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1. INTRODUCTION

The University of Washington Information School (PI: Jason Yip) requests $326,495 for a two year

research project that addresses the need of supporting youth (ages 10 - 15) in gaining knowledge and practice 

in a safe environment, focused on digital civic engagement (DCE). The intended impact aims to enhance 

understanding and support of youth's DCE needs in cultural heritage institutions by employing co-design 

methodologies with librarians and youth, creating a flexible tabletop role playing game (TTRPG) for open 

inquiry in democratic digital learning in libraries. Our research project is appropriate for Goal 1 and Objective 

1.1. Specifically, our research project focuses on providing replicable library programs and activities to support 

the creation of informal learning to support youth in DCE. We will also develop a curriculum, supported by a 

rulebook of game instructions, to help librarians develop their own stories around DCE for their youth 

patrons. Research questions: The following research questions guide this project: (RQl): How do TTRPGs 

support DCE with librarians and youth?; (RQ2): How can socioemotional learning play a role in DCE through 

tabletop gaming in libraries?; and (RQ3): What does the co-design experience teach us about children's DCE 

and youth engagement? This project extends findings from a Fall 2023 pilot study indicating the importance of 

storytelling, flexible activities, and creativity in supporting DCE (see Appendix B). 

What is the relevance of your proposed research for current practice? Civic engagement is the 

"individual or collective actions in which people participate to improve the well-being of communities or 

society in general" [1]- Despite the proliferation of digital technologies (e.g., social media, AI), youth 

participation in traditional civic engagement has been in decline. Research demonstrates young people are 

transitioning towards new, digital mediated forms of civic engagement that are difficult to follow [1]. A need 

for early education exists [1], but there is a lack of meaningful activities for children to build passion and 

predispositions for becoming active digitally civically engaged citizens. Jenkins et al. [10] calls for support for 

the new "participatory culture", that is, the need for lower barriers, informal mentorship, and social 

connections around civic engagement, especially coming from libraries. Our conjecture is that libraries can 

provide these safe spaces to create meaningful engagement for children through programmatic design [1]. Our 

proposal fills this critical gap by developing a play-based narrative tabletop roleplaying game (TTRPG) for 

youth (ages 10 - 15) that libraries can utilize with their communities around digital civic engagement (DCE). 

DCE in youth refers to the digital interactions of both traditional aspects of civic engagement, but also forms of 

new media literacies (e.g., development of digital identities, expressing themselves through memes and short­

form videos, using generative AI) [1]. 

A tabletop roleplaying game (TTRPG) is a collaborative storytelling adventure played with friends 

around a table, either in real life or online. One person acts as a main narrator and guides the story, presenting 

scenarios and outcomes, while others act as role-players, deciding what their characters do in the narrative. 

Each TTRPG has its own rules outlined in guides like a rulebook, along with suggested storylines, but the 

game style allows for flexible storytelling and facilitates socioemotional learning [20]. With the rules, players 

can develop their own stories, meaning the game can be led by a librarian or empower youth to design their 

adventures. We argue TTRPGs can support librarians and youth in DCE development in three ways. (1) 

Mechanics: TTRPGs offer customization for specific settings and learning objectives, facilitating the 

integration of DCE-specific mechanics and core gameplay. TTRPGs can also enable systematic exploration of 

DCE concepts while providing opportunities for customized character creation and collaborative storytelling 

[�]- Players can safely explore various decision-making processes within the game, fostering a shared narrative 

experience where everyone contributes to story development. (2) Socioemotional connections: Socioemotional 

learning (SEL) is a key factor in understanding DCE. TTRPGs facilitate socioemotional learning through 

facilitator guidance, navigating interpersonal conflicts, fostering reflection, and utilizing sandbox game 

designs for safe experimentation [20]. TTRPGs offer a controlled environment where facilitators can adjust the 

story and mediate disputes, ensuring dynamic engagement for youth. (3) Diversity, equity, and inclusion 

opportunities: TTRPGs promote diversity through inclusive storytelling, representation, and the creation of 
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Schedule of Completion

Year 0: January - August
2024

Year 1: August 2024 - July
2025

Year 2: August 2025 - May
2026

Fall Win Spr Sum Fall Win Spr Sum Fall Win Spr Sum

Year 0: Pilot study and information
gathering

X X X X

Year 1: Library Co-design with UW
MLIS Class in Seaęle

X

Year 1: Capstone - Consolidate Fall
2024 data and create a single core
game with mechanics and multiple
storylines

X

Year 1: Capstone - Co-design with
teens to refine the core game
mechanics.

