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Abstract

A digital media lab is a gathering of equipment with which people create digital content or convert content that is in analog formats. In this report Amanda L. Goodman profiles digital media libraries selected according to the following criteria: they provide equipment to the community for the creation of video, audio, or other digital content; they offer resources to transform analog media (e.g., cassette tapes, records, etc.) to digital formats; and they offer digital literacy programs to help people learn how to create digital content. People are creating content, not just consuming it. From the perspective of library spaces, Goodman advises on equipment, software, training, and policies. She also profiles digital media lab projects in five libraries.
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Chapter 1

The Library Context for Digital Media Labs


Abstract

Chapter 1 of Library Technology Reports (vol. 50, no. 6) “Digital Media Labs in Libraries” makes the case that digital media labs fit squarely into the library’s role in education and in providing public spaces. The chapter lists funding sources and defines scope by describing the setup in libraries of various sizes and resource levels.



The Great Recession of the 2000s was hard. Each week across the United States, the news was full of stories of library funding being cut and libraries shutting down. Yet it was during this onset of bad news that a revolution was called for within libraries. This movement would change library patrons from consumers of information to creators. Phil Shapiro of PC World wrote in 2010, “You start using the library space as a collaborative space to make things: books, music CDs, instructional videotapes, screencasts, art, inventions, software, and so on.”1 Some libraries were ahead of the curve and had added creation spaces many years prior to the Great Recession. One version of this drive for content-creation space in a library is called a digital media lab (DML). This report explores what goes into building a digital creation center.

What Is a Digital Media Lab?

A DML is a gathering of equipment that allows original digital content to be created or analog content to be converted to digital formats. Sometimes a DML is a separate room in a library; other times it’s a cart bearing the equipment. Oftentimes, there is a staff and time investment in teaching patrons how to use the equipment. A DML is found not only in libraries, but also in museums and in academic departments for new media students and future journalists.2

Criteria of a DML

In this report, the DMLs selected may not all be considered DMLs by the libraries that house them, but each was chosen by the author because it fits several of the following criteria:


• It provides equipment to the community for the creation of video, audio, or other digital content.

• It offers members of the community the ability to transform analog media (e.g., cassette tapes, records, etc.) to digital formats.

• It offers digital literacy programs on how to create digital content.

• Content is being created in some form rather than just consumed.



A library that offers only a scanner would not be considered as having a DML, but a library that provides audiovisual equipment and a space to use that equipment would be.

Not every DML in this report may be part of a library, but it may provide you with ideas about where to look for funding or how much a DML may cost or other creative ideas to borrow.

A Rose by Any Other Name

DMLs go by many names. Tracking down a wide variety of labs for this report was hindered somewhat because so many name variations exist. The most common terms include creative, creation, and digital. All libraries mentioned in this report are in the United States but this does not mean that other countries lack outstanding examples of DMLs.

What Is a Makerspace?

A makerspace can include elements of a DML. However, makerspaces focus on the production of physical objects. Makerspaces had their origins in the hackerspace movements, but for libraries, the term makerspace tends to be more patron-friendly because it does not have the negative connotations of the word hacker. Makerspaces may also involve health hazards, such as the use of power tools, while it is unlikely that someone would get hurt taking photos or digitizing audio.

Hybrid DMLs

Not all content created in a DML is necessarily digital. Sometimes digital creations are printed out either as 2-D objects such as photos or as 3-D prints. The inclusion of 3-D printers, which create physical objects, causes some overlap between a DML and a makerspace. However, because such 3-D objects start out as digital files, I am including in this report DMLs that offer 3-D printers. These DMLs may be considered hybrids because they straddle the line between digital and physical creation. One example of this type of creative space is Chattanooga Public Library’s 4th Floor.3 While the library does not call the 4th Floor a makerspace or DML, it has elements of both—as well as its own flavor because the space is open and constantly changing.

Not Included: Community Media Labs

One type of service similar to a DML allows members of the community to come together to report on local happenings. These spots, frequently run by journalists and sponsored by the media, are often called community media labs, but they are not included in this report. Such labs appear across the county from Connecticut to Southeast Michigan.4 Other local news outlets may provide just a space for bloggers to report on their communities, such as the Santa Cruz Sentinel’s Community Media Lab.5 While these locations provide a place to create digital content for the community, they do not meet the DML criteria for this report as they are not sponsored in some way by a library. However, a library with a DML may consider also hosting a community media lab, which would rock!

Why Communities Need DMLs

Oftentimes people ask why a library needs a DML. Librarians can point to the Edge Initiative, a national coalition of leading library and local government organizations that provides benchmarks to help libraries manage their technology growth.6 While Benchmarks 1 through 3 deal with libraries providing community value through access to technology, it is Benchmark 2 that is most relevant to DMLs. This benchmark states, “Libraries provide access to relevant digital content and enable community members to create their own digital content.”7 A DML neatly fits those requirements.

While any community center may provide equipment, a library can add value by providing knowledge and expertise in using the software. Therefore, the library is providing opportunities for the community to learn digital literacy—a skill all will need as digital technology becomes more pervasive. The library’s role in education and providing a public space is an important reason why a DML should be located at the library.

However, some DMLs in this report go beyond the library’s walls and out into the community—on carts or by means of pop-up workshops in various locations. Laura Damon-Moore of the Library as Incubator Project keeps track of these creative ventures.8 In an interview, she said, “There is also a greater sense that a library is a place where you take part in a hands-on activity and come away having developed a new skill.”9 DMLs (and makerspaces) can accommodate the new expectations of our communities. Wherever a library sets up a creation station, the community will find it and move from consumers to creators.

DMLs as Whole-Library Efforts

I was in charge of planning, purchasing, implementing, training, and managing Darien Library’s DML in 2011. I contacted many other libraries to learn firsthand about their experiences in setting up a DML. A variety of outside experts gave advice on lighting, soundproofing, and audio equipment. However, the creation of the DML affected all staff in the library. Each department contributed in some way:


• User Experience: performing research, technical expertise, ordering, setup, creation of policies, publicity, and big picture planning

• Building Maintenance: providing advice on furniture, performing installation, and painting the room

• Circulation and Technical Services: receiving and cataloging items

• Computer Lab, workers: providing feedback, dealing with patrons, helping with setup, and providing the first line of instructors

• Computer Lab, supervisor: managing the new workflow

• Reference: helping to define metadata for internal projects

• Adult Programming: helping with publicity and scheduling technology classes

• Fundraising: holding a reverse auction to raise money to fund the DML10



I provide more information about Darien’s single-user DML later in this chapter.

Funding

Before you begin dreaming of building a DML, you will need some ideas about how to fund it. You will need not only to purchase items at the beginning of the project but also to pay for the ongoing maintenance. In addition, consider staffing models and how employees or teachers will be paid. While this report focuses on Library Services and Technology Act (LSTA) and community or corporate grants, there are many other ways to raise money for a DML.

LSTA Grants

The LSTA Grants to States program provides federal funding to states to fund library projects and ongoing needs. How much money a state is given is based upon the population.11 Each state library administrative agency (SLAA) chooses how to spend the money it is allotted among all types of libraries within its state. The purpose and priorities of the LSTA grants can be found online, but in summary, it is to promote lifelong learning, expand the reach of library services to diverse groups, and preserve access to library resources. The LSTA grants are not only for states but also for other territories of the United States.12 Each state or territory writes a five-year plan, which it submits to the Institute of Museum and Library Services (IMLS) to ask for LSTA funding.

The LSTA grants chart (table 1.1) includes information about twelve libraries that received federal funding from their local SLAA.

Successful Sample Applications

Thanks to the transparency policies of several libraries, you can read some successful LSTA grant applications online. See the following URLs.


Successful LSTA Grant Applications

Prescott Valley Public Library

http://pvaz.granicus.com/MetaViewer.php?view_id=5&clip_id=1052&meta_id=48211

Urbandale Public Library

www.statelibraryofiowa.org/ld/f-h/funding-info/lib-tech-grant/ltg-application%20files/2014-ltg-80.pdf

Worcester Public Library

http://lgdata.s3-website-us-east-1.amazonaws.com/​docs/​3847/​949053/​Worcester_Tweens_and_Teens.pdf



Corporate and Community Grants

The corporate and community grants listed in table 1.2 were awarded by organizations that support digital literacy, education, and technology efforts in local communities. The suggestions in the gray box of where to apply for grants are based upon the sources of non-LSTA grants that were awarded to various libraries and educational institutions for DMLs.

Creative Sources of Fundraising

Aside from traditional fundraising attempts through grants or local bonds, libraries and other educational institutions can pursue more innovative sources.

Ask a Celebrity

The Adams Memorial Library in Rhode Island received some star power from Alec Baldwin when he showed up at a fundraiser to fund their DML. Baldwin has been a supporter of the library for several years. The purpose of the DML is “to enhance digital and media literacy for students of Central Falls and neighboring communities.”13

Crowdfunding

Sometimes in order to raise funding for a project, you can turn to the denizens of the Internet. What you do is pick a crowdfunding site, such as Kickstarter, and post your project on the site along with how much money you want to raise. Individuals then donate money toward your project. On Kickstarter, donors pay only if the project is fully funded.14 Other sites act like a donation box.

The Northlake Library attempted to “get a 9 foot tall Hulk statue, digital media creation station and many more graphic novels.” It used the crowdfunding website Indiegogo.15 While it fell short of its $30,000 goal, it was able to buy the Hulk statue and new equipment for its DML.16



	
Library


	
State


	
Amount


	
Year


	
Purpose





	
Frankfort Community Public Librarya


	
IN


	
N/A


	
2009


	
Digi-Dock, a portable DML, for fostering creativity in the community.





