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University of Library Studies and Information Technologies 

Founded in 1949, the University of Library Studies and Information Technologies 

(ULSIT) has always been at the forefront of information changes in the 

preparation of its graduates and consulting specialists from the library sector in 

Bulgaria. Contrary to the theory that the library system was relatively stable and 

conservative until the implementation of the Internet, in the second half of the 

20th century, library education in Bulgaria integrated new standards and rules for 

cataloging, microfilming, and library automatization into its programs. In this 

context, ULSIT reflects the changes of the last ten years, striving to work 

precisely under the motto of the conference 'Diversity and Inclusiveness in 

Resource Sharing'. 

ULSIT Projects and Practices in Diversity and Inclusiveness in Resource Sharing



Bibliography of the Bulgarian Revival Books (1801–1878)
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BIBLIOGRAPHICAL DATABASE MODEL
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Information Retrieval System (IRS)
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Geographic Information System (GIS)

ULSIT Projects and Practices in Diversity and Inclusiveness in Resource Sharing



Advance Search
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Book Description
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Innovations
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• Visualization of bibliographic information through GIS; 

• The possibility of cross-checking bibliographic data with visual 
material/digital copies; 

• Linking printed bibliographies with the e-version; 

• The ability for users to supplement and correct the database; 

• The possibility of planning digital collections using information 
on available digital copies.



Challenges

ULSIT Projects and Practices in Diversity and Inclusiveness in Resource Sharing

• Difficulties in communication between IT and library 
specialists during the working process;

• Lack of resources to support the project after its 
funding period ends;

• The dynamics of the web environment—what was 
innovative four years ago may become an anachronism 
tomorrow.



NAVIGATE project
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NAVIGATE (https://www.navigateproject.eu/) aims to increase 
the competencies of students, librarians and library users in 
recognizing fake content. 

Objectives of the project:

• Development of a game model for information literacy training 
consisting of a curriculum based on a competency tree;

• Development of learning material in the form of games 
included in the curriculum, work modules with specific game 
tasks, learning activities based on games.

https://www.navigateproject.eu/




The path to the development of original information literacy games within the 
NAVIGATE project: NaviGAMESearcher 

(https://www.navigateproject.eu/navigamesearch-tool/)
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Проект TLIT4U (https://translit-eu.unibit.bg/): project results



https://translit-eu.unibit.bg/gamesearch/

https://translit-eu.unibit.bg/gamesearch/


The final
shape 
of the tool



Project result 4 refers to the 
development of an educational tool - a 
game to be used by students, 
teachers and librarians for the 
formation and upgrading of skills 
related to transliteracy - digital, 
information, media, visual literacy; 
data management literacy, etc. The 
created product is directly related to 
the quality of teaching in universities 
and non-formal educational centers - 
libraries

PR 4: Game Development
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LEA: the concept

LEA - LEarning in Academia is a 
learner-center environment.

It is narrative adventure that, chapter 
by chapter, explores the circle of 
research, guiding students through 
the 6 phases of research. 

Research, Re+search means, in a 
manner of speaking, searching again 
and again, in a circular process.
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LEA: Goals
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★ Explicit

(game objectives)

★ Implicit

The goals of the game are: 

1. To go through a literature review 

process by applying scientific 

inquiry process.

1. To learn the research cycle strategy:

Connect, Wonder, Investigate, Construct, Express, Reflect



THE LEA GAME AIMS TO PROMOTE…
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Connect, Wonder, Investigate, Construct, Express, Reflect

Transliteracy skills 

Critical thinking

Communication

Inquiry-based learning

Active participation Problem-solving

Creativity and Innovation

This Photo by Unknown Author is licensed under CC BY-SA

Playful learning

A set of knowledge and skills, 
including personal abilities, 
attitudes and values 

STEAM

https://usq.pressbooks.pub/traumainformedpractice/chapter/6-2-the-teacher-must-survive-self-care-and-managing-secondary-trauma/
https://creativecommons.org/licenses/by-sa/3.0/


ERASMUS+ Project  NEDLIB – Digital Competence and Information Literacy for Librarians 2023-1-BG01-KA220-ADU-000167178

➢ NEDLib is an Erasmus+ project

➢ Implemented since Sept. 2023

➢ Focus on digital competences of public librarians 

➢ Aims to improve information and media literacy of library professionals 

➢ Strengthens the connection between educational and library sector

➢ Promotes gamification in libraries

➢ Provides training activities for a wide group of librarians

nedlib.unibit.bg



ERASMUS+ Project  NEDLIB – Digital Competence and Information Literacy for Librarians 2023-1-BG01-KA220-ADU-000167178

NEDLib General Overview 

The goal of the project is to develop 
an educational tool (in two parts: 
theoretical and practical) that can 
be applied by library professionals 
and university teachers in their daily 
work.
The final outcome of our 
partnership will be a free 
educational content that might be 
used by a wide range of 
stakeholders: teachers, librarians, 
students, library users, journalists 
and media specialists.



Work package n°2: Selection of Librarians

Period: September 2023 – February 29, 2024 

Purpose: to pick out in partner countries:

✓the first-level trainers and researchers who will be engaged with theoretical 
content creation (ULSIT and IHU);

✓the key trainers (librarians and other staff from public libraries in Bulgaria, 
Greece, Latvia, Portugal and Romania);

✓the centers (libraries and library branches in the five countries).

Results: Formation of work teams (university teachers and key librarians) to carry 
out the training activities envisaged in the project and the development of the 
intellectual products. Selection of public libraries to serve as regional training 
centers.

ERASMUS+ Project  NEDLIB – Digital Competence and Information Literacy for Librarians 2023-1-BG01-KA220-ADU-000167178

https://docs.google.com/document/d/1ZSoCgrBIhXGenmtLkB8g1E-Y2bH22DAm/edit
https://docs.google.com/document/d/15DXHPohk9htza7FZ4-1hZZgBY572grPH/edit?rtpof=true
https://docs.google.com/document/d/1d1mO9EXfEwCzbVd6iSgntzs03VLNBhh8/edit


Work package n°3: Content Creation and Trainings

Period: February 2024 – February 2025

Main activities:

➢Learning/teaching materials development in the following areas: Information and 

Media Literacy, Fake News and Disinformation, Gamification; 

➢Parallel trainings for key librarians (November 2024 Bulgaria and January 2025 Greece).

Specific tasks:

➢ULSIT and IHU create content in the selected areas;

➢NLL, GLB, ANBPR, DGLAB, IHU organize the work of the staff and key librarians 

related to the evaluation and optimization of the presented materials;

➢ULSIT and IHU hosts two trainings for key librarians. 

Results: 1. primary theoretical content elaboration and 2. trained transnational staff 

(two groups of 30 librarians).

ERASMUS+ Project  NEDLIB – Digital Competence and Information Literacy for Librarians 2023-1-BG01-KA220-ADU-000167178



Conclusion

The work on the projects at ULSIT, alongside the obvious benefits, raises reflections on 

several concerning issues: 

• The question of copyright and licensing agreements for information use increasingly 

resembles a battleground where the armies of large corporations maneuver against 

open-access portals.

• The digitization and sharing of information are costly and asymmetrically developed. 

• Issues of project funding, combined with the diversity of formats, software solutions, 

and their obsolescence, create challenges regarding the relevance, visibility, and 

accessibility of specific resources.

These are problems of dynamics and rapid growth that need to be more actively 

discussed by professionals in the library and information field.
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