X

Year 1: Refinement - Finalize design
of single tabletop game for digital
civic engagement (offline first, online
second).

X

Year 2: Library Co-design and test
with UWMLIS Class and libraries

X

Year 2: Capstone - Consolidate Fall
2025 data and make final
preparations for testing and
evaluation

X

Year 2: Capstone - Testing online and
local designs in different libraries
(urban, suburban, rural)

X

Year 2: Refinement - Finalize single
core game mechanics with multiple
storylines (both offline and online
versions)

X X

Year 2: Build repository for national
dissemination

X

Work with collaborators to
disseminate the materials and
activities.

X

Create digital civic engagement and
youth report, communications,
publications, and outreach

X X X X X X X

Create curriculum and activities for
libraries

X X X X X



Performance Measurement Plan
Performance
measure
KNOWLEDGE of
youth and
misinformation
through co-design

Data to collect
Design artifacts
from co-design;
observations of
co-design

Sources of data
Target group(children,
teens, librarians);
beneficiary group
(children patrons,
other librarians);
MLIS students;
advisory board

Methods
Co-design sessions
(video recordings);
qualitative analysis

Schedule
Years 1 - 2→
Weekly co-design
for Fall; weekly
analysis in Winter;
weekly testing in
Spring.

Effectiveness Twice per year (1&2) we will prepare a report of number of children engaged, volume
of data collected

Efficiency Twice per year (1&2) we will compare committed versus allocated time of target group
participants (children, teen facilitators, and librarians).

Quality Twice per year (1&2) we will conduct an assessment of data quality, to inform course
corrections as needed. All co-design sessions are video recorded. At end of years 1 and
2, first and second drafts of white paper will be reviewed by advisory board and other
experts

Timeliness Twice per year (1&2) we will compare actuals versus targets. Year 1 target is 30
children 8 times across 2 libraries. Year 2 target is 20 - 30 children 8 times across 2
libraries.

Performance
measure
ARTIFACTS and
PRODUCTS to
address digital civic
engagement in
youth.

Data to collect
Observations of
usage; artifacts from
co-design;
perceptions and
opinions of usage;
log files and
analytics.

Sources of data
Target group (children,
teens, librarians);
beneficiary group
(children patrons;
other librarians);
advisory board

Methods
Participatory
design; usability
testing; interviews

Schedule
Years 1 - 2→
Weekly co-design
for Fall; weekly
analysis in Winter;
weekly testing in
Spring.

Effectiveness Twice per year (1&2) we will prepare a report enumerating and describing each of the
artifacts. Report will include all artifact ideas, and compare the number of artifacts that
have been selected for high fidelity prototyping against our target (year 1 two
play-based digital activities; year 2 two play-based digital activities)

Efficiency Twice per year (1&2) we will compare committed versus allocated time of the target
group for for generating artifacts

Quality Twice per year (1&2) we will interview librarians, teens, and advisory board members
for their opinions on the quality of the artifacts

Timeliness Every 3 months each librarian will complete a templated report covering both numeric
data and perceptions



Performance
measure
CURRICULUM for
librarians and
educators

Data to collect
Observations of
usage; artifacts from
co-design;
perceptions and
opinions of usage;
log files and
analytics.

Sources of data
Target group
(children, teens,
librarians);
beneficiary group
(children patrons;
other librarians);
advisory board

Methods
Participatory design;
usability testing;
interviews

Schedule
Years 1 - 2→
Weekly co-design
for Fall; weekly
analysis in Winter;
weekly testing in
Spring.

Effectiveness Twice per year (1&2) we will prepare a report describing the opinions of librarians and
teens about the co-design process (from interviews), and the PI teams assessment of
the children’s experience (from observations)

Efficiency Twice per year (1&2) we will compare committed versus allocated time of target group
stakeholders

Quality Twice per year (1&2) we will interview librarians, teens, and advisory board members
for their opinions on the quality of the co-design process

Timeliness Every 3 months each librarian will complete a templated report about their perceptions
of the co-design process

Performance
measure
DISSEMINATION of
Knowledge,
Artifacts, and Process

Data to collect
Log files and
analytics; qualitative
data (e.g., surveys,
interviews)

Sources of data
Beneficiary group
(children patrons;
other librarians);
website analytics;
conferences;
advisory board

Methods
Website repository
analytics;
Conference
attendance;
Usability testing

Schedule
Year 2→Weekly
analysis of the
website and data
collection.

Effectiveness At the end of the project we will report on the number of beneficiary group members
who have downloaded (a) artifacts (b) co-design process; participated in webinars; and
participated in conference workshops.

Efficiency We will be looking at the usage of the repository multiple times throughout the
implementation.