	
Urbandale Public Libraryb


	
IA


	
$1,500


	
2014


	
currently applying—see application (URL provided under Successful Sample Applications in this chapter) for more info





	
Logan Library’s Digital Media Labc


	
UT


	
$4,951


	
2013


	
“to purchase a digital scanner, a desktop personal computer, an iMac, VHS-to-DVD adapter, cassette-to-CD adapter and video software”





	
Escondido Public Library’s LibraryYOUd


	
CA


	
$5,000


	
2012


	
“a project . . . to collect and share local knowledge through videos and podcasts”





	
Fulton County Public Library’s Mobile Digital Media Labe


	
IN


	
$9,993


	
2012


	
laptops, video and audio recording equipment





	
Plano Public Library System’s Digital Media Labf


	
TX


	
$12,843


	
2014


	
“to serve as an interactive digital learning center to promote transliteracy for those 13 years and older”





	
Worcester Public Libraryg


	
MA


	
$15,000


	
2013


	
for tweens and teens between ages 11 and 17





	
Park City Library’s YouCreate Labh


	
UT


	
$15,942


	
2012


	
“This new space encourages the development of 21st Century Skills, such as information, media, communications, and technology literacies, which are essential for today’s global economy.”





	
Appleton Public Library’s Digital Creation Labi


	
WI


	
$16,104


	
2013


	
more for students than the general public





	
Middletown Free Library’s CreateSpace@MFLj


	
PA


	
$29,964


	
2013


	
see the section Portable: CreateSpace@MFL later in this chapter.





	
Prescott Valley Public Library’s Digital Media Labk


	
AZ


	
$30,000


	
2013


	
to enable patrons access to tools for 21st century learning and literacy.





	
Carson City Library’s @Two Digital Learning Centerl


	
NV


	
N/A


	
2013


	







a. “Show Your Creativity with Digi-Dock™!!,” fcpltech’s blog, May 18, 2010, http://fcpltech.wordpress.com/2010/05/18/show-your-creativity-with-digi-docktm/.

b. Urbandale Public Library. Iowa Library Technology Grant Application, Urbandale Public Library Digital Media Lab. http://www.statelibraryofiowa.org/ld/f-h/funding-info/lib-tech-grant/ltg-application%20files/2014-ltg-80.pdf.

c. “Logan Library Gets Grant for Digital Media Lab,” Herald Journal (Logan, UT), Oct. 12, 2013, http://news.hjnews.com/news/article_ab529646-32d6-11e3-9c9d-001a4bcf887a.html.

d. “2012/13 LSTA—Grants: By Grantee,” California State Library, July 15, 2013, www.library.ca.gov/grants/lsta/docs/1213AwardsByGrantee.pdf.

e. “2012 LSTA Sub-Grants: Awards Summary,” Indiana State Library, April 13, 2012, www.in.gov/library/files/2012_LSTA_Grants_Summary.pdf.

f. “Grant Recipients for Fiscal Year 2014,” Texas State Library and Archives Commission, last modified Aug. 16, 2013, https://www.tsl.texas.gov/ld/funding/lsta/recipients14.html.

g. “MBLC Awards LSTA Grants,” Massachusetts Board of Library Commissioners, last updated Nov. 26, 2013, https://mblc.state.ma.us/newsroom/content/articles/76/mblc-awards-lsta-grants.

h. “Library Board Minutes,” Park City Library, Oct. 10, 2012, http://parkcitylibrary.org/wp-content/uploads/2011/12/Library-Board-Minutes-for-October-10-2-lt.pdf.

i. “Library Services and Technology Act (LSTA) Grant Awards 2013,” Wisconsin Division for Libraries and Technology, Dec. 4, 2013, http://pld.dpi.wi.gov/files/pld/pdf/13grants.pdf.

j. PR Newswire Association, “Pennsylvania Governor Corbett Announces $345,000 in Grants to 34 Libraries to Enhance Services and Improve Access for Local Communities,” Free Library website, June 5, 2013, www.thefreelibrary.com/Pennsylvania+Governor+Corbett+Announces+$345,000+in+Grants+to+34...-a0332673229.

k. “2013 LSTA Snapshot,” Arizona State Library, Archives and Public Records, June 13, 2013, www.azlibrary.gov/sites/azlibrary.gov/files/libdev-2013_lsta_grant_award_recipients.pdf.

l. “Job Bulletin, Technology Trainer—Library,” Consolidated Municipality of Carson City, Nov. 4, 2013, http://agency.governmentjobs.com/carsoncity/job_bulletin.cfm?jobID=756577&sharedWindow=0 and “Technology Trainer Named,” During the Interim (Carson City Library), no. 17, Jan./Feb. 2014, www.carsoncitylibrary.org/docs/newsletter%20201402.pdf.

Table 1.1 Some LSTA grants supporting digital media labs

Mini-Golf Fundraiser

The New Lenox Public Library held its First Annual Library Mini-Golf Fundraiser to help fund the building of a DML. The library raised over $4,200.17 Local groups also helped to support the event, with Eagle, Birdie, and Par Sponsors. In the near future, the DML will open and include a green screen, analog-to-digital convertors, and a Mac Pro.18

Social Media Company

Funding may also come from unexpected places, such as Facebook. The social media behemoth donated $96,000 to Menlo-Atherton High School in California.19 Facebook’s funding helped build The Digital Media Arts Center, which includes two DMLs along with various other content-creation spaces.

DMLs of Different Sizes

Not all DMLs support the same kinds of activities or number of patrons. For the purposes of this report, here’s a breakdown of how DML sizes are categorized:


• Portable. Portable DMLs often consist of a cart or a carrying case that holds the equipment. The basic tools are laptops, mics, and headphones. Since these DMLs are mobile, they do not take up space when they are not in use and can therefore pop up anywhere in the library or in the community.

• Small—1 person. A small DML usually comes from converting a preexisting room in the building. At Darien Library, the one-branch public library in Connecticut where I work, a study room was converted. Since these rooms are set up in pre-existing locations, the environment may not be ideal for sensitive audio work since the room is probably not soundproofed.

• Medium—2 to 4 people. While a medium-sized or larger DML may be set up in a preexisting space, it can also be in an addition built onto the library. A medium-sized DML in one room is perfect for group work. It is also appropriate for several patrons working individually on separate computers (as long as they use headphones).

• Large—4 or more people. A large DML usually consists of multiple rooms or studio spaces. The rooms may not all be identical; the DML may offer specific locations for audio, visual, and other creative pursuits. The Digital Media Commons at the University of Michigan offers three studios: Digital Media Tools Lab, UM3D Lab (for 3-D printing), and USE Lab (teaching with technology).20 The University of Virginia Library offers eleven workstations and one audio booth.21



The following are quick looks at what can be accomplished with DMLs of different sizes. Statements were taken from e-mail exchanges with staff who knew they would be quoted in print.


Where to Apply for Corporate and Community Grants

AT&T

http://about.att.com/content/csr/home/people/aspire.html

Battelle Memorial Institute

www.battelle.org

Best Buy Community Grants

https://www.bby.com/community-grants

Comcast Foundation

http://corporate.comcast.com/our-values/community-investment/philanthropy-partnerships

Knight Foundation

www.knightfoundation.org/apply

MEDB Ke Alahele Education Fund (Hawaii)

http://medb.org/KeAlahele/overview.cfm

Otto Bremer Foundation

www.ottobremer.org/grantmaking/how-apply

Paul G. Allen Family Foundation (Pacific Northwest only)

www.pgafamilyfoundation.org/Foundation-Contact-Form

Procter and Gamble

www.pg.com/en_US/​sustainability/​social_responsibility/​grant_application.shtml



Portable: CreateSpace@MFL

The CreateSpace@MFL is located at the Middletown Free Library in Lima, Pennsylvania. It is a portable DML situated on wheeled desks, which allows space to be freed up as needed. The DML is situated in a large creative area that also houses a makerspace. The DML was funded by an LSTA grant of nearly $30,000 in 2013.

A partial list of hardware:


• 2 Mac Minis

• 1 Windows workstation

• 4 iPads

• 1 Surface Pro tablet

• 2 Wacom graphics tablets

• 1 green screen

• 1 lighting kit



One of the Mac Minis is reserved for audio production while the other is for image creation and editing. Each computer is configured for a range of uses.

The library uses the DML for a variety of workshops. These programs, both for training staff and for educating patrons, are one important use of the DML. Mary Glendening, the library’s director, writes, “We are currently running a series of workshops on digital drawing for creating animation and comics. We have nine teens in the class so they are working together, three people to a computer.”22 A Lynda.com subscription also allows patrons to train themselves on a wide variety of technology, productivity, and work-related skills.

To learn more about CreateSpace@MFL, visit its website.


