
MAKING + LIBRARIES

MAKERS IN 
COMMUNITY 

ORGANIZATIONS
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Presentation Notes
Good morning!
I am so excited to be here to talk with you about making, design thinking, and how you can use it with your clientele!
I am from the library.  Thanks for taking time to learn how to include making in your programming.




Session Objectives
1. To inform participants about the importance 

of making for children of all ages.

2. To introduce participants to a variety of 
activities which foster critical thinking and 
creativity and to present new tools, 
technologies, and materials that can be used in 
community organization settings.

3. To share information and resources on how to 
get started with making.



W
H
Y...
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So you might ask? Why Making? 

What are the real benefits of a maker-centered approach to learning? It’s often described as a way to incubate STEM skills or drive technical innovation — and it is probably both of these. But as a new report from Harvard’s  Project Zero’s Agency by Design concludes, the real value of maker education has as much to do with building character as it does with building skills for the next industrial revolution. 



LEARNING THROUGH DOING

PEER-LED & SHARED LEARNING

NOVEL APPLICATIONS OF TECHNOLOGIES

CONSUMER           PRODUCER

OPEN SOURCE & 
FREELY SHARED
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Making is not new – in some ways it is a re-envisioning or expansion of the DIY movement. The DIY Movement on steroids – or technology!
But these are key!
Learning through Doing!
Focus on production and not consumption
Mentoring and shared learning is important.
Taking old or known technologies and applying them in new ways or for new purposes.
Recycling, reusing, upcycling, are all important aspects of the maker movement and making.



WHAT IS 
MAKING?
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Here is one way that making has been described.  Notice the differences between making, DIY and Crafting.



W
H
Y...
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So you might ask? 
What part do you have to play in the drive to get our youth more prepared and engaged in the areas of Science Technology Engineering, Arts and Math?  Kids spend almost 70% of the their waking hours out-of-school. That is a lot of time available to supplement their formal learning and provide fund and engaging activities!



Design Thinking is 
integral to making
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Design thinking and the design process is integral to making mindset.  Check out the Stanford’s dSchool for more on this.
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Here’s another diagram about the design process.  Note how the steps are interconnected and circular at the same time.
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A third way of envisioning the design process.  No matter how it is outlined, the important thing to remember is the process is ongoing and encourages participants to keep thinking-not just take the first answer.



MAKESHOP 
Learning Practice

Practice Description

Inquire Learners’ openness and curious approach to the possibilities of the 
context through exploration and questioning of its material properties.

Tinker Learners’ purposeful play, testing, risk taking, and evaluation of the 
properties of materials, tools and processes.

Seek & Share 
Resources

Learners’ identification, pursuit/recruitment and sharing of expertise with 
others; includes collaboration and recognition of one’s own not-knowing 
and desire to learn.

Hack & Repurpose Learners harnessing and salvaging of materials, tools and processes to 
modify, enhance, or create a new product or process; includes 
disassociating object property from familiar use.

Express Intention Learners’ discovery, evolution and refinement of personal identity and 
interest areas through determination of short and long term goals; 
includes learners’ responsive choice, negotiation, and pursuit of goals 
alone and with others. 

Develop Fluency Learners’ development of comfort and competence with diverse tools, 
materials, and processes; developing craft.

Simplify to Complexify Learners’ demonstration of understanding of materials and processes by 
connecting and combining component elements to make new meaning.

Presenter
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The following slides are from the Pittsburgh Children’s Museum’s project on evaluating making in their MAKESHOP. These slides may be helpful in looking at the learning in different ways. You can choose to use these or delete them if you think they will not be useful with your particular community organizations.

These are the learning practices of making that we collectively in the MAKESHOP have developed. We will give examples of these to better communicate what these are. As you engage in the activities today and reflect on instances of engagement, hopefully you will have a better understanding of these.

It is definitely worth mentioning that this is a perspective on learning that we have developed with the MAKESHOP staff to identify and track learning in our makerspace. However, there are other perspectives that one might take such as the tinkering studio’s dimensions of learning, the activation lab that has researchers from the Lawrence Hall of Science and the University of Pittsburgh 



INQUIRE
Learners’ openness and curious approach to the 
possibilities of the context through exploration and 
questioning of its material properties. 
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Inquire is when a learner approaches the circuit blocks, stacks the circuit blocks, spins the fan of the circuit blocks.



TINKER
Learners’ purposeful play, testing, risk 
taking, and evaluation of the properties of 
materials, tools and processes.
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Tinkering is turning the switch on and off. Tinker is banging a tube on a chair in the design challenge to see if it is tough enough to carry out your intended task. 




SEEK & SHARE RESOURCES 
Learners’ identification, pursuit, recruitment and sharing of 
expertise with others; includes collaboration and 
recognition of one’s own not-knowing and desire to learn.
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Seeking and sharing resources is asking for help or showing someone how to move a figure around in tinkercad. It’s important to note that this is not always a person to person activity and can include books, the internet, etc.




HACK & REPURPOSE
Learners harnessing and salvaging of materials, tools and 
processes to modify, enhance, or create a new product or 
process; includes disassociating object property from 
familiar use.
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Hack and repurpose is using a paperclip as a switch. The soda bottle as an oxygen tank example. 




EXPRESS INTENTION
Learners’ discovery, 
evolution and 
refinement of personal 
identity and interest 
areas through 
determination of short 
and long term goals; 
includes learners’ 
responsive choice, 
negotiation, and pursuit 
of goals alone and with 
others. 



DEVELOP FLUENCY 
Learners’ development of comfort and 
competence with diverse tools, materials, and 
processes; developing craft.
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Developing a craft




SIMPLIFY TO COMPLEXIFY
Learners’ demonstration of understanding 
of materials and processes by connecting 
and combining component elements to 
make new meaning.
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Connecting component parts so they have meaning, building what you already have to create more complex designs. 




SQUISHY 
CIRCUITS

FUN
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Here are some of the materials that we will be using today!

Squishy Circuits – where you will learn how to conduct electricity through playdoh. As you can see you can use this with even the youngest maker!




MAKEY MAKEY MAYHEM
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Makey Makey is an amazing tool that allows you to easily create an interface to the computer
We have some fruit here so you can play the piano in a whole new way! 



CIRCUIT BLOCK 
COLLABORATION
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Circuit Blocks can be used to introduce and explore electricity and circuits with all ages. Designed originally by staff at the Pittsburgh Children’s Museum, a small non-profit called the Children’s Innovation Project has been created where they make and sell the kits. They also have created excellent free, online “Learning Explorations” to guide the learning.
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What questions do you have so far?
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Time, Money, Space
These are sometimes brought up as barriers to implementing making. But it is important to realize that making can happen anywhere. You do not need a lot of space. You can have a pop-up makerspace. Make outdoors, create mobile making and more. 
You can address time constraints through designing short, fun activities that can be successful with limited staff time. You can design STEALTH activities which are challenges set out for kids to interact with or tackle on their own time for any length of time.
Making doesn’t take a lot of fancy and expensive materials. The ones we are using today are relatively inexpensive. Take apart activities where you tear into broken electronic components is a favorite activity for kids and is virtually free to implement.



WHAT HAVE WE LEARNED?

Making activities engage all ages

It is easier than many staff thought!

Fosters collaboration among patrons

Helps build new partnerships

Making can happen ANYWHERE!

Can be VERY cost effective!

IT’S FUN!
…(And when 

kids are having 
fun, they are 
most open to 

learning!)
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The Make It at the Library project is in year three and we have learned a lot from all of the libraries participating in the project. Here are just a few.
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We hope you have fun today and that you are inspired to get out there and MAKE!
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