bibliographic essay, the essay format, rather than an alpha-
betical or topical listing (primary resource, book, article, web-
site, etc.) makes quick referencing problematic. The author
does not claim this volume to be that of a reference work and
the reviewer would agree. Although the index is extensive
and allows for easy location of topics, keywords, and people,
this is the only strong reference work component. If one is
looking for a true reference work on the topic, a better choice
is Encyclopedia of Women in the American West (Sage, 2003),
edited by Gordon Morris Bakken and Brenda Farrington.
Two works are suggested as complements to the reviewed
work especially when considering women’s history course
materials: So Much to be Done: Women Settlers on the Mining
and Ranching Frontier (2d ed,. Univ. of Nebraska Pr., 1998),
edited by Ruth B. Moynihan, Susan Armitage, and Christiane
Fischer Dichamp, provides the primary resource compenent
lacking in Women in the American West. Women and Gender in
the American West: Jensen-Miller Prize Essays from the Coalition
for Western Women’s History (Univ. of New Mexico Pr., 2004)
edited by Mary Ann Irwin and James E Brooks, is a collection
of essays highlighting at depth many of the aspects of women’s
history covered in the reviewed work.

The historical survey provided by Women in the American
West fills a gap for scholarship of this nature on this topic. It
is not a traditional reference work, but has many merits as a
course textbook. The work is suggested for academic libraries
of all levels, especially those supporting a women’s or gender
history/studies program.—Kristi L. Palmer, Assistant Librarian,
Liaison to the Departments of History, Women'’s Studies and Amer-
ican Studies, IUPUI University Library, Indianapolis, Indiana
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Gamers in the Library?! The Why, What, and How of Videogame
Tournaments for All Ages. Eli Neiburger. Chicago: ALA, 2007. 178
p. $42 (ISBN-13: 978-0-8389-0944-7).

Public librarians today are constantly looking for ways to
increase their visibility and their viability in their communi-
ties, especially with teenagers and young adults. Eli Neiburger,

the technology manager for the Ann Arbor (Michigan) Dis-
trict Library, has a solution that may seem unorthodox to
some—hosting video game tournaments in the library. An
unapologetic video game fan since playing his first Atari
game at age five, Neiburger makes a pointed and passionate
case for why libraries should open their doors to gamers and
how gaming can enhance libraries’ relevance as community
institutions. He covers all the areas necessary to have a suc-
cessful library gaming program: providing and setting up
the proper hardware and software; planning and promoting
library gaming events; and expanding a library’s gaming au-
dience. With tongue-in-cheek, slangy writing (which some

Professional Materials

readers may find too casual a tone), Neiburger shatters con-
ceptions of proper library programs and suggests, in good
fun, that librarians lighten up and embrace something new
and, to many librarians, different. He also provides a handy
and useful chapter on gaming resources and links. The author
astutely points out in the first chapter that young adults use
the Internet primarily to send e-mail and to play games, ac-
cording to the Pew Internet and American Life Project, so it
makes sense to harness this Internet usage of video games and
welcome a new generation of library users (who can also be
introduced to books, magazines, and other standard library
fare). Neiburger, with his irreverent book, may be a new
apostle for library programming for those librarians willing
to try something new. This book is highly recommended for
those brave souls who choose to do so.—Larry Cooperman,
Librarian, Everglades University, Altamonte Springs, Florida

The Handy 5. Ed. by Betsy Losey. Lanham, Md.: Scarecrow Press,
2007. 219 p. $35 (ISBN 978-0-8108-5908-1).

Information skills are an important part of education at
all levels. The Handy 5 provides a model to help both librar-
ians and classroom teachers incorporate information skills
into curriculum areas beyond the four cores in a way that is
accessible to K—12 students. Elements of the Big Six Problem-
Solving Model (developed by educators Mike Eisenberg and
Bob Berkowitz) were used to develop the five parts of the
Handy 5. The book consists of three main parts. The first
introduces the components of the model and covers how to
introduce it to students at primary and secondary levels, how
to use the model with an assignment, and how to use it as
a tool for collaboration between teachers and media special-
ists. The second part of the book looks at current trends in
education and the outcomes of testing the model in elemen-
tary, middle, and high schools. The third section of the book
contains lesson plans using the model for various subjects
and grade levels. These “real world” lessons come complete
with follow-up comments about what worked and what
did not. The accompanying CD-ROM includes bookmarks,
posters, graphic organizers, and other materials introduced
in the book to assist students with understanding and using
the model.

With the emphasis on “No Child Left Behind” legislation,
collaboration with teachers is becoming even more important
to library media specialists. The Handy 5 model integrates
the librarian and library skills as essential parts of the les-
son. The step-by-step approach in the book is perfect for
those who have little experience collaborating with teachers
and for those who simply would like to try something new.
Suggestions are given to help familiarize and reinforce the
steps with the students, and the ancillary materials on the
CD-ROM are helpful reminders of the model. The theoretical
background and explanation of the research process give the
model a solid platform for implementation within the entire
school or school district. This book is ideal for a coordina-
tor or librarian who is looking for a resource that includes
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