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Introduction:
Setting the Scene

YOU’RE HEARING WHISPERS IN THE HALLS OF THE LIBRARY: WOULDN’T IT 

be so nice if we had a podcast studio in the library? I hear Professor Jones is 
assigning his huge lecture course to make podcasts and the students are so 
confused. Or: would it be so hard to have a 3D printer in the corner of the 
learning commons? The 3D printers in the engineering hall are operating at 
max capacity and students are asking for more.

Whether the whispers are coming from yourself as you try to drum up 
interest and support, or from your administration, this kind of thinking tends 
to take root. Before you know it, you have been tasked with building a new 
kind of space in your academic library. It might be a media studio, or it might 
be a virtual reality lab. It could even be a combination space that has a podcast-
ing suite, equipment circulation, 3D printing, and a computer lab. Or maybe 
you have been doing this for a while. You know it is time to expand, but you are 
not sure which direction to take or what equipment you need.

Creative technologies are now an established part of library services, but 
they continue to develop and expand into new territories. Beyond the loaning 
of laptops and phone chargers, libraries are branching out into supporting 
their creative patrons by providing spaces and services that encourage art, 
communication, and innovation. We define “creative technology space” as 
any space in a library that encourages patrons to create something beyond the 
traditional research paper. These are the media studios, virtual or augmented 
reality labs, makerspaces, FabLabs, data visualization labs, and so on. These 
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x   |  Introduction

facilities can be very different, but they all require space, computers, tools, 
equipment, and expert staff. Essentially, they are exactly like many other aca-
demic library units in that they manage circulation, reference transactions, 
instruction, and acquisitions. However, they are also quite different because it 
all revolves around the technology they offer to patrons.

Building new creative technology spaces and their associated services, 
regardless of scale, can feel daunting. In truth, it likely is a significant under-
taking. We wrote this book to help. The authors of this book have begun 
and run creative technology spaces—of different sizes, configurations, and 
emphases—and have a lot of experience and opinions to share. We detail how 
to start a space from scratch and how to develop or adjust an existing service to 
follow best practices. We write as library employees for library employees, and 
we discuss how to sculpt a high technology center into a practice that builds off 
of library standards for support and service. While this book focuses on aca-
demic libraries, much of the advice could be extended to creative technology 
centers housed in other parts of the university or in other kinds of libraries.1

We expect that people will read this book in any way that best serves their 
needs: from cover to cover, or just a specific chapter. We all have to start some-
where, but it’s good to have pathways for growth. We hope to help you in all 
stages as you develop your space and its services.

We have organized this book into three sections: how to develop, how to 
build, and how to run your space.

The first part of the book covers how to develop your new lab, but it can 
also be useful for those who are looking to build on or expand their existing 
labs. This section includes taking stock of the internal library and external 
institutional resources that already exist, as well as scouting potential patrons 
and allies. We discuss how having a clear vision and mission for your creative 
technology center helps advocate your lab to administrators and can also help 
your outreach to faculty, staff, and students. Next, we cover funding sources 
and budget practices. And finally, we provide a comprehensive account of 
accessibility practices in creative technology spaces.

How to build these spaces is covered in the second part of the book. Here 
we examine the essential requirements for a creative technology space, such 
as layout, power, and safety. We also look at the different ways that new or 
existing spaces are acquired and then developed. Then we dive into common 
elements of such spaces, including the service point, classroom, computer 
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Setting the Scene  |  xi

lab, staff area, and storage. Because every creative technology space is a little 
different, we discuss the various specialized creative technology resources 
that in some unique combination make up our spaces, such as recording stu-
dios, makerspaces, gaming labs, extended reality studios, data labs, and more. 
Finally, we describe in detail the range of activities associated with circulating 
technology equipment to patrons.

Finally, the third part of the book looks at how to run these spaces. We start 
off this section by covering the policies and procedures that are necessary to 
a healthy and functional center. We then detail all things staffing, including 
the different types of staff and staff training. We take a look at how to build 
instruction programs, which are essential components of these spaces as ways 
to support patrons and connect with faculty. Such programs include one-shot 
classes, co-curricular workshops, equipment demonstrations and support 
materials. We wrap up by taking on how to continually grow and adapt these 
spaces while managing expectations and resources.

Ultimately, each creative technology space will be unique to its institution, 
but we enjoy finding and building community in these spaces. The authors of 
this book come from a nearly comically large range of previous experiences, 
but all of us have found a home in these special spaces, and we hope that what 
we have learned will help these spaces thrive in the long term.

NOTE

1.	 Kelsey Sheaffer et al., “Off the Cutting Edge: Lessons Learned from Centering 
People in Creative Technology Spaces,” in Innovation and Experiential Learning 
in Academic Libraries, ed. Sarah Nagle and Elías Tzoc (Lanham, MD: Rowman & 
Littlefield, 2022).
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THERE ARE TWO RECURRENT DRIVING FORCES FOR A NEW CREATIVE TECH-

nology resource in a library: one is top-down, in which an administrator has 
an idea and tasks someone else with implementation; the other is bottom-up, 
when someone on the ground recognizes a need and brings the idea to the 
administration. The idea’s origin does not necessarily dictate the steps for 
developing the space, but bear in mind that it might have an effect on enthusi-
asm, funding, and scope.

Regardless of the origin of the idea, step one of the process is always to 
assess the current state of creative technology resources on your campus. This 
is an essential step, both in deciding on the breadth and scope of your own 
services, and as an element of your advocacy for building the space. You’ll also 
find that it is one of the first questions asked by administrators or others hold-
ing the purse strings: what already exists on campus? And: who wants it? No 
one wants to fund a redundant service or one that isn’t driven by patron needs.