CreateSpace@MFL

www.createspacemfl.com





	
Library


	
State


	
Amount


	
Sponsor


	
Year


	
Purpose





	
Addison Public Library’s Creative Studioa


	
IL


	
N/A


	
The Best Buy Children’s Foundation


	
2012


	
to build a space primarily for teens to learn technology to support the TNT: Teens ’n Technology for Tomorrow program





	
Chapel Hill Public Libraryb


	
NC


	
N/A


	
Chapel Hill Public Library Foundation


	
2013


	
to provide a space for digital content creation





	
Claxton Elementary’s Digital Arts and Media Labc


	
NC


	
$4,124


	
Asheville City Schools Foundation


	
2013


	
to upgrade newsroom and creative space for digital media





	
Baldwin High Schoold


	
HI


	
$5,000


	
MEDB Ke Alahele Education Fund


	
2010


	
for computers and software to give students hands-on opportunities in digital media with a focus on TV production





	
Auburn Public Library’s The Create! Media Labe


	
ME


	
$8,000


	
The Best Buy Children’s Foundation


	
2013


	
to provide “a hands-on learning experience utilizing the latest technological tools available”





	



	



	
$10,000


	
Procter and Gamble Fund of the Greater Cincinnati Foundation


	
2013


	






	
Fergus Falls Public Libraryf


	
MN


	
$10,895


	
Otto Bremer Foundation Grant


	
2013


	
to allow patrons to become content creators





	
ARTLAB+g


	
DC


	
$20,000


	
Knight Foundation


	
2012


	
for a free after-school program for teens where they can explore digital media and technical tools. Workshops are also available.





	
Barrington Area Libraryh


	
IL


	
$20,000


	
Ferry Family Trust


	
2010


	
to allow patrons to “create and communicate using various platforms and tools”





	
Skokie Public Libraryi


	
IL


	
$35,000


	
Member Initiative Grant


	
2008


	
to provide a place to allow the public to create digital content





	
Palm Beach County’s CreationStationj


	
FL


	
$35,689


	
Knight Foundation Fund of the Community Foundation for Palm Beach and Martin Counties


	
2014


	
to provide residents with space to learn new technology for audio and video production





	
Soulsville Charter Schoolk


	
TN


	
$42,500


	
Comcast Foundation


	
2013


	
to help close the digital divide gap





	
Kennesaw State Universityl


	
GA


	
$47,500


	
AT&T


	
2008


	
for a DML for journalism students





	
Kansas City Public Librarym


	
KS


	
$94,800


	
Kansas City Digital Inclusion Fund


	
2014


	
for a van for “the lab [that] will promote computer and Internet accessibility and literacy to 8- to 18-year-olds”





	
Menlo-Atherton High School’s Digital Media Arts Centern


	
CA


	
$96,000


	
Facebook


	
2012


	
to give students in the local area access to technology





	
Tacoma Public Libraryo


	
WA


	
$150,000


	
Paul G. Allen Family Foundation with matching funds from the library


	
2011


	
for a “program geared towards teaching digital media to Tacoma’s youth”





	
Surge Columbus Consortiump


	
OH


	
$300,000


	
Battelle Memorial Institute


	
2013


	
A “collaborative of museums, libraries, and media organizations will be able to empower teens to discover and pursue their learning interests outside of school by connecting them with mentors, digital and cultural resources, and each other.”






a. John Kokoris, “Addison Public Library Resources Using Latest Technology,” Suburban Life Media, Dec. 11, 2012, www.mysuburbanlife.com/2012/12/11/john-kokoris-addison-public-library-resources-using-latest-technology/as0amj0.

b. “Digital Media Lab,” Town of Chapel Hill Public Library, last updated April 1, 2013, http://chapelhillpubliclibrary.org/txp/?s=services&c=05-digital-media-lab.

c. “Innovation Grant Abstracts 2013–2014,” Asheville City Schools Foundation, Aug. 9, 2013, http://acsf.org/media/Innovation%20Grant%20Abstracts%202013-2014.pdf.

d. “MEDB KE Alahele Education Fund Grant Awards 2010–2011,” Maui Economic Development Board, accessed May 30, 2014, http://medb.org/KeAlahele/grantawards1011.cfm.

e. “Auburn Public Library Opens Digital Media Lab; First to Be Located within a Public Library in New England,” news release, Jan. 9, 2013, Androscoggin County Chamber of Commerce website, www.androscoggincounty.com/CWT/EXTERNAL/WCPAGES/WCNEWS/NEWSARTICLEDISPLAY.ASPX?ArticleID=19.

f. “Otto Bremer Foundation Awards 86 Grants Totaling $5.3 Million,” news release, Otto Bremer Foundation, June 12, 2013, www.ottobremer.org/sites/default/files/news-releases/OBF_NR_20130612.pdf.

g. “ARTLAB+: Smithsonian Institution,” Knight Foundation, accessed May 30, 2014, www.knightfoundation.org/grants/20115307 and “ARTLAB+, the Hishhorn’s YOUmedia Space, Ushers in a New Conception of the Museum for Teens,” Art Works Blog Blog, accessed July 17, 2014, http://arts.gov/art-works/2012/artlab-hirshhorn%E2%80%99s-youmedia-space-ushers-new-conception-museum-teens.

h. Ryann Uden, “Making Space for Creativity,” The Digital Shift, Library Journal, Nov. 8, 2011, www.thedigitalshift.com/2011/11/media/making-space-for-creativity.

i. Mikael Jacobsen and Carolyn Anthony, “Build Your Own Digital Media Lab,” The Digital Shift, Library Journal, Nov. 8, 2011, www.thedigitalshift.com/2011/11/media/build-your-own-digital-media-lab.

j. “Friends of the Library System Receives Grant for CreationStation at Main Library,” Palm Beach County website, Aug. 20, 2013, www.pbcgov.com/newsroom/0813/08-20-13-creationstation.htm.

k. “Comcast Foundation Grant Will Help Memphis’ Soulsville Charter School Students Bridge Digital Divide with Computer Lab,” Soulsville Charter School, Nov. 10, 2013, www.soulsvillecharterschool.org/2011/11/comcast-foundation-grant-will-help-memphis%E2%80%99-soulsville-charter-school-students-bridge-digital-divide-with-computer-lab.html.

l. “KSU Receives $47,500 Grant from AT&T for Digital Media Lab,” news release, Kennesaw State University, Dec. 17, 2008, http://web.kennesaw.edu/news/stories/ksu-receives-47sbquo500-grant-att-digital-media-lab.
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Table 1.2 Corporate and community grants supporting digital media labs

Portable: Mobile Digital Media Lab @ FCPL

The Mobile Digital Media Lab (MDML) at Fulton County Public Library (FCPL) in Indiana is located in a rural community. The DML, stored in a tote and cooler, travels weekly among the library’s three branches. Jonathan Gaskill, the library director, says that the MDML “was created to be able to bring the technology to the people no matter their location (imagine the possibilities) and share the equipment (and instruction) with library users and people in the communities we serve.”23 The MDML was funded by a LSTA grant of $9,993 in 2012.

A partial list of hardware:


• 6 Hewlett-Packard laptops

• 2 MacBook Pros

• 4 iPads

• 1 Canon DSLR camera

• 15 Nexus 7 tablets



A special focus of the FCPL is to bring the MDML to businesses as the library “works on becoming a small business incubator in Fulton County.” This includes teaching social media skills, Internet safety, and Microsoft Word classes.

To learn more about the MDML, see an online presentation posted by Gaskill at the following URL.


Gaskill’s presentation

www.slideshare.net/jonnygskills/fcpl-ilf-presentation



Small: DML at Barrington Area Library

The Digital Media Lab at Barrington Area Library (BAL) is located northwest of Chicago, Illinois. Since 2010, the DML has been a one-person room for stop-motion animation, video editing, using Mindstorms NTX, etc. However, in 2014, the DML will be rebranded as the Digital Studio (DS) as it expands to a second room. DS will add Studio Kids, a DML geared specifically for grades 8 and below. Mike Campagna, the Digital Services Manager, writes, “We will focus on digital creation & software rather than tangible projects & hardware” for Studio Kids.24 The expansion cost approximately $9,000 and was funded by a donation from the Ferry Family Trust.

A partial list of hardware:


• 1 MacPro computer

• 2 twenty-four-inch monitors

• 1 M-Audio Oxygen 61 USB keyboard

• 1 M-Audio Fast Track USB audio interface



The older DML was focused on “the transliteracy needs of our community,” Ryann Uden told Bobbi Newman in 2010.25 BAL worked closely with its local high school to learn how the library could help in learning. Meanwhile, the Youth Services Department hosts a “wide range of popular technology programs” writes Campagna.26 This local demand and a renovation project presented an opportunity to expand the DML to include Studio Kids. The new DML’s notable new activities include a green screen with wall-mounted lighting, “a Kinect sensor with Skanect software to create 3 dimensional scans, for 3D modeling”27 and for use with AS Digital Studio, and software appropriate to beginners, such as Sketchbook Pro.

To learn more about BAL’s forthcoming Digital Studio, visit its website at the following URL.


BAL website

www.barringtonarealibrary.org



Small: Darien Library’s DML

Darien Library’s DML is located in a single-branch public library in southern Connecticut. The room was converted from a former study room on the lower level. The DML is surrounded by a teen lounge, a computer lab, and a study room. The budget for the DML project was $14,000. The project was largely funded from a reverse auction at the annual gala fundraiser.

This DML is the one I planned and implemented over the course of a year.

A partial list of hardware:


• 1 MakerBot Replicator 3-D printer

• 1 MakerBot Digitizer scanner

• 1 Mac Pro Computer

• 1 3-D mouse

• 1 turntable

• 3 lighting kits



The workspace supports one person at a time, though four people may be in the room to work together on a project (see figure 1.1). Children under the age of 13 need to be accompanied by a caregiver. The most popular activities include converting analog media to digital formats, using the 3-D printer, and taking photos. The general usage population are teens and retirees. Usage of the room has doubled each year since its inception in 2012. Due to the limited size of the room, there is no programming, though one-on-one technology appointments are held in the room using the advanced equipment that is not offered elsewhere in the library.

