
Balanced design for learning creates games that teach and 
evaluate. 

 
  

Methods 
•  Examine history and research to see what has been 

done and what needs to be done. 
•  Employ the theories of self determination and 

balanced design to explore how summer reading can 
include game-like elements.  

•  Evaluate three summer reading programs from 2015. 

  

Discussion 
 
•  Libraries can create gameful SRP by enhancing 
opportunities for competence, autonomy, and 
relatedness.  

•  Open-ended challenges fulfill the need for 
autonomy.  

•  Activities that involve the whole family fulfill the 
need for relatedness. 

•  Setting their own goals allows participants to 
experience competence.   

Background 
  
•  98.4% of public libraries host summer reading 

programs (SRP).1  
•  SRP participants report that their motivation is 

practicing reading skills, not prizes.23  
•  Games may be better at motivating participation in 

SRP than prizes. 
•  Games are motivating when players experience 

competence, autonomy, and relatedness.4  

Next Steps 
Conduct a formal study of motivation in summer reading 
programs. 

Are increases in competence, autonomy, and 
relatedness in the design of a summer reading 
program associated with an increase in program 
participation? 
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Balanced design coordinates the 
content, task, and evidence in a 
game.5  

•  Content Model:  
What the player comes away with. 

•  Task Model:  
What the player does to learn. 

•  Evidence Model:  
How we know the player learns.  

 

 

 
  

Content Kids will develop motivation to read. 

Competence Autonomy Relatedness 
Task Kids will set their 

own reasonable 
reading goals. 

Kids will choose 
how to fulfill their 
reading goals. 

Kids will share 
their reading 
experiences with 
others. 

Evidence Kids meet the 
goals they set. 

Kids complete 
activities. Kids 
complete 
activities more 
than once. 

Kids complete 
activities that 
include others.  

Open-ended challenges fulfill 
the need for autonomy.  

Setting their own goals allows 
participants to experience 
competence.   

Montgomery Public Library Canton Public Library 
Activities that involve the whole 
family fulfill the need for 
relatedness. 

Beaverton City Library 