This chapter will cover assessing your existing resources and revealing the 
wants and needs of your campus stakeholders.

WHAT RESOURCES ALREADY EXIST?

Every contemporary library has some elemental groundwork for a creative 
technology service, whether it’s in the form of something as basic as public 

1
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4   |  Part I: How to Develop

computers or something more robust like circulating equipment. If you zoom 
farther out to survey resources around campus, you’ll likely find a slurry of 
other offerings, though they might be disorganized and limited to certain 
majors.

It is essential to think creatively about what, in your library and on your 
campus, already exists as a creative technology service. Do not be discouraged 
if something emerges that already overlaps with your dream space. At this 
point, we are simply surveying and noting. Every detail will help sculpt both 
your offerings and the narrative around them.

Taking Stock in Your Library
Start by developing a basic list of items that currently exist in your library 
relating to creativity or technology (or both), regardless of whether or not 
they might be migrated to a new space. While you’re gathering information 
about what already exists, make note of any related resources that people 
have forgotten about or want to dispose of. This can be a challenge if you are 
new to a library or a department and don’t yet have a sense of your potential 
collaborators and comrades, but you can start with a few basic areas common 
to many libraries.

The department that does circulation can be a great place to start. They 
likely already loan items that aren’t books, and so they know the resources and 
equipment that people have been asking for or have trouble with. Many cre-
ative technology spaces develop out of equipment-lending programs for lap-
tops, chargers, and headphones. Perhaps your library decided to try loaning 
audiovisual equipment like cameras, or it purchased a 3D printer alongside 
a large-format printer as part of expanding its printing services. Addition-
ally, you never know which items are hot tickets at the circulation desk. For 
example, the desk may stock inexpensive flash drives for students who forgot 
theirs; these were intended for borrowing but were never barcoded, since no 
one minds if they are not returned.

After the circulation department, consider talking to your library’s IT 
department. They often manage the library’s public computers, sometimes in 
collaboration with circulation/reference. The public computers might be used 
to provide software such as the Adobe Creative Cloud alongside Microsoft 
Office. Note what software already exists on these computers, what their tech-
nical specifications are (can they handle software that uses more computing 
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Chapter 1: Taking Stock  |   5

power?), and how they are managed. Additionally, consider the service model 
around the computers. Does your IT team help with software questions or 
even printing questions? Does your library offer workshops on particular soft-
ware or skills? Some of these services might be consolidated into one service 
location in your new space.

Don’t forget to talk to departments like digitization and marketing. Any 
of these departments might have technology that they want to replace, and 
this could be repurposed for patrons instead of sending it to surplus. It is not 
uncommon for this aging technology to make its way to the new space at some 
point, so it may be helpful to expedite that process. It can be useful to under-
stand why people liked these items enough to keep them. Equipment age is not 
necessarily a barrier; older cameras and audio equipment can still be useful 
for digitization or other creative purposes.

Remember to also take stock of related hardware and software resources 
that are available at subject or branch libraries, if your institution has them. 
At some institutions, the subject libraries can operate independently, so 
they may have equipment unbeknownst to you. Perhaps the medical library 
already has a 3D printer, or the library’s data lab has access to professional 
data visualization software. This doesn’t mean that your own branch shouldn’t 
purchase a 3D printer as well, but their staff would be a useful source of infor-
mation on any policies for 3D printing at your institution. You might also want 
to supplement their offerings by purchasing the same type of printer (3D or 
otherwise), which also offers the opportunity to be able to support each other 
with supplies.

To help you get started, table 1.1 is an example of a comprehensive inven-
tory list that you might create while taking stock of your library’s existing 
resources. This example illustrates how to record both physical equipment and 
software-related services, ensuring that all items are accounted for and giving 
you a good start in making sure your new space is equipped with everything 
it needs.

Taking Stock on Campus
Creative technologies are likely to be found across campus, not just in libraries, 
often in the form of department-specific media labs and makerspaces. While 
access to these resources is often limited to the students enrolled in particu-
lar degree programs or courses of study, knowing what equipment is already 
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6   |  Part I: How to Develop

available can be a solid basis for building a collection that you know will have 
high use, as well as identifying gaps in available resources. Taking stock of the 
items and services available at these other spaces, as in table 1.2, can be labori-
ous, but it is essential in order to build a program that best serves your patrons, 
and it allows you to focus on purchasing items that are necessary and are not 
redundant. One advantage of having a creative technology lab situated in the 
library is that libraries serve the whole university community, as opposed to 
spaces situated within departments, colleges, or dormitories whose resources 
are not available to all patrons.

As you look into the availability of other equipment circulation services 
on campus and in the broader community, it might be beneficial to consider 

TABLE 1.1
Internal inventory list

Equipment/ 
Software Location

Contact 
Person/Info Patron Base Support Funding

DSLR camera Circulation Jane Smith Students 
only

One-time 
funding

Adobe 
Photoshop

Learning 
Commons 
computers

Maria Gomez Students and 
employees

Student 
workers

IT Depart-
ment

ArcGIS Data Lab Cameron 
Jones

Graduate 
students and 
faculty

Scholarship 
and 
Publishing

TABLE 1.2
External inventory list

Space Name Location
Contact 
Person/Info Patron Base Funding Equipment

Communica-
tions studios

Student 
Center

John Smith, 
Director

Students Grants Video studio, 
camera loan

Campus 
makerspace

Innovation 
Building

Tara, advisor Students, 
faculty, staff

Student 
organization 
grants, 
donations

Darkroom Art Building None, or 
defunct?