To learn more about this DML, visit its website at the following URL.


Darien Library DML website

www.darienlibrary.org/dml



Medium: Skokie Public Library’s High School and Youth DMLs

In 2013, Skokie Public Library in Illinois opened its newest DML, the High School Media Lab. This lab was a complement to the much older adult DML and the Youth Media Lab, which opened in January 2012. As the names suggest, the youth lab is for students up to eighth grade. After that, the teen moves up to using the High School Media Lab. Both are medium-sized DMLs: the high school lab supports up to three students while the younger grades enjoy four computers. Together the two DMLs cost less than $10,000.

A partial list of hardware:


• 1 Blue Nessie microphone

• 1 Midi keyboard

• 1 Bamboo drawing tablet

• 7 iMacs



Mick Jacobsen, a Learning Experiences Manager, explains the purpose behind the three DMLs the library operates: “The Adult Digital Media Lab is for geeking out (and a little messing around), the high school DML is for hanging out, and the youth DML is for messing around.”28 While three separate rooms is a luxury for many, Skokie may be onto a successful model of allowing patrons to experiment with technology in a comfortable way. Kids can work interactively together, while adults may be more interested in solo projects. As for the most popular usage of the project, Jacobsen says, “The children love to record audio and green screen videos.”29

To learn more about Skokie’s DMLs, visit the following sites.


Skokie Library

http://skokielibrary.info

Skokie Library blog post

http://blogs.skokielibrary.info/medialab/​2013/​12/​26/​the-new-high-school-media-lab-is-open



Medium: Urbandale Public Library

The DML at Urbandale Public Library in Iowa is not open at the time of this writing. A full launch to the public will be in July 2014 after a soft launch in June. While small at 170 square feet, this DML will house three workstations. The DML was funded by an LSTA grant of $1,500. According to the grant application, the technology will “support our mission ‘to provide diverse resources for life-long learning and enjoyment.’”30

A partial list of hardware:


• 3 computers

• 1 video capture device

• 1 high-quality scanner

• 1 TV and VHS-to-DVD recorder

• 1 CD/DVD buffer

• 1 microfiche reader



Janine Bauer, Public Relations and Adult Program Coordinator, writes that each computer will have a specific purpose.31 One will handle photo and video editing. Another will be for capturing video from camcorders and burning DVDs. The last computer will be a scanning workstation with high-quality hardware. Although the room is built for three individuals, up to eight can work on projects together. Urbandale’s grant application lists the specific software and hardware it purchased.


[image: ]

Figure 1.1 Floor plan of Darien Library’s DML. Image credit: Darien Library.



Large: The Studio at Arlington Heights Memorial Library

The Studio at Arlington Heights Memorial Library (AHML) is located in a suburb of Chicago. There are three rooms, a studio audio production space, and a workstation in the entryway to the Studio. Each desk can seat at least two people. The Studio was initially founded in 2012 and funded by the Friends of the Library. The following year, the entire library was renovated and the Studio was expanded. Alex Hoffman, the Digital Media Supervisor, writes, “About $40,000 has been invested in equipment.”32

A partial list of hardware:


• 5 Mac computers

• monitors between 24 inches and 27 inches

• 1 Yamaha DTX500K electronic drumset

• 1 4 foot by 6 foot Isolation VocalBooth



The Studio is unlike many DMLs, which take a do-it-yourself approach or offer only short training sessions. Hoffman’s full-time job is to support patrons and teach them how to use the Studio. Libraries often cannot support this level of dedicated service but still wish to provide a creative space. The other priority of the library is to offer as wide a range of services as possible to serve the many needs and interests of the community. For example, one patron completed a very large English as a second language DVD series using a wide array of equipment. Her project included use of the cameras to film, the computers to edit, and graphic design software to make the DVD package. Other popular activities are audio production, video editing, scanning, and digitizing video or audio.

You can take a panoramic tour and learn more about the Studio by visiting the following website.


AHML’s Studio

www.ahml.info/studio



Large: DML at University of Massachusetts at Amherst

At the University of Massachusetts Amherst, the W. E. B. Du Bois Library hosts a multiple-room DML that opened in 2013. Since this is an academic library, the space is built “to support students working on course-related multimedia presentations, projects and portfolios.”33 In accordance with that goal, the DML includes a green screen room, two sound booths, a presentation/collaboration space, and rolling desk workstations. A unique feature of this DML is that it is open twenty-four hours a day. Staff are in the DML from 12 noon to midnight Sunday through Thursday, and 12 noon to 6 p.m. on Friday and Saturday, writes Jeanne Antill, the director of the lab.34

A partial list of hardware:


• 8 iMacs

• 2 PCs

• 1 portable sound booth

• 1 studio light kit

• 1 Shure wireless mic



Audio production is a highly supported activity in this DML with a wide variety of audio equipment available for check out. The equipment policy allows students flexibility to work on their projects in the locations they prefer. Students are also invited to share their work at a Student Showcase.

To learn more about the UMass Amherst DML, visit the following website.


UMass Amherst DML

www.library.umass.edu/dml



A DML Dismantled and Transformed

The earliest DML that I found was located at the Round Lake Area Public Library in Round Lake, Illinois. The digital lab was founded with a $9,500 grant and matching funding from the library in the early 2000s. American Libraries published an article on the Digital Publishing Lab in 2002, which stated “Larra Clark [now of Office for Technology and Information Policy] noted that few public libraries offer a lab like this.”35 The DML offered access to high-end graphic editing software, computers, a printer, cameras, and Microsoft Office. Staff members taught lecture-style classes in how to use the equipment. Over time, though, the library learned that the community was more interested in basic digital work like scanning photos with simple image editing. Jim DiDonato, the library’s executive director, writes, “We just found that people were looking for basic computer and Office skills. From that point of view—a place for people to learn a new skill set—a technology skill set—the lab was a HUGE success.”36 After learning firsthand about the desires of its community, the library ended its focus on high-end digital technology.

Since then, the DML’s room has become a computer classroom with fifteen laptops. Classes in general computing and English as a second language (ESL) and GED programs have filled the space that the DML left behind. However, DiDonato notes that for the library, “Individual training is much superior than classroom style teaching.”37 The library offers private tutoring sessions. To keep the space active, the library markets the computer lab to local community organizations as a training center—which is well received.
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Chapter 2

Equipment and Software


Abstract

Chapter 2 of Library Technology Reports (vol. 50, no. 6) “Digital Media Labs in Libraries” will help readers plan a digital media lab. The author describes the planning spreadsheet she used at Darien Public Library and that she shared with others. She offers specifics on space, furniture, window treatments, air circulation, noise prevention, and floor plans. She lists resources to help in the configuration of workstations, selection of software, and photography, video, and audio recording equipment.



Which activities are supported by your DML depends upon the type of equipment that is available for use. Standard equipment includes a computer, DSLR camera, camcorder, tripods, and scanner. These items can then be used in a variety of ways and for different purposes outside the obvious. For example, a microphone can be used for capturing an oral history, creating a podcast, or recording audio for a video or animation reel—and even for a job or college application. The key is to get your basic equipment, then market the many ways the items can be used. A successful DML does not need all the equipment listed in this chapter. A few simple, common pieces will give your patrons lots of options to get started in creating digital media.

As a library, you may not be able to purchase or support professional-level equipment, but in my experience, public library patrons are impressed with small things! Remember, professional equipment is geared to professionals, and most of your patrons will be amateurs.

If you want to give your community a place to share their work, you can look at an example such as LibraryYOU of Escondido Public Library.1 Other DMLs, such as Vitale DML, maintain a blog listing equipment purchased, new project ideas, and staff changes.2

There is overlap in both hardware and software in many of these categories. For example, a microphone can be used for an audio-only project or for video.


Chart listing equipment in library digital media labs

www.amandagoodman.com/dml



Tracking Your Project

Your stakeholders will want to know where money is being spent as you secure equipment and software for your DML. You will also want to track your workflow, such as where items are purchased, because creating a DML is a big project that requires months of work to make happen.

I created a spreadsheet in Google Drive and shared it with my boss as the primary project management software. The following eleven columns answered all my questions about what I needed to buy and its cost and arrival.


• item

• quantity

• price estimate

• notes

• where to purchase

• priority

• renewable item (Does this item need to be replaced?)

• comments

• actual price paid

• paid

• arrived



Some items I proposed were later removed from consideration. Instead of deleting them, I simply struck them out. When items arrived at the library, I highlighted the row in the spreadsheet.

Since the launch of the DML, I have shared a simplified version of my spreadsheet with multiple other DMLs. During the implementation phase of our project, I contacted North Carolina State University Library, Skokie Public Library, and Topeka and Shawnee County Public Library for advice. The lesson here is that no one needs to work alone while researching how to put together your DML. Other librarians are eager to help.

The Room

Aside from all the fun, creative equipment, you will also need the boring stuff such as tables, chairs, etc. Though some libraries have a mobile DML, you may need to plan for a room.

Tables or Desks

Your patrons will need a desk that can accommodate a variety of activities. There should be ample space to spread out materials, perhaps a slide-out table or shelf for a little more elbow room. Space can also be found by setting the monitors on wall-mounted arms and placing other equipment on shelves, ready to be moved to the table as needed. Set your computer tower on the floor or bolt it under the table.