Quality At the end of Year 2 we will interview librarians and advisory board members for their
opinions on the quality of the communications plan and dissemination resources.

Timeliness Monthly (Year 2 and beyond) we will track counts of views, downloads, social media
impressions, and webinar attendance



Digital Products Plan 
Type: What digital products will you create? 

We are creating four types of digital products for distribution: 

● A digital civic engagement white paper report that will tackle strategies that librarians and families can
take on to combat misinformation from our co-design perspective;

● A single tabletop role-play game for children around supporting youth digital civic engagement  in
libraries for both online and local play;

● A scalable online co-design curriculum for librarians to create their own tabletop game activities for
children on digital civic engagement; and

● A website repository hub through Loki’s Loop for accessing all project resources (reports, blogs,
papers, play-based digital activities, curriculum, etc.)

Availability: How will you make your digital products openly available as appropriate? 

All of our project outcomes will be freely available via project website under a Creative Commons Attribution 
3.0 - Noncommercial U.S. License. We will make preprints of our journal and conference articles available via 
ResearchWorks, University of Washington’s digital repository based on DSpace. With proper attribution, 
anyone will be able to use, redistribute, as well as modify instructional materials. All the project outcomes will 
be accessible with standard web browsers. 

In Year 2: Summer 2026 we will work with our communications team to (1) package the activities and 
curriculum, (2) produce accompanying training and implementation resources; (3) create an online hub on 
Loki’s Loop for accessing all resources; and (4) develop a communications strategy with WebJunction for 
reaching libraries nationwide, including a communications kit with video clips of different lengths for 
distribution via social media, infographics, and other visually appealing artifacts.  

WebJunction’s expertise and extensive reach will allow us to disseminate our work through articles in 
Crossroads articles, Webinars, workshops at PLA Conference, and promotion through social media channels. 
In addition to WebJunction we will leverage UW Information School channels (CIP, GAMER Group, Digital 
Youth lab) and external partners (Young Adult Library Services Association, the Joan Ganz Cooney Center 
(Sesame Workshop). In disseminating the curriculum we will encourage libraries to upload the play activities 
they designed onto our website (Loki’s Loop) for further reach. Lastly, we will finalize the whitepaper and 
disseminate broadly through our open online website. All of our digital materials will be freely accessible and 
available for use to any youth, librarians, educators, and designers that have a vested interest in 
misinformation. 

Access: What rights will you assert over your digital products, and what limitations, if any, will you place 
on their use? Will your products implicate privacy concerns or cultural sensitivities, and if so, how will you 
address them? 

The intellectual property status of the digital products we intend to create (e.g., guidelines, reports, digital 
learning activities) will be licensed under a Creative Commons Attribution 3.0 - Noncommercial U.S. License. 
We will explain to potential users that they are free to share any reports, guidelines, curriculum, and digital 
learning activities as long as they attribute the source. With proper attribution, they can copy and redistribute 
the material in any medium or format. They are also allowed to adapt, remix, transform, and build upon the 
material for any purpose, even commercially. We have chosen this form of intellectual property status because 



we want different libraries, MLIS programs, and designers to use our materials and adapt them to their local 
contexts. However, we believe that attribution to institutions and designers should be given to properly credit 
them for their work, and also inform the people using the materials whom they can contact for questions and 
suggestions. 

The ownership rights our organization will assert over new digital products will focus on attribution and 
appropriate credit. Our digital products will be for open access; we only need appropriate credit. We will 
notify potential users about relevant terms or conditions by placing a human-readable summary of the 
Creative Commons Attribution 3.0 U.S. license in our materials.   

Because our work involves children, we will take extra precautions to ensure safety and privacy. First, for any 
materials involving children’s names, we will only refer to them through pseudonyms and generic 
demographics (e.g., age, gender, ethnic background). For any publications involving children’s faces (e.g., 
videos), we will either digitally blur children’s faces, select photos that do not show their faces, or we will 
obtain consent and assent from parents and children for their usage.  

Sustainability: How will you address the sustainability of your digital products? 

After the project period is complete, we will still be distributing the materials, white paper, and guidelines 
through channels at the UW. The UW CIP will be supporting these materials beyond the project period. This 
project will also be the foundation for the creation of new research. The creation of these materials is the start 
of a larger repository that the UW Digital Youth Lab can study to better understand what makes effective 
digital tools for misinformation for children and how best to integrate them into educational settings. PI Yip is 
also a senior research fellow at the Joan Ganz Cooney Center at Sesame Workshop and will work closely with 
Michael Preston (adviser) on how these designs can be utilized in family-based settings with children. 
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