Art students Unclear Photography 
darkroom 
supplies
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A
ableism, 55
academic departments

circulating collection and, 108–109
collaboration with, 188
curricular outreach for creative technology 

space, 24–26
networking with, 14–15

academic libraries
circulating collection of, 107
creative technology spaces in, ix–x
culture of belonging, 54–55
outreach work of, 23
staff training on accessibility, 53
support for creative technology space, 28
Universal Design for Learning in, 47

Academic Technologies unit, 12
access

meaning of, 45–46
policy for, 125

accessibility
of creative technology space, 45, 46–47
furniture for, 83–85
guiding principles for evaluating, 48
makerspace considerations, 48–49
meaning of, 45–46
of recording studio, 49–50
of software/screen, 50–51
staff training for, 53–56
support materials, 51–52
at University of Miami, 50
at Virginia Commonwealth University, 48

“Accessibility and the Makerspace” (Keyes & 
Johnson), 56

accessible design, 46
accrual period, 127
acoustics, 64–65
ACTAL (Association of Creative Technologies in 

Academic Libraries), 164, 188
administrators

advocacy for creative technology space, 20–21
curricular outreach for creative technology 

space, 24–26
gaining support of, 28
idea for new creative technology resource, 3

Adobe Creative Cloud, 39
Adobe Creative Suite, 160
advocacy

for creative technology space, 28
institutional priorities, 20–22
looking to other institutions, 22–23

advocates, 182–184
Allen, Katherine H., 48–49
allies, 182, 182–184
Alma, ExLibris, 112–113, 114
alumni, 125
American Library Association, 188
Andrews, Madison E., 54
approachability, 46
AR (augmented reality), 95–98
architects, 71
Arduino

in circulating collection, 108
for robotics labs, 100, 101

UNCORRECTED PROOF 

FOR R
EVIEW O

NLY
 - 

NOT FOR D
ISTRIBUTIO

N

available at alastore.ala.org



194   |  Index

aspirational peers, 22–23
assessment

of circulation transactions, 173–174
of creative technology space, 169–170, 

180–181
of existing creative technology resources, 

3–9
of instruction, 176
of reference interactions, 171–172
of space use, 170–171
statistic examples from VCU’s annual 

report, 175
surveys, 174
University of Miami’s equipment loan 

statistics chart, 175
Association of Creative Technologies in 

Academic Libraries (ACTAL), 164, 188
audio equipment, 77
audio interface, 89
audio recorders, 107–108
audio recording, 91
audio studio

accessibility of The Workshop, 48
components of, 88–90
recording studio considerations, 87–88

audio-editing stations, 80
audiovisual equipment, 39
augmented reality (AR), 95–98
authorized users, 159
availability, 46
Avid Pro Tools, 39

B
backdrop

for motion capture studio, 104
for recording studio, 87
for video recording studio, 66, 92

background research, 18
barcodes, 128
barriers, 55
batteries

in camera kit, 110
recharging after check in, 118

belonging, culture of, 54–55
Bloom’s taxonomy, 21
boundaries, 153
Brady, Tara, 49
Brock, Pam G., 35
broken/missing equipment

checking equipment inventory for, 178
inspecting returned equipment, 116–118
repair budget for, 38

repairs, paying for, 178
space for repairs, 62, 82
UTC’s equipment circulation, 172
weeding from collection, 179–180

budget
changes to, 41–42
consumables budget, 38
equipment/software refresh cycles, 38–40
funding from library or institution budget, 

32–33
marketing/swag, 40
relationship with fiscal/development 

offices, 42
repair budget, 38
sample fiscal year budget, 41
special opportunities, 40
staff budget, 37–38
staff vs. stuff, 43

buffer time, 111
businesses, donations from, 35
button maker, 95

C
cables

in equipment kits, 108, 110
missing from returned equipment, 117
movable outlets and, 64
in recording studio, 50
recording studio accessibility, 50
repair budget, 38
as tripping hazard, 48

camera mount, 92
cameras

accessibility at One Button Studio, 50
borrowing equipment, 116
in circulating collection, 107–108
circulation statistics for weeding, 179
damaged/worn, assessment of, 172
lighting for creative technology space, 

65–66
loan policy for, 126
for motion capture studio, 103, 104
protection of equipment, 109–110
for video and recording studios, 87, 90, 92, 

93
campus

accessibility services, connecting with, 
53–54

co-curricular outreach, 26–27
co-curricular workshops, 160
creative technology resources, taking stock 

of, 6–8
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culture of, creative technology space’s 
impact on, 181

networking with users/managers of 
existing resources, 14–15

captions, 52
cataloging, equipment, 112–114
Center for Teaching Excellence, 12
certifications, 151–152
Certiport, 151–152
chain of command, 136
chairs

for creative technology space, 83–84
existing furniture in repurposed space, 69
for makerspace accessibility, 49
for service point, 76
for video game lab, 102

charging, 33
cheat sheets, 158
check-out form

for borrowing equipment, 116
of University of Miami, 119
UTC check-out form, 117

Chin, Monica, 164
“choose your own adventure” series of tasks, 

148, 149
circulating collection

building collection, 108–109
cataloging equipment, 112–114
circulation transactions, statistics on, 

173–174
circulation workflow, 115–118
of creative technology center, 107–108
damaged/worn equipment, assessment of, 