Chairs or Stools

As for most equipment in the DML, think about ergonomics for seating. The chair you choose should support the user’s back and be able to be raised or lowered as needed so the patron’s feet can rest flat on the floor. Another consideration is, if the chair has arms, will they fit under the table? Users should not have to lean forward just to maintain contact with the equipment. Also, since chairs and stools can take a beating, purchase durable furniture that is resistant to wearing out. Stools are a nice choice for video interviews.

Storage

To protect your equipment and keep the room tidy, you will need storage space. Cubed shelves are a good option for flat objects, manuals, and boxes to hold extra cords. A locked cabinet can be used to secure extra pieces (e.g., extra plastic for your 3-D printer) or store a patron’s equipment between visits. If you decide to store items for patrons, make sure that you have a liability policy in place (see chapter 3). Also make multiple copies of any keys and keep them outside the room.

Internet Connectivity and WiFi

If at all possible, make sure desktop computers are physically wired into your network. Your patron will expect your DML computers to be fast, and that includes how long it takes to load websites. If you worry that patrons may just browse the web instead of working on projects, remember that an Internet connection is essential for uploading videos or sending a copy of their work to themselves. Set expectations that the Internet in your DML is only for projects, not for general web browsing.

WiFi is great for patrons who bring in their own laptops, tablets, and smartphones. Be aware, though, that glass windows may interfere with a WiFi signal that originates outside the room.

Power Outlets and Power Strips

Your DML can never have enough power outlets. Depending on the complexity of your DML setup, you may have computers, monitors, lights, 3-D printers, and more all vying for power. Be sure your room can support all the power that will be required. Also, purchase surge-protected power strips to protect your electronics.

Temperature and Air Circulation

If your room was converted from an old study room, you may think it will be fine for a DML. However, with the amount of electrical equipment that is likely to be in the space, the room can heat up quickly. Also, photography lightbulbs may burn at hundreds of degrees. Add fans, or think about placing your DML in a room with an openable window. However, if you have a south- or west-facing window, be aware of afternoon sunshine also heating up the space.

If 3-D printers are part of your setup, chemical smells may fill the air. Broken compact fluorescent bulbs contain mercury, which you should handle with care. While researchers have found that you are exposed to no more mercury from a broken compact bulb than from a can of tuna, you can limit exposure by vacating the room for an hour.3

Noise Prevention

If you are adding a new wing to your library or can afford major reconstruction, soundproof your DML. Depending on the activities you want to support, you could have a band recording its new album, which would definitely disturb other patrons if you didn’t have soundproof walls and windows! On the other hand, a patron recording an oral history does not want noises outside the room interfering.

If you cannot afford to soundproof the room, you can purchase some acoustical foam. While this will not prevent all noises from entering or leaving the room, it will help. The foam can also enhance the acoustics of the room, especially if the room has an echo. The foam comes in various depths and textures. Check your vendor’s website carefully for full descriptions of which foam is best for your space.

Window Treatment

Patrons may get injured in the DML when using equipment improperly. To keep an eye on the space, you may want windows to see into your DML. Be aware that flashing bulbs or bright lights could bother people outside the room or even trigger seizures. In that case, you can consider adding blinds or tinting the glass. In my experience, I was very concerned about light from outside the room interfering with photo shoots and patrons outside the room being bothered by flashing lights. So I spent a lot of time researching tinting, which is very expensive when professionally installed. We decided to take a wait-and-see approach. After two years, I can report that there have been zero complaints.

Green Screen

Just because patrons are located in your library does not mean their imagination should be limited to the DML. If you purchase a green or blue screen, users can then edit their photos or pictures to appear to be anywhere. The solid color will make it easy for editing software to replace the background with an image or video of the user’s choice.

Green or blue screens come in three types: paint, curtain, and screen. The paint version is the most permanent and requires perhaps the biggest structural change to the room. In my experience, three coats of paint are required for the most even and rich look. Curtains and screens may be movable. A curtain is usually suspended from a rod (which may be on wheels like a portable clothing rack) with several feet of material on the floor. The standing room on the curtain provides a seamless backdrop which is perfect for photography. A screen is a piece of fabric attached to a frame. The screen may be held up from behind by another person or attached to a portable rack. Screens can often be folded and stored to save space.

Floor Plans

Another task that needs to be done before you order your furniture is to create a floor plan. You will be able to check that your table and chairs will fit within the space. This is also the first time you can really start to share with others your vision of how the space will ultimately look.

There are free online tools to help you design your space. I use Floorplanner.com both personally and professionally. You can simply draw a room to fit the size of your DML and then start adding sample furnishings. However, if you have already created a drawing of the space, you can import that to the website, which will let you lay out your room in the software quickly. Then you can switch from 2-D to 3-D mode to impress your stakeholders because 3-D mode allows them to navigate around the room.


Floorplanner

www.floorplanner.com



In addition to the Darien Library floor plan in chapter 1, two libraries have been kind enough to share the floor plans of their DMLs for this report. You will find them in chapter 4. Use these sample floor plans to discover how others have arranged their space.

Computer

A computer is a core component of your DML. Most of the work produced via other means will eventually be brought to the computer to be edited, remixed, and shared with others. While most DMLs sport Mac products, from MacBooks to Mac Pros, you can also run a successful lab relying on Windows or even Linux (although Linux is not covered in this report). The cost difference between the two platforms may be very different, with a Mac costing more, so consider your budget with care. There is also the option to build your own high-powered PC for a lower cost, but that will require a knowledgeable staff member to plan and build the machine. If you go this route, the machine as a whole will not have a warranty; instead, individual components will.

Mouse

Out of thirty DMLs studied whose equipment lists were posted on their websites, none of them specify a particular mouse kind or brand. The website Lifehacker offers a great visual breakdown on how people use mice with suggestions for purchasing (though mice are a very personal aspect of computing).4 I have added my own notes next to each of Lifehacker’s criteria.


• Size and Ergonomics. Consider the size of the mouse relative to the size of users’ hands. If your DML is for children or teens, buy smaller mice. If it is for older adults, buy a bigger mouse.

• Wired vs. Wireless. The main differences between wired and wireless mice are how often you need to change the batteries in a wireless mouse versus the potential annoyance of a cord. I recommend using rechargeable batteries if you go the wireless route.

• Extra Buttons. If your DML will be aimed at a particular tech-savvy patron group, extra buttons on the mouse may be useful. You can program the buttons for specific tasks. Some users will map the buttons themselves. In my experience, a mouse that lacks clearly distinguished left and right buttons tends to confuse patrons who use computers in a more limited capacity.

• Sensitivity. Be sure to consider how sensitive your mouse is to clicks, how much movement it requires to move your cursor, etc.



If you are concerned about patrons with carpal tunnel syndrome, you may purchase a cheap graphics tablet to take the stress off their wrists.

Keyboard

Similar to the situation with mice, none of the libraries researched specified the type of keyboard they use in their DML. Once again, I will refer to Lifehacker’s purchasing criteria and add my own commentary:5


• Ergonomics. Most of us are used to typing with a traditional straight-edged keyboard. However, an ergonomic keyboard will prevent strain on your patrons’ wrists. Another tip is that it is better if a keyboard is not tilted up on its back legs as that position causes the wrists to work at a sharper angle and opens them up for injury.

• Wired vs. Wireless. Please see the comments in the Mouse section above.

• Extra Function Keys. Most power users will enjoy having access to function keys. Also helpful are keys for turning sound up and down, for changing the brightness of the screen, and for putting the computer to sleep.

• Other Considerations. Having a number keypad on the right side of your keyboard is helpful for those who may be doing calculations.



Monitor

Three libraries listed information about their monitors on their websites.


• Dell 27-inch monitor at UPenn’s Vitale DML6

• 22-inch monitor at Colby College’s Bixler Library Media Lab7

• Dual 24-inch LED flat panel monitors at Barrington Area Library Media Lab8



Of the three, only one library provides dual monitors. The purpose of two (or more) monitors is an increase in productivity for the user. The patron can have notes, a reference photo, or video or audio monitoring on one screen while the work area is on the other monitor. It is also not necessary to purchase a monitor that matches your computer type. For example, if you have an Apple computer, your monitors can be from Dell, Acer, etc., to save money.

Optical Drives

A newer computer may not come with a CD or DVD drive. To support the creation of discs and for analog-to-digital conversion, you will need an optical drive. You can purchase one and attach it to your computer via USB or buy an internal one to install in your computer’s tower. If Blu-ray is important, you may want to purchase that drive and check its compatibility with CDs and DVDs.

External Storage

Will you allow patrons to store their projects on your computer? If yes, you will need to make sure you have enough storage space to accommodate them. If you check out external hard drives so patrons can move their projects to another computer, buy drives that are at least 1 terabyte in size. I have found this amount of storage is enough for my patrons’ projects.

Speakers

Is your DML soundproof? If not, consider whether or not you need speakers. You should perhaps rely on headphones so as not to disturb patrons and staff outside of the room. If you do have speakers, have your staff make it clear to patrons that they may need to turn the sound down if it gets too loud.

Browsers

Three of the libraries said they had Firefox and Safari installed on their DML computers. No other libraries mentioned browsers. At my library, we have Chrome, Firefox, Opera, and Safari installed. It is a better user experience to install multiple browsers because your patrons may be doing coding or may be more comfortable using a particular browser. My recommendations for setting up a browser:


• Set it to delete or not remember history, cookies, and passwords.

• Set a specific home site, such as your library’s website (especially one for the DML!).

