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LESSONS FROM COPYRIGHT
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Embodied cognition - knowledge
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« The value of playing in teams
and discussion

« Scenarios
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https://www.amazon.co.uk/Hand-Vintage-Frank-R-Wilson/dp/0679740473

THE PUBLISHING TRAP: THE
CREATIVE PROCESS
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THE ACADEMIC GAME OF LIFE




MEET THE CHARACTERS

Misha the criminologist Brian the microbiologist

Mary the space scientist Simon the Jane Austen expert

@




THE CURRENCY OF THE GAME




IMPACT TO DATE

« Downloads and hits on website:

« over 2,500 hits on website and 175 downloads

 Who has played it
- mainly librarians rather than intended audience
(researchers)
« Worldwide interest

« UK, USA, Canada, Australia, New Zealand

 Europe including France, Germany, Sweden, Czech
Republic, Norway, Spain, Denmark

- Elsewhere: Japan, Singapore, Saudi Arabia and many more!



WHAT DO PEOPLE SAY?

“Valuable to me as a university
librarian to remind me of the value
of research and to help me
understand and relate to the
opportunities and challenges of
scholarly publishing from an
academic's point of view.”



WHAT DO PEOPLE SAY?

“It would help researchers to
understand that the decisions they
make in relation to publishing their
work cannot be made in isolation.
Each decision results in an impact
further down the publishing path
can could be positive or negative.
It's a great game to convey the
different routes to publishing.”



WHAT DO PEOPLE SAY?

“| found it a really engaging
way of understanding more
about the academic
publishing process and the

impact that copyright/IP has
on it."
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“It provides a great entry
point to what can be a
complex area of scholarly
life. It is particularly good for
library staff working with
open access repositories.”
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IMPROVEMENTS AND SUGGESTIONS

“The game is quite long, and,
whilst | really enjoyed it and felt
engaged throughout, |
wondered whether PhD
students would prefer
something a little shorter.
Would there be a way to cut it
down so that it can be
completed in about an hour?”



IMPROVEMENTS AND SUGGESTIONS

“The playing space could be
a bit bigger - i.e. the space
at the edges of the board
where all the action
happens, and the middle bit
smaller.”



IMPROVEMENTS AND SUGGESTIONS

“Players wanted to do more with
the money, e.g. pay for a research
assistant or go to conferences or
additional training. Also, the
conflict between research and
teaching was not highlighted -
which is something a lot of
researchers do struggle with and
therefore work a lot overtime.”
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be great, especially if there was
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FEEDBACK

You are having a mid-life crisis but have
come into a small sum of money.
Roll the die to see what you decide to

ROLL 1-4

do with the windfall.

You decide to use the money to
make your research open access.
Claim 1 knowledge token and 2
impact tokens

Decide to go on a Caribbean
cruise. Lose 1 impact token

Decide to buy a motorbike. Gain
extra credibility among your
students. Your teaching scores
improve significantly! Lose 1
impact token

You are accused of having an affair
with your PhD student. Your Head of
Department demands you explain.
Roll the die to see what happens.

ROLL 1-3

ROLL 4-6

Your reputation is salvaged

as you explain you made a
breakthrough in the field and you
have managed to get a jointly
authored article together. Gain 1
knowledge token and 1 impact
token

You are reprimanded and lose
your position as Chair of the
Research Committee. Lose



THE PUBLISHING TRAP AND
OTHER TRAINING

Linking in with Putting
institutional copyright
policies and concerns in
procedures wider context

Complements
wider scholarly
comms and open
access support




FUTURE PLANS

New Zealand
and Australian
version

Updating
game
mechanics

German
translation

Potential T
redesign of the Sl £

board model
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