172
inventory of, 177–178
loans policy for, 126–128
managing collection, 118
outreach/feedback, 120
protection of equipment, 109–110
repairs, replacement, weeds, 178–180
reservation system for equipment, 111–112
staff training on circulation desk, 150
University of Miami check-out form, 119

circulation department, 4
circulation transactions

statistics for weeding collection, 179
statistics on, 173–174

circulation workflow
borrowing equipment, 115–116
returning equipment, 116–118
University of Miami check-out form, 119
UTC check-out form, 117

class projects, folder of, 183
classroom/teaching space, 78–79
cleaning

clean-up protocols for recording studio, 50
of creative technology space, 132
furniture choice and, 83

cloud drive folder, 163
clubs

campus club collaboration, 27
outreach to student clubs, 27
student clubs, reaching out to, 10

CNC machine
for makerspace, 94
for robotics labs, 100, 101

co-curricular outreach, 26–27
co-curricular workshops, 159–161
code of conduct, 124–125
collaboration, 182
collection

circulation transactions, statistics on, 
173–174

repairs, replacement, weeds, 178–180
running inventory, 177–178
See also circulating collection

collections department, 131–132
color

of creative technology space, 73
font colors for support materials, 52
of lighting, 65, 66
of physical space, 66

community
input on makerspace equipment, 11
support of creative technology space, 

187–189
community makerspaces, 8
computer desks, 84
computer lab

on campus, 7
computer workstation examples, 79–80
overview of, 79

computers
for audio studio, 89
computer workstation examples, 79–80
data networks, access to, 64
for data/data visualization/GIS labs, 99, 100
for extended reality lab, 96, 97
layout of creative technology space, 61
as physical space component, 59
policy for, 129–130
power for creative technology space, 63–64
for printing lab, 105
refresh cycles for, 39
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computers (continued)
for robotics labs, 101
for staff, 82
for teaching space, 78–79
temperature of creative technology space, 

66–67
for video game lab, 102, 103
for video recording space, 92, 93

conferences, 152
console games, 102
consultants, 71–72
consultations, 76, 81
consumables budget, 38
continuing support, 180–184
copyright, 130–132, 146
craft supplies, 94, 95
Creative Specialist, 141
creative technology resources

assessment of existing, 3–9
driving forces for, 3
for faculty, 11–13
key points in advocating for services, 15
potential patrons of, 9–15
student needs, identification of, 10

creative technology space
accessibility of, 45–47
advocacy for, 20–23
assessment of, 169–176
budget for, 37–42
circulating collection of, 107–108
conclusion about, 187–189
credit-bearing courses at, 165
definition of, ix–x
funding for, 31–37
instruction in, 165–167
instruction philosophy for, 155–156
introduction to, ix–xi
long game for, 184
orientations to, 158–159
outreach for, 23–28
policies for, 123–134
staff vs. stuff, 43
staffing, 135–154
support, building continuing, 180–184
support materials for, 157–158
vision for, 17–20
See also physical space

creative technology space, components of
classroom or teaching space, 78–79
computer lab, 79–80
equipment loan, 77
furniture, 82–85

knowledgeable colleagues, talking with,  
85

service point, 75–76
staff areas, 81–82
storage, 80–81

credit-bearing courses, 165
Cross, Remington, 27
culture of belonging, 54–55
curriculum

co-curricular workshops, 159–161
curricular class sessions, 161–165
curricular outreach for creative technology 

space, 24–26

D
damaged equipment. See broken/missing 

equipment
data, 64
data labs, 99–100
data ports, 64
data visualization labs, 99–100
degrees, 139, 142
design

contests, 151
of creative technology space for 

accessibility, 46–47
as outreach component, 24

desks
computer desks, 84
existing furniture in repurposed space, 69
for service point, 76

desktop computer, 82
development offices, 42
digital accessibility, 46–47
digital documentation, 51, 52
digital fabrication equipment, 7
digital guides, 157–158
digital pen plotter, 94
digitization, 147
digitization department, 5
disability, 55. See also people with disabilities
displays

for creative technology space, 85
display settings, 51
for extended reality lab, 96, 97

Distance Learning, 12
“DIY Your Own Recording Space” workshop, 

UTC, 161
DO-IT (Disabilities, Opportunities, 

Internetworking, and Technology) Center, 46
donations, 35, 36
donors, 43
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E
elevator pitch, 18–20
email list, 27
emergency contact list, 133, 134
empathy, 54
employees, 37–38
endowment, 33
enthusiasts, 28
equipment

access policy for, 125
accessibility, evaluation of, 48
assessment of creative technology 

resources, 3–9
for audio studio, 88–90
cataloging, 112–114
in circulating collection, 107–108
circulating collection, building, 108–109
circulation services, 6–8
circulation transactions, statistics on, 

173–174
circulation workflow, 115–118
damaged/worn, assessment of, 172
data networks, access to, 64
for data/data visualization/GIS labs, 99, 100
donations, 35–36
for extended reality lab, 96–97, 98
health/safety policies, 133–134
inventory list, 177–178
loans policy for, 126–128
of makerspace, 93–96
for makerspace accessibility, 49
patron access to, 72
power for creative technology space, 63–64
for printing lab, 105–106
protection of, 109–110
recording studio accessibility, 49–50
for recording studios, 87–88
refresh cycles, 38–39
repair budget, 38
repairs, replacement, weeds, 178–180
reservation system for, 111–112
for robotics labs, 100, 101
staff training on accessibility, 148–150
staff vs. stuff, 43
storage solutions for, 80–81
storage space for, 61–62
support materials for accessibility, 51–52
support materials for creative technology 

space, 157–158
temperature of creative technology space 

for, 66–67
tracking of expensive equipment, 115

usage information for, 8–9
of VCU Libraries’ The Workshop, 11
for video/photography studios, 91
See also in-house equipment

equipment form, 110
equipment lending

circulation process, 115–116
circulation transactions, statistics on, 

173–174
equipment examples, 77
loans policy for equipment, 126–128
as physical space component, 59
service point for, 76
University of Miami check-out form, 119
UTC check-out form, 117
See also circulating collection

esports teams, 102
events, 26–27
exempt employee

librarians as, 139, 140
meaning of, 139

experiential learning, 21
extended reality (XR) labs, 96–98
external grants, 32
external inventory list, 6
extra funds, 34