• Install useful plugins or extensions, such as ad blockers. There is some controversy over using ad blockers because sites rely on ads for revenue. However, a 2011 study by Solve Media determined that you are 475 times more likely to survive a plane crash than click a banner ad.9

• Unless the browser, such as Chrome, can auto-update, you will need to set an update schedule. This issue is also mentioned in the Maintenance section below.



Audio

Sound production is one of the staples of a DML. On the cheaper end of the scale, you can start very small with a couple of microphones and with free audio software like Audacity. Or, for a more professional touch, you can set up a sound booth. Think about what you know about your community and what patrons are likely to use before you invest too much money in one area. Remember, you can always apply for a grant or have a fundraiser to purchase better equipment later. You can find a discussion on soundproofing and acoustical foam in the section The Room (above).

The following list of equipment was compiled with the guidance of Patrick Wohlmut of Washington State University Vancouver Library and Cannell Library at Clark College. Wohlmut’s formula for setting up your audio tools is “Usually a mic connects to a mixer via a XLR cable. The mixer is then linked to your computer via USB or a mic input jack.”10

Note: If a program is available for only PC or Mac, it will be noted in parentheses.

Hardware


• Microphones. The audio capture on your camera may be enough, but depending on how sophisticated you want to get, you can purchase a variety of mics, including boom, lavaliere, and condenser. Yeti mics are a favorite among libraries.

• Mixer. This device allows the user to control the volume of all the tracks so they do not overwhelm each other.

• Equalizer. This device allows the user to control the volume of different pitch levels in the track.

• Preamps. These devices “boost signal, reduce noise, and affect sound (i.e., make it warmer, change the quality, etc.),” writes Wohlmut.11

• Headphones. These are used not only to listen to the audio but also to monitor the quality of the sound.

• XLR cable. This cable connects your microphone to your mixer.

• Musical instruments. You can provide instruments to support musical education.



Software

The audio software listed below will let you record audio as well as edit audio files.


Audio Software: Free

Audacity

http://audacity.sourceforge.net

GarageBand (Mac)

https://www.apple.com/mac/garageband

Audio Software: Paid

Pro Tools by Avid

www.avid.com/us/products/family/pro-tools

REAPER

www.reaper.fm

Audio Websites

SoundCloud

https://soundcloud.com

YouTube

https://www.youtube.com



Websites

The audio websites listed above are places for your patrons to share their recordings. Note that YouTube does not support the upload of audio only, so a visual element, even just a still image, is needed.

Types of Activities


• recording an oral history project

• podcasting

• recording music

• creating soundtrack for video



Converting Analog to Digital

Your patrons have an abundance of old media that they can no longer access. The Hi8 tape recorders and Betamax players have long since disappeared from their homes. Sending videos to be converted to DVD is still expensive. On the other hand, it is fairly cheap to send your photos off to be bulk scanned, but are your patrons comfortable with sending their unique photos through the mail? A DML becomes a real community resource when you provide facilities to transform old media formats into digital ones.

Reasons to digitize:


• You can save content from being destroyed or becoming completely inaccessible.

• You can share copies of irreplaceable materials with the entire family.



Reasons not to digitize:


• The process is time-consuming.

• You have nothing you want to share or pass along.



Hardware

This list is not exhaustive but covers some of the hardware for analog formats that users at my library most commonly want to convert. Wikipedia offers a timeline of audio formats that’s helpful.12


• VCR to DVD

• cassette player

• Betamax player

• Hi8 player

• record player

• reel-to-reel player

• 8-track

• scanner

• microfilm scanner

• negative scanner

• slide scanner

• video-capturing hardware



Software

It is difficult to list every piece of software that would be useful for converting analog to digital formats. The Videography and Audio sections in this chapter also offer recommendations that could be helpful.

Free


• CutePDF. To make PDF documents.

• Pixlr Editor. A browser-based image editor.



Paid


• Adobe Acrobat Pro. The industry standard PDF creator.

• Photoshop. The industry standard image editor.



Recommended for Home

These suggestions are meant for a private user, so unless your computer supports multiple patron profiles, you can recommend this software to the patron to use at home.


• Evernote. To recognize text within images and to organize photos.

• Picasa. To recognize text within images and to organize photos.




Hardware for Capturing Video

Blackmagic Intensity (Mac)

www.blackmagicdesign.com/products/intensity

Roxio Video Capture USB

www.roxio.com/​enu/​​products/​creator/​device/​overview.html

Analog to Digital Software: Free

CutePDF

www.cutepdf.com

Pixlr Editor

http://pixlr.com/editor

Analog to Digital Software: Paid

Adobe Acrobat Pro

www.adobe.com/products/acrobatpro.html

Photoshop

www.photoshop.com

Analog to Digital Software for Home

Evernote

https://evernote.com

Picasa

http://picasa.google.com

Analog to Digital Website

Library of Congress info on PDA

http://digitalpreservation.gov/personalarchiving



Websites

As librarians we can assist patrons in this conversion process by teaching them the basics of personal digital archiving (PDA) methods—for example, deciding what is worth scanning and the best digital formats for saving your content in. More information on PDA is available on the Library of Congress website.

Types of Activities


• converting VHS to DVD

• converting Hi8 to DVD

• converting Betamax to DVD

• converting LP records to MP3

• converting other formats

• scanning photographs, slides, and negatives

• scanning drawings and documents

• personal digital archiving



Coding

In 2012, the free online coding tutorial site Codeacademy kicked off Code Year. The purpose of the program was to teach aspiring website and app builders the computer programming they needed to make their dreams a reality. Then New York City mayor Michael Bloomberg drew widespread attention to Code Year by tweeting that he would be participating.13 Bloomberg’s endorsement caught the mainstream media’s attention. Since then, Alex Hope, who co-authored the report Next Gen, “told the BBC that coding should be ‘the New Latin.’”14 A cursory Google search brings back thousands of arguments for and against children learning to code. Whether or not Hope is right, coding is hot right now in educational circles. Your DML can easily accommodate this push for coding without spending a dime.

Note: If a program is available for only PC or Mac, it will be noted in parentheses.

Software

Your computer will have a free text editor on it. (Do not use Word because of the extra formatting it adds to documents. Use Notepad instead.) But you can provide a better experience by installing any of the software programs listed below.

Websites

Each of the tutorial websites listed below has been used by the author. Each one has its strengths and weaknesses. The paid websites include video lessons. Each site embraces a gamification system where badges are awarded. The game aspect is meant to encourage coders to keep going and compete with each other to see who can become the best coder.

For more patron educational options, see chapter 3’s section on MOOCs under Patron Education.

Types of Activities


• building a website

• building an app

• building special projects such as databases

• completing school projects

• building resume skills




Coding Software: Free (for writing code)

Notepad++ (PC)

http://notepad-plus-plus.org

TextWrangler (Mac)

www.barebones.com/products/textwrangler

Coding Software: Free (browser code editors and platforms for sharing code)

CodePen

http://codepen.io

JSFiddle

http://jsfiddle.net

Coding Software: Paid (for writing code)

Coda (Mac)

https://panic.com/coda

Dreamweaver

www.adobe.com/products/dreamweaver.html

Sublime Text

www.sublimetext.com

Coding Tutorial Websites: Free

Codeacademy

www.codecademy.com

W3Schools

www.w3schools.com

Coding Tutorial Websites: Paid

Code School

https://www.codeschool.com

Treehouse

http://teamtreehouse.com



Graphic Design and Animation

Creativity really starts to show when patrons are doing graphic design and animation work at the library. The DML can support these artists by providing some basic tools and software. You can provide guidance on copyright and how to save the art in formats that will be accessible later. You can also explain Creative Commons and advise artists on how to freely share their work.15

Hardware

Any artist with a bit of determination can use a mouse for digital art. However, it does not need to be hard. By providing a graphic tablet, you can let the patron draw or paint with a stylus, which is easier to use than a mouse in artwork. Bonus: a stylus also provides better accessibility for people who suffer from carpal tunnel syndrome.


• Graphics tablet. Wacom is the industry standard, but cheaper versions are available.

• Scanner. For converting paper drawings to digital formats.

• Printer. For printing out the final product.

• Screen calibration tool. To ensure that the colors of a digital scan match the physical item.



Software

To do your artwork on a computer, you need a program to create the art. You can use Paint in Windows, but there are much better options out there.

Free


• Animatron. A browser-based animation creator.

• Blender. For creating 3-D graphics and animation.

• GIMP. For creating artwork.

• Inkscape. For creating vector-based drawings.

• Krita. For painting.

• Pixlr Editor. A browser-based image editor.

• SAI. For creating artwork.



Paid


• Photoshop. The industry standard image editor.

• InDesign. For laying out publication pages.

• Illustrator. For creating vector-based drawings.

• Flash. For creating 2-D animation.

• Maya. For creating 3-D animation.

• 3D Studio Max. For creating 3-D animation.




Stock Image Websites

Creative Commons’s Search

http://search.creativecommons.org

Deviantart

www.deviantart.com

Flickr’s Creative Commons

https://www.flickr.com/creativecommons

Graphics Websites to Share Work

Deviantart

www.deviantart.com

Tumblr

https://www.tumblr.com

Pinterest

https://www.pinterest.com



Websites

Stock image sites (listed above) have images that artists may use as reference or to remix for their own art projects. The patron should pay attention to the usage terms of the stock images. In addition, some popular sites where artists can share their work are also listed above.

