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Why develop a game about Open Science?

Why not?

• Fun and interesting way to 

advocate OS practices

• Favorable international and 

institutional context (ca. 2020)

• Rich and diverse content

• Interdisciplinarity

• Only a few OA-related workshops 

for researchers organized by the 

instiution (ca. 2020)
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What about gameplay and mechanics? 

What we knew we wanted

• Introduce different concepts of OS (OA, open data, FAIR 

principles, bibliodiversity)

• Fun but still insightful

• Different playing modes (solo and collaborative) 

• On-line format that can be used for self-learning or in a 

class environment (COVID context)

• Fast development 

• Different Levels
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Adapting The Giraffometer (game)

• Players are presented with a 

list of trivia questions with 

numerical answers and must 

guess which one has the 

highest and lowest value. 

• The goal is to correctly 

identify the extremes without 

knowing the precise 

answers, making it a test of 

knowledge and estimation 

across various topics.

• Adaptation with OS-content 

trivia questions
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An example in context (almost no spoilers)
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An example in context (almost no spoilers)
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Let’ssavefeedback and questions for later.
Are yougame?
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https://christophedony.pubpub.org/pub/openscientometer/
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