F
fabrication tools, 101
facilities management staff, 73
faculty

audio or video project assignments, 88
collaboration with, 188
curricular class sessions, 161–165
curricular outreach for creative technology 

space, 24–26
makerspace, class assignments that use, 94
as patrons of creative technology space, 

11–13
presentation studio and, 93
requests from, 166–167
robotics labs and, 100–101
training on teaching curricular class 

sessions, 164–165
UTC collaboration with, 182

faculty groups, 25–26
Fair Labor Standards Act (FLSA), 138–139
Federal Student Aid website, 37
Federal Work-Study program (FWS), 37, 38, 137
feedback, 120
file management instruction, 164
Film and Media Round Table of the ALA, 188
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fiscal offices, 42
fiscal year budget, 41
flexibility, 60, 83
“float floor,” 63–64
floor plan

audio/video recording space at UTC, 91
for creative technology space, 60–62
example of, 61
power outlets and, 63–64
of the Workshop at VCU Libraries, 67
XR lab floor plan, 97

FLSA (Fair Labor Standards Act), 138–139
flyers, 40
fonts, 52
food/drink, policy on, 125
full-time staff, 138–139
fun, 78, 183
funding

fundraising relationships, 43
models, changing, 41–42
one-off sources of support, 34–37
in one-page vision document, 18
start-up funds, 31–32
sustaining, 32–34

furniture
for audio studio, 89
for classroom space, 78
for creative technology space, 82–85
existing furniture in repurposed space, 69
layout of creative technology space, 61
for makerspace accessibility, 49
as physical space component, 59
requirements for, 85–86
for robotics labs, 101
for service point, 76
for video game lab, 102, 103
for video recording space, 92, 93

future proof, 184

G
general education requirements, 22
gifts, 36
GIS (geographic information systems) labs, 

99–100
Google Calendar, 112, 130
Google Slides, 93
GoPro, 173–174
graduate assistants, 137–138
grants, 32
graphics design stations, 79
green screen

bags for, 110

for motion capture studio, 104
painting walls green, 73
for recording studios, 87
for video recording space, 92

Groth, Jason Evans, 188
guides

for makerspace equipment, 95
for orientations, 159
support materials for accessibility, 51–52
support materials for creative technology 

space, 157–158

H
Hamraie, Aimi, 55
hand tools, 94, 96
hardware

for computer lab, 79–80
creative technology resources, taking stock 

of, 5
for data/data visualization/GIS labs, 100
for robotics labs, 101
support materials for creative technology 

space, 157–158
headphones, 89
headsets, 96, 98
health

makerspace equipment and, 93–94
physical space considerations, 62–63
policy for health/safety, 132–134

health and safety office, 73
Here Comes the Apocalypse challenge (UTC), 151
high-impact practices, 21
hiring

of staff, 140–142
types of staff and, 136–140
See also staffing

hourly/student budget, 37

I
inclusivity

considerations for creative technology 
spaces, 47–51

culture of belonging, 54–55
staff training on, 53–56
support materials for technology space, 

51–52
Universal Design for Learning, 47
See also accessibility

individuals, donations from, 35
information/circulation desk, 150
in-house equipment

data, data visualization, GIS labs, 99–100
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extended reality labs, 96–98
looking at examples of specialized spaces, 

106
makerspace, 93–96
motion capture studio, 103–104
printing lab, 105–106
recording studios, 87–93
robotics lab, 100–101
video game lab, 102–103

innovation, 7, 21
Institute of Museum and Library Services, 32
institutional funding, 32, 33
instruction

co-curricular workshops, 159–161
in creative technology space, 165–167
credit-bearing courses, 165
curricular class sessions, 161–165
instruction influences, 162
instruction philosophy, developing, 155–156
orientations, 158–159
reference support, 156–157
support materials for self-guided learning, 

157–158
surveys of faculty about, 176
video project rubric, 166, 167

instruction influences, 162
instruction philosophy, 155–156
instructional area, 59, 72
integrated library system (ILS), 173–174, 177
interdisciplinarity, 21
interior designers, 71
internal inventory list, 6
internet

data networks, access to, 64
staff training and, 148, 150

interns, 137–138
interview

creative technology reference interview, 
156–157

process for staff, 143–146
inventory list

equipment inventory list, 177–178
for evaluating collection for repairs, 

replacements, weeds, 178
internal/external, 6
of library’s existing creative technology 

resources, 5
potential patrons of creative technology 

space, 9
inventory system, central, 115
IT department

computer refresh cycle and, 39

creative technology resources, taking stock 
of, 4–5

faculty as patrons of creative technology 
space, 12

networking with users/managers of 
existing resources, 14–15

item policy, 114
Ithaka S+R 2024 Instructor Survey, 24

J
job description, 140–142
Johnson, Eric, 56, 191

K
Kafer, Alison, 55
Kantor, Sarah, 161
keyboards, 89
Keyes, Oscar, 56, 191–192
kits

circulation workflow, 115–118
protection of equipment, 109–110

Kroski, Ellyssa, 56

L
laptops, 82
laser cutter, 94, 95
late fines, 126–128
layout

floor plan of the Workshop at VCU Libraries, 
67

of new building for creative technology 
space, 70

of physical space, 60–62
of recording studio, 49

lectern, 93
legal counsel, 131
liaison librarians, 12, 25
librarians

community, finding, 187–189
curricular class sessions, 161–165
hiring, 139–140
organizational structure of center, 136