Types of Activities


• designing logos

• building websites

• creating illustrations

• creating animations

• creating infographics




Graphics Software: Free

Animatron

www.animatron.com

Blender

www.blender.org

GIMP

www.gimp.org

Inkscape

www.inkscape.org/en

Krita

http://krita.org

Pixlr Editor

http://pixlr.com/editor

SAI

http://painttool-sai.en.softonic.com

Graphics Software: Paid

Photoshop

www.photoshop.com

InDesign

www.adobe.com/products/indesign.html

Illustrator

www.adobe.com/products/illustrator.html

Flash

www.adobe.com/products/flash.html

Maya

www.autodesk.com/products/autodesk-maya/overview

3D Studio Max

www.autodesk.com/products/autodesk-3ds-max/overview



Photography

It’s possible to provide a usable photography setup without spending a lot of money. However, you can also spend a small fortune to build a truly professional studio for your patrons. Whichever road you take, your patrons will appreciate any high-powered lighting and blank background that your DML can provide.

Hardware


• Lighting equipment

• light stand

• lightbulbs

• umbrellas

• reflectors

• Lightbox. For taking high-quality photos of small items for sites such as Etsy and eBay. Also useful for filming tutorial videos on how to use a vendor’s app.

• Camera. Many people’s smartphones are probably great to use as the camera.

• Card reader. Once the photos are shot, you will need a way to get them off the camera. A good multi-card reader works best and is cheap.

• Printer. A photo printer or a banner printer can be useful depending on the types of projects your DML will support.

• Tripod. A stable, smooth-moving tripod will support those who may not have a steady hand or want a long-exposure shot.

• Fabric backgrounds. If you have a serious photography community, a variety of fabric backgrounds will be useful for taking portrait shots.



Software

Since your patrons will be capturing images, they can also use any of the image software listed in the Graphic Design and Animation section above. Image editing software can be used not only to crop and alter images, but also to remix them with other mediums (to turn a photo into a collage, for example).

Recommended for Home

These suggestions are meant for a private user, so unless your computer supports multiple patron profiles, this software can be recommended to patrons to use at home for managing their photos.


• Adobe Bridge. For managing photos and digital files.

• Adobe Photoshop Lightroom. A paid program for organizing photos.

• Picasa. For editing images and sharing them to the web.



Types of Activities


• taking headshots

• having fashion shoots

• taking playful, fun pictures of staff

• using a lightbox for selling items and creating tutorials




Photography Software: Free

Pixlr Editor

http://pixlr.com/editor

Photography Software: Paid

Photoshop

www.photoshop.com

Photography Software for Home

Adobe Bridge

www.adobe.com/products/bridge.html

Adobe Photoshop Lightroom

www.adobe.com/products/photoshop-lightroom.html

Picasa

http://picasa.google.com



2-D Printing

Once your artist or photographer has created their work, they may want to print it. You can provide access to your library’s usual public printers or add a DML-only printer. Either way, make sure to choose a high-quality color printer. The best color mode for prints is RGB, which is a setting that you can help the patron find in their image editing software.

Hardware

Which supplies you will need depends upon the types of activities supported by your DML. You can allow people to print just a page or go all the way and provide access to professional matting supplies and equipment such as paper tubes. If you allow scissors, X-Acto knives, or other blades, be sure to have a first aid kit on hand for accidents.


• printer

• photo printer

• banner printer

• paper

• ink

• matting board

• rubber bands

• paper tubes

• paper cutter

• X-Acto knife

• adhesives



Software

No special software is needed for printing because your printer will tell you which driver it needs to download. However, you can see the Graphic Design and Animation section earlier in this chapter for a list of image editing tools.

Websites

Again, there is no specific website for 2-D printing. The websites below are tools to help patrons think about how the image they see on the screen may look different from the one that prints out. Terms you may encounter are dots per inch (DPI), resolution, print image, and web image.16

Types of Activities


• printing banners

• printing posters

• printing photographs

• screen printing




2-D Printing Websites

Image Size Calculator

http://auctionrepair.com/pixels.html

Wikipedia: DPI Measurement in Printing

https://en.wikipedia.org/​wiki/​Dots_per_inch#DPI_measurement_in_printing



3-D Printing

One of the most expensive items you can add to your DML is a 3-D printer. Since this technology is still in its infancy, even consumer models can cost hundreds or thousands of dollars. The most common reason cited by libraries for why they offer 3-D printing is the same as for the DML: to give the community access to technology they may not encounter otherwise. My library owns three 3-D printers, and they are very popular with teens and professionals.

In the medical field, 3-D printers are being used to print organs, skin, and prosthetics.17 3-D printers are also part of the maker movement, which is about encouraging people to make do-it-yourself objects, projects, and crafts. A 3-D printer usually belongs in a makerspace, but it is included here since the prints start out as digital files on a computer.

Several companies build 3-D printers; a few are listed below.

Hardware

The tools you will need will depend upon the type of 3-D printer:


• 3-D printer

• ABS or resin plastic

• alcohol for cleaning the resin in a resin printer

• gloves for cleaning the resin in a resin printer

• spatula or paint scraper to help in removing prints from the build plate



Software

The programs listed below can be used to design your own 3-D objects. Tinkercad is described as being very easy to use, while the paid programs have a bit more of a learning curve.

Websites

What if no one on staff has time to learn how to design 3-D printed objects? Then use Thingiverse to provide you with 3-D designs you can print for free. Thousands of designs have been submitted by the 3-D community.

Types of Activities


• designing toys

• doing architectural work

• printing prosthetics




3-D Printer Companies

MakerBot

https://www.makerbot.com

FormLabs

http://formlabs.com

3D Systems

www.3dsystems.com

3-D Printing Software: Free

Tinkercad

https://tinkercad.com

OpenSCAD

www.openscad.org

3-D Printing Software: Paid

AutoCAD

www.autodesk.com/products/autodesk-autocad/overview

SketchUp

www.sketchup.com

Website: Objects for 3-D Printing

Thingiverse

www.thingiverse.com



Screen Capture

Screen captures come in two flavors: video and still images. This technique is used to share what is on your screen or to create tutorial videos showing how to do something on the computer. Screen capturing can also include the term screencasting, which refers to video. An educational use of screen captures is teaching someone how to code, navigate a website, color, etc.

Hardware


• Microphone. For voice capture during screencasts.

• Webcam. For video capture of a presenter during screencasts.



Software

Free


• Evernote Web Clipper. For image and text capture.

• Google Hangouts. For live screensharing and video capture.

• Jing. For image capture.

• Livestream. For video capture.



Paid


• Camtasia Studio. For video capture.

• Snagit. For image capture.



Types of Activities


• creating tutorials

• creating school projects




Screen Capture Software: Free

Evernote Web Clipper

http://evernote.com/webclipper

Google Hangouts

www.google.com/+/learnmore/hangouts

Jing

www.techsmith.com/jing.html

Livestream

http://new.livestream.com

Screen Capture Software: Paid

Camtasia Studio

www.techsmith.com/camtasia.html

Snagit

www.techsmith.com/snagit.html



Videography

The first activity ever done in my library’s DML was one that I had not even considered: filming a job application. My expectation had been that parents would film their kids for school projects, but not a job application! The equipment listed in this section will overlap with the Photography section earlier in this chapter.

Note: If a program is available for only PC or Mac, it will be noted in parentheses.

Hardware


• Lighting equipment

• light stand

• lightbulbs

• umbrellas

• reflectors

• Lightbox. For taking high-quality photos of small items for sites such as Etsy and eBay. Also useful for filming tutorial videos on how to use a vendor’s app.

• Camera. Many people’s smartphones are probably great to use as the camera.

• Card reader. Once the photos are shot, you will need a way to get them off the camera. A good multi-card reader works best and is cheap.

• Tripod. A stable, smooth-moving tripod will support those who may not have a steady hand or want a long-exposure shot.

• Fabric backgrounds. If you have a serious photography community, a variety of fabric backgrounds will be useful for taking portrait shots.

• Microphones. The audio capture on your camera may be enough, but depending on how sophisticated you want to get, you can purchase a variety of mics, including boom, lavaliere, and condenser.

• Webcam. For quick and dirty style video capture.

• CD or DVD burner. In case patrons want to share their hard work.



Software

Free


• Lightworks (PC and Linux). An open-source video editor.

• Windows Movie Maker (PC). A popular and simple video editor.

• YouTube Editor. A browser-based, very simple video editor.



Paid


• Final Cut Pro (Mac). Professional video editing software.

• Adobe Premiere. For video editing.

• iMovie (Mac). Basic video editing software.

• Toast Titanium. For burning DVD player–compatible discs.



Websites

As broadband has gotten more accessible, it is easier to create and share video online. The sites listed below are free options (although some have premium services for a price) that get your patrons’ video out of the library and onto the web.

Types of Activities


• practicing for a job interview or presentation

• creating school reports

• recording media for personal video channel

• making commercials

• editing wedding videos




Video Software: Free

Lightworks (PC and Linux)

www.lwks.com

Windows Movie Maker (PC)

http://windows.microsoft.com/en-us/windows-live/movie-maker#t1=overview

YouTube Editor

https://www.youtube.com/editor

Video Software: Paid

Final Cut Pro (Mac)

www.apple.com/final-cut-pro

Adobe Premiere

www.adobe.com/products/premiere.html

iMovie (Mac)

https://www.apple.com/mac/imovie

Toast Titanium

www.roxio.com/enu/​products/​toast/​titanium/​overview.html

Websites for Creating Videos

Google Hangouts

www.google.com/+/learnmore/hangouts

Livestream

http://new.livestream.com

Websites for Sharing Videos

Vimeo

https://vimeo.com

YouTube

https://www.youtube.com



Maintenance

With so much equipment and software, you will also have the challenge of maintaining the space. Equipment needs to be updated, and physical items in the room will wear down. Your budget should take into account the need for replacing small items, such as lightbulbs, as well as aging equipment. The suggestions below are some items to keep in mind while caring for your DML over time.

