presence of families with their kids and teens is 

recommended. Other events, like "Career Day" will take place sometime in the following months. 

According to Chambers, "we want to show our teens that videogames is not just a pastime, but 

also that they can have a career out of gaming." There will also be a game design contest in 

which teens will create their videogame. People from EA will form a team of judges and OCLS 

is planning on awarding a game console. Postcards will be sent to high schools in order to 

promote the event to all teens.  

 

Influence of physically-interactive games  
The many different "Dance Dance Revolution" games have reached the casual gamers or non-

gamers because of its physical interactivity and characteristics required from the player 

throughout the game. Many people, through DDR, have lost weight. The state of West Virginia 

added DDR at all its 765 public schools since last year as material used in Physical Education 

classes in order to fight obesity. The "Wii Sports" game has helped improve the physical activity 

of many people with the use of the innovative control called the Wii-mote. With the participation 

of public libraries, teens will be able to assist at the OCLS libraries to socialize in a positive, 

healthy, physical and mental environment.  

 

Benefits and participation at OCLS  
OCLS offers an exclusive hub for members 13 to 18 years old in which they can hold meetings, 

use computers and TVs, do their class work, read magazines, and of course, play games. 

Currently, all games offered at OCPS are rated "E for everyone."  Later on, OCLS will have 

games rated "T for teens." "I would like to educate parents about the game ratings, to teach them 

what does every symbol means," says Chambers. She also stated T-rated games will have to go 

through many criteria in order to be available in the libraries. OCLS will ask teens to write their 

opinions about videogames available at the libraries to be published in their newsletters. In a few 

weeks, all branches will have systems and games to share with all the teen gamers.  

 

Visit www.ocls.info/gaming for more information.  
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