library
creative technology space as part of, 187
equipment-lending programs of, 107–108
existing creative technology resources, 

assessment of, 3–9
physical space for creative technology 

center, 59–60
policies of, 123–124
reservation system for equipment, 111–112
See also academic libraries
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library professional organizations, 188
library service platform (LSP)

cataloging equipment in, 112–114
checking equipment in/out, 115–116, 118
equipment notes in, 116
listing components of equipment in, 110
reservations feature, 112

light kit, 110
lighting

for motion capture studio, 104
new building for creative technology space, 

71
for physical space, 65–66
for recording studios, 87–88
in sound booths, 90
for video recording space, 92
for video/photography studios, 90–91, 93

living documents, policies as, 134
loan policy, 114, 126–128
local libraries, 7
location code, 114
long game

assessment, 169–176
collection, tending to, 177–180
continuing support, building, 180–184
future proof, 184

lost status, 127
LSP. See library service platform

M
Mac OS, 50
makerspace

accessibility considerations for, 48–49
accessibility resource for, 56
creative technology resources on campus, 

6–8
equipment of, 93–95
examples of items in, 95–96
furniture for, 83
location of new space, 69
new building for, 70
student sense of belonging, 54
UDL in, 47

Makerspaces in Practice: Successful Models for 
Implementation (Kroski), 56

management
of circulating collection, 118
collection repairs, replacement, weeds, 

178–180
inventory for, 177–178
of lab, policies for, 123

managers, 14–15

manuals
staff manual/policies, 146–147
support materials for accessibility, 51–52
support materials for creative technology 

space, 157–158
marketing

budget for, 40
for creative technology space events, 27
as outreach component, 24

marketing department, 5
material type, 114
McCollum, Amanda, 188
media labs

creative technology resources on campus, 
6–8

new building for, 70
UDL in, 47

meetings, staff, 152–153
memory, 82
mentor, 137
Meta Quest, 98
microphone

for audio studio, 89
for video recording space, 92
for video shoots, 91

missing equipment. See broken/missing equipment
mission, 18
MIT Media Lab, 7
mixed reality (MR), 95–98
“mixed-ability” space, 47
motion capture studio, 103–104
movable outlets, 64
multilingual support, 51
music-making, 88–90

N
National Fire Protection Association, 62
National Science Foundation, 32
natural light, 65
new building

drawback of, 74
new space for creative technology center, 

70–72
new space

for creative lab, 60
finding your own way, 73–74
new building, 70–72
obtaining, 68–74
reconfiguring, 69–70
renovating existing space, 72–73
repurposing, 68–69

non-exempt staff, 138–139
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O
Office of Workers’ Compensation Programs, 134
One Button Studio (University of Miami), 50
one-pager, 17–18
one-time funds

donations from businesses, 35
donations from elsewhere within your 

institution, 36
donations from individuals, 35
donations generally, 36
extra funds, 34

ongoing training, 150–153
online form, 171–172
organizational structure, 136
orientations, 26–27, 158–159
outlets

for creative technology space, 63–64
furniture and, 84
in storage units, 81

outreach
for circulating collection, 120
for creative technology space, 23–28
fundraising relationships, 43

P
part-time employees

hiring, 138
interview process, 144–145

passwords, 147
Pathfinder, UTC, 158
pathways, 48
patrons

access policy for creative technology space, 
125

circulation workflow and, 115–118
code of conduct and, 124–125
computers policy, 129–130
creative technology reference interview, 

156–157
damaged/worn equipment and, 172
faculty, 11–13
health/safety of, 62–63
loan policy for equipment, 126–128
new equipment selection by, 120
orientations to creative technology space, 

158–159
potential patrons of creative technology 

space, 9–15
reservation system for equipment, 111–112
right to deny service policy, 128–129
service point for creative technology space, 

75–76

soft-skills sessions for staff, 152
staff, relationship to, 153–154
staff as, 13–14
staff training and, 148
students, 9–11
support materials for, 157–158
surveys of, 175, 176
terms/conditions, signing, 132
users/managers of existing resources, 14–15
of VCU Libraries’ The Workshop, 11
See also students

PC, 50
peer institutions, 22–23
peer review, 176
Pelican case, 109–110
people with disabilities

accessibility, guiding principles for 
evaluating, 48

accessibility, importance of, 55–56
accessibility of creative technology space 

for, 45–47
culture of belonging, 54–55
makerspace accessibility, 48–49
recording studio accessibility, 49–50
software/screen accessibility, 50–51
staff training on accessibility, 53

photography
co-curricular workshops, 160
high-quality files for photos, 52
types of equipment loan, 77

photography studio
color of, 66
components of, 90–91, 92
lighting for, 65–66
presentation space, 91, 93

physical accessibility
considerations for creative technology 

spaces, 47–51
creative technology space design for, 46–47

physical requirements, in job description, 142
physical space

acoustics, 64–65
color of, 66
components of, 59
data, 64
health and safety of patrons, 62–63
layout, 60–62
light, 65–66
new space, obtaining, 68–74
power, 63–64
temperature of, 66–67

podcasts, 88–90
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policies
access, 125
code of conduct, 124–125
computers, 129–130
copyright, 130–132
establishing protocols, 123–124
health/safety, 132–134
as living documents, 134
loans, 126–128
for managing lab, 123
reservation systems, 130
right to deny service, 128–129
staff manual/policies, 146–147
terms/conditions, 132

position, in job description, 140–142
poster stands, 85
power, 63–64, 84
PowerPoint, 93
practical test, 146
presentation software, 93
presentation topics, 144
printed guides, 157–158, 159
printers

for printing lab, 105
public printers, 85

printing, 34. See also 3D printer
printing lab, 105–106
privacy, 125
proactive approach, 25
project summary, 18
public computers, 4–5
Public Library Association, 188
purpose, 18