Computer


• Run antivirus checks.

• If possible, deep freeze your computer so it resets on reboot.

• Before updating, check for compatibility issues between software programs.

• Update software on a regular schedule for security releases.

• Train staff and patrons on new software.

• Establish a plan for left-behind computer files.

• Keep Internet policies up-to-date with the latest technologies.



Room


• Check for missing items.

• Look for broken equipment.

• Inspect for sharp edges on damaged items.

• Reapply paint to green screen wall (if applicable).

• Schedule regular inspections from maintenance and cleaning staff.
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Chapter 3

Training and Policies


Abstract

Chapter 3 of Library Technology Reports (vol. 50, no. 6) “Digital Media Labs in Libraries” will help you prepare for the unexpected through training staff and patrons and developing sound policies. The chapter lists resources for sample job descriptions, patron training, sample policies, and liability forms.



To run a successful DML, you need to think of everything in advance. People will attempt to bend the rules and ask questions you never expected. Situations will arise where you have to make a split-second decision. This chapter will guide you on the questions to anticipate before they happen.

Staff Training

Your community is full of smart people, but a DML will expose them to equipment and software they may never have had the opportunity to work with before. Therefore, while the activities in your DML may mostly rely on the knowledge of patrons, people will also need help to get started on projects.

There are a variety of options to fulfill the people-centric need of patrons. You can hire knowledgeable employees or train volunteers to staff your DML. Personal assistance may be on an appointment, drop-in, or program-led basis. Your patrons will present your staff with common questions such as how to get started scanning, to challenges such as how to use a particular piece of software. Staff can be trained using the same resources that can be found in the Patron Education section below.

Job Description

If you have funding for it, sometimes the best way to staff the DML is to hire expert help. While it is important to make sure the person is personable and provides excellent customer service, they also need to be comfortable with technology. At my library, the DML is partially staffed by whomever is working the computer labs. When we created a new position description, I broke down the job duties to list software frequently used and common tasks that may require assistance.

As far as skills go, the ideal candidate would need to


• get people started using the DML’s equipment

• refer patrons for further assistance with using specific resources



Other libraries may be hiring someone to take full responsibility for the DML, assist on digital projects, or act as an outreach person. Table 3.1 lists some specific duties for DMLs from five libraries.

Manuals and Instructional Materials

When staff members are not present to assist patrons, you have some fallback options such as manuals and other resources. Remember that the DIY movement is based upon people who are internally motivated. They will read a manual, do research, etc., to work on their project if no staff help is available. Your manual is for those people. Other patrons will be unable to follow the steps or be unwilling to teach themselves. See the section Patron Interactions later in this chapter for help in dealing with patron behavior problems.

For my DML I created a handbook of tutorials that includes photos and screenshots to accompany the steps. At the end of each section is a list of further resources, which I handpicked from YouTube, Safari Books, and Lynda.com. A sample is included here to show how a tutorial is put together (figure 3.1).



	
Position


	
Duties


	
Library





	
Digital Media Services Student Employeea


	
• Serve as resource for other departments

• Assist with digital media projects

• Troubleshoot issues

• Assist with documentation and implementation


	
Loyola University Chicago





	
Library Technicianb


	
• Keep statistics

• Explore emerging technologies

• Develop instructional materials

• Assist with digital libraries and archives projects


	
University of Miami





	
Media Specialistc


	
• Plan, manage, and teach life cycle of media production

• Have working knowledge of advanced video and audio equipment

• Have knowledge of several skills, including storyboarding, directing, visual effects, animation (helpful)


	
University of Virginia





	
Digital Media Lab Strategistd


	
• Plan a content creation lab

• Seek feedback from customers

• Work with vendors to acquire equipment

• Provide strategies for expanding service in future


	
Markham Public Library





	
Technology Trainere


	
• Have overall responsibility of DML

• Act as the main spokesperson for the DML

• Be responsible for outreach within the community


	
Carson City Public Library






a. “Digital Media Services Student Employment Application Packet,” Loyola University Chicago, April 5, 2013, www.luc.edu/media/lucedu/digitalmedia/pdfs/jobapplication1314.pdf.

b. “Career Opportunities: Library Technician,” University of Miami, accessed May 30, 2014, http://um.hodesiq.com/job_detail.asp?JobID=4311112&user_id=.

c. “Media Specialist,” Vitae, Chronicle of Higher Education, Jan. 9, 2014, https://chroniclevitae.com/jobs/0000814549-01.

d. “Digital Media Lab Strategist,” code4lib jobs, May 24, 2014, http://jobs.code4lib.org/job/13201.

e. “Job Bulletin, Technology Trainer—Library,” Consolidated Municipality of Carson City, Nov. 4, 2013, http://agency.governmentjobs.com/carsoncity/job_bulletin.cfm?jobID=756577&sharedWindow=0.

Table 3.1 Duties from descriptions of a variety of DML positions

Patron Education

To teach yourself something takes a certain kind of self-starter. Libraries are great at providing resources for people to use to entertain and teach themselves. The DML is no different. While it is more likely that most patrons will look for some human assistance, you can also give patrons the DIY option.

YouTube

“More than 1 billion unique users visit YouTube each month.”1 YouTube has the largest audience of hosted video websites, thus making it the primary choice for people wanting to share their knowledge on a variety of topics. Anyone with a webcam can create how-to videos for free. There are three types of videos: with text only, with people doing voice-overs but not showing their faces, and with people looking straight into the camera as they talk about their subject. Often overlooked or discounted in favor of paid options, YouTube is a great place not only to learn everything about a topic but also to just look up tips and tricks.

Lynda.com

If you are looking for high-quality professional videos from experts, Lynda.com is worth the money. The company is friendly to libraries and offers a range of price schemes. There are entire courses on software, hardware, and subjects such as user experience and marketing. Recently, the company has expanded into areas such as interviews with experts in their fields.

The main difference between YouTube and Lynda.com, aside from cost, is that the Lynda.com courses are several hours in length while YouTube video creators often go for a tip per video. However, Lynda.com breaks the courses down into main topics with several videos exploring each topic, along with captions and transcriptions. Exercise files are available if your subscription plan allows it. Lynda.com is the choice for the serious student.

Safari Online Books

Like Lynda.com, Safari offers a range of plans and access to its online catalog of books. The benefits of a subscription:


• access to some new books as they are being written

• saving of shelf space by using e-books

• frequently updated collection



A library can choose a subscription level that grants access to a preselected collection of e-books available for that level of service. For an individual subscriber, the entire collection of technology books is available.


How to use the light kit

1. Remove the looped power cord from the side of the light kit stand as shown in photo 1.

2. Plug the lights into the wall outlets on either side of the room (next to the computer or underneath the whiteboard).

3. Press the long black button in which is underneath the silver “light shade” to turn on the light as shown in photo 2.

Warning: the lights get hot very fast so be careful to never touch the bulbs!

4. Keeping in mind the power cord, turn the light kit stands so that the silver side of the umbrella is facing the subject of your photo or video as shown in photo 3.

5. The light kit stands can be adjusted to different heights by turning the knobs along the stand.

6. When taking photos or video, the goal is to generally evenly light your subject using the three light kits. If you are going for more dramatic lighting, you may use fewer than three lights and adjust the height of the light kits as needed.

7. When done with the light kits, please turn the lights back off by pressing the black button again.

Additional Resources:

• Lynda.com: (please see the Help Desk for assistance)

• Fundamentals of Video: Cameras and Shooting: http://bit.ly/THDms3

• Safari Books Online: (please see the Help Desk for assistance)

• The Fundamentals of Photography: http://bit.ly/Rkgly7

• Mastering Digital Photography: http://bit.ly/Pg7yKx

• YouTube.com:

• Video Lighting Basics—Three point lighting: http://bit.ly/R4NWtr

• Video Production Basics: How to use Three-Point Lighting: http://bit.ly/Pg6O84

• How to Effectively Light Your Green Screen: http://bit.ly/NJfuA6
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Figure 3.1 Sample tutorial for how to use a light kit





Experts: Paid or Volunteer

Several libraries rely on workshops or one-on-one appointments to teach patrons how to best use the equipment in their DML. You do not need to hire an outside expert but can use a knowledgeable staff member instead. You can build partnerships with local organizations to help run workshops on special DML-related activities.

MOOCs

Next to everyone learning to code, massive open online courses (MOOCs) are the other hot thing in education. The idea here is that an instructor will set up an online class that is open to anyone who wants to enroll (though some classes limit enrollment). The course is usually composed of video lectures; some offer interactive quizzes, forums, and a way to submit your work. A course may run for an entire semester or for a few weeks. MOOCs are generally free, though providers and universities are experimenting with having students pay a fee to receive some sort of verified credit that they successfully completed the work.

While the educational effectiveness of MOOCs is debatable, they are another free option to add to your patron self-paced training arsenal. One thing to keep in mind, though, is that many MOOCs are open for only a limited amount of time. So a patron could not join a MOOC that ended last semester. However, others are open with no teacher support. Some of