Q
questions

about allies, 183
about creative technology resources on 

campus, 8
for faculty about creative technology space, 

12–13
for identification of student needs, 10
for interview of job candidate, 143–144
reference interactions, online form for, 

171–172
on successes/challenges of creative 

technology space, 180–181

R
RAM, 82
Raspberry Pi, 100, 102
reactive approach, 25

reconfigurations, 69–70
recording studio

accessibility considerations for, 49–50
acoustics of, 64–65
audio studio, 88–90
code of conduct on privacy, 125
“DIY Your Own Recording Space” workshop, 

161
overview of, 87–88
video/photography studios, 90–93

recruiting, 21
reference interview

creative technology reference interview, 
156–157

form for keeping track of, 171–172
reference support, 156–157
relationships

allies, revisiting/growing, 182–184
with fiscal/development offices, 42
fundraising relationships, 43
with health and safety office, 63, 73
with student groups, 54

renovation, 72–73
repairs

of equipment, 172, 178
repair budget, 38
weeding of equipment and, 179–180

replacement, equipment, 178
replacement fees, 126–127
repurposed spaces

for audiovisual studio, 88
for creative technology center, 68–69

research, 188
reservation system

borrowing equipment, circulation process 
for, 115–116

for circulating collection equipment, 111–112
policy for, 130, 132
in staff manual, 147

retention, 21
returning equipment, 116–118
right to deny service, 128–129
robotics lab, 100–101
Rodriguez, Vanessa, 192
rubrics

for creative projects, 164
video project rubric, 166, 167

S
safety

health/safety policies, 132–134
makerspace equipment and, 93–94, 95
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physical space considerations, 62–63
protection of equipment, 109–110

safety office, 62–63, 63
scholarship, 188
school, 6–8
screen-reader compatibility, 50
screens, 50–51
security

lockable storage, 81
Wi-Fi network security, 64

serger, 94, 95
service model/philosophy, 18
service point, 59, 75–76
setup processes, 49
sewing machine

in circulating collection, 108
for makerspace, 94, 95

Sheaffer, Kelsey, 192
signage

for computers policy, 129
for copyright policy, 131
digital signage, 85
for makerspace accessibility, 49
marketing budget for, 40
for service point, 76

skeptics, 28
skills, 148, 150
soft-skills sessions, 152, 153
software

accessibility considerations for, 50–51
for audio studio, 89
for computer lab, 79–80
in computers policy, 129
for data/data visualization/GIS labs, 99
for equipment reservation system, 112
on public computers, 4–5
refresh cycles, 38–39
software/screen accessibility, 50–51
support materials for creative technology 

space, 157–158
for video recording space, 92, 93
for video/photography studios, 91

sound
acoustics of physical space, 64–65
location of new space and, 69
renovation of existing space, 73

sound booths, 90
soundproofing

of audio studio, 89, 90
new building, 71
of recording studio, 88
renovation of existing space, 73

for video recording space, 92
space

for extended reality lab, 97
leaving room for fun, 78
space footprint/resources, 18
usage, assessment of, 170–171

speakers, 89
special institutional funding, 32
special opportunities, 40
spreadsheet, 112–114
Springshare LibAnswers platform, 157
Springshare LibCal, 112
Springshare LSP’s “Spaces” module, 130
stackable chairs, 84
staff

advice for creative technology space,  
106

co-curricular workshops, 159–161
in computer lab, 79
creative technology reference interview, 

156–157
credit-bearing courses and, 165
equipment selection advice from, 109
health/safety policies and, 133–134
layout of staff offices/desk areas, 62
orientations to creative technology space, 

158–159
as patrons of creative technology space, 

13–14
policies, understanding of, 134
in printing lab, 105
recording studio help from, 88
reference interactions, keeping track of, 

171–172
in robotics labs, 100
service point for creative technology space, 

75–76
stuff vs., 43
surveys about instruction, 176
training, 148–153
training for accessibility, 53–56
in video game lab, 102
in XR lab, 98

staff areas
for creative technology space, 81–82
overview of, 81–82

staff budget, 37–38
staff logs, 157
staff manual/policies, 146–147
staff offices

as physical space component, 59
as service point, 76
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staffing
hiring staff, 140–142
importance of, 153–154
interview process, 143–146
introduction to, 135
organizational structure, 136
staff manual/policies, 146–147
training staff, 148–153
types of staff, 136–140

start-up funds, 31–32
statistics

for building support, 180
on circulation transactions, 173–174
for creative technology space assessment, 

169–170
on space use, 170–171

Steam, 98
stools, 84
storage

for creative technology space, 80–81
layout of creative technology space, 61–62
for makerspace accessibility, 49
new building for creative technology space, 

72
as physical space component, 59
in staff areas, 82

stories, 22–23
strategic plan, 21
student clubs, 27
student governments, 10
student groups, 53–54
student orientation, 26–27
student workers

hiring, 136–137
interview process, 144–145
organizational structure of center, 136
skills developed by, 184
staff budget, 37–38
staff manual/policies for, 147
staff training, 148, 150
staff training on accessibility, 53–56

students
advocacy for creative technology space, 

21, 22
campus culture, creative technology space’s 

impact on, 181
curricular class sessions, 161–165
curricular outreach for creative technology 

space, 24–26
enthusiasts, curious users, skeptics, 28
exhibitions in creative technology space, 26
folder of student projects, 183–184
instruction philosophy for, 155–156

loans policy for equipment, 126–128
as patrons of creative technology space, 9–11
UTC collaboration, 182
See also patrons

The Studio at UTC Library
floor plan of, 61
reuse of equipment at, 118
statistics of, 170

studio director, 136
studio manager, 136
stuff, staff vs., 43
subscription, 39
support

continuing support, building, 180–184
creative technology reference interview, 

156–157
support materials

for accessibility, 51–52
for self-guided learning, 157–158

surveys
of faculty, 176
of patrons of creative technology space, 

174, 176
of students, 10

swag, 40

T
tables

for creative technology space, 83
existing furniture in repurposed space, 69
layout of creative technology space, 61
for makerspace accessibility, 49

taking stock
creative technology resources, assessment 

of existing, 3–9
key points in advocating for services, 15
potential patrons of creative technology 

resources, 9–15
teaching. See instruction
teaching space, 78–79
technology

assessment of creative technology 
resources, 3–9

budget cycle, 33
petting zoo, 26
See also creative technology resources; 

equipment
teleprompter, 92, 93
telescope, 11, 108
temperature

of creative technology space, 66–67
new building for creative technology space, 71
of physical space, 66–67
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Tenure-Track Faculty Librarian, 141
terms/conditions, policy for, 132
test, practical, 146
text, 52
textiles equipment, 95
Thompson, Emily, 192
3D model, 103, 104
3D printer

assessment of creative technology 
resources, 5

basic models for ease of use, 95
charging for 3D filament, 33
charging for printing, 34, 41
consumables budget for, 38
expanding/complementing existing 

resources, 14
health/safety challenges of, 62
for makerspace, 93, 94
right to deny service policy and, 128
for robotics labs, 100, 101

three-point lighting, 90
time limit, 129–130
timeline, 18
tours, 42
tracking

of circulation transactions, 173–174
of expensive equipment, 115

training
example of training exercise, 149
of faculty on teaching curricular class 

sessions, 164–165
for makerspace equipment, 95
ongoing, 150–153
of patron borrowing equipment, 115–116
of patrons on advanced equipment, 125
ramping up skills, 148, 150
of staff, 135, 148–153
staff manual/policies for, 146
staff training on accessibility, 53–56

tripods
bags for, 110
in circulating collection, 109
damaged/worn, assessment of, 172

tripping hazards, 48, 50

U
universal design, 46
Universal Design for Learning (UDL), 47
university

advocacy for creative technology space, 
20–23

campus culture, creative technology space’s 
impact on, 181

elevator pitches of, 19–20
outreach for creative technology space, 

23–28
University of Miami

accessibility at, 50
charging for printing at, 34
check-out form, 119
elevator pitch of, 19
equipment loan statistics at, 174, 175
floor plan of XR lab at, 97
One Button Studio, accessibility at, 50

University of Tennessee at Chattanooga (UTC) 
Library

audio/video recording space at, 91
barcode loopholes, 128
bequest to, 35
collaboration of, 182
damaged equipment, assessment of, 172
“DIY Your Own Recording Space” workshop, 

161
elevator pitch of, 20
file management instruction at, 164
floor plan of the Studio at, 61
Here Comes the Apocalypse challenge, 151
Pathfinder, 158
reuse of equipment at, 118
soft-skills training at, 153
statistics of UTC Library Studio, 170
tracking of expensive equipment, 115
UTC Survivor, 27
VR space, trouble with, 133

University of Washington, 46
upgrade, equipment, 179
usable design, 46
usage data

for building support, 180
for library/campus technology resources, 

8–9
on space use, 170–171

user names, 147
users. See patrons; students
UTC Survivor, 27

V
vacuformer, 95
video cameras

in circulating collection, 107–108
for motion capture studio, 103, 104
types of equipment loan, 77

video game lab, 102–103
video guides, 158
video studio

color of, 66
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video studio (continued)
components of, 90–91, 92
lighting for, 65–66
presentation space, 91, 93
recording studio considerations, 87–88

video-editing stations, 80
videos

curricular class sessions, 163
video project rubric, 166, 167

vinyl cutter, 93, 94, 95
Virginia Commonwealth University (VCU) 

Libraries
accessibility of The Workshop, 48
circulation numbers of The Workshop, 174, 

175
elevator pitch of, 19–20
empathy story, 54
floor plan of The Workshop, 67
makerspace open forum at, 11

virtual reality (VR)
extended reality labs, 95–98
VR space at UTC, 133

vision
elevator pitch, 18–20
one-pager, 17–18

volumetric capture, 103–104

W
wages

of full-time staff, 138–139
hourly wage for student workers, 37–38
pay for new position, 142

warranty, 172
website

of aspirational peers, 22–23

computer policy on, 129
equipment guides on, 95
institutional priorities of university,  

20–21
policies posted on, 146
posting creative technology space policies 

on, 124
school website for identifying technology 

resources, 7
weeding

circulation statistics for, 173
of equipment, 179–180

“Weekly Challenge,” 150, 151
WhisperRoom, 90
whiteboards, rolling, 85
Wi-Fi, 64
windows, 65, 71
Workers’ Compensation, 133–134
workrooms, 82
The Workshop (VCU Libraries)

accessibility of, 48
circulation numbers of, 174, 175
floor plan of, 67
makerspace open forum, 11

workshops, 26–27, 159–161

X
XR (extended reality) labs, 96–98

Y
YouTube, 131

Z
Zoom H6 and Audition training exercise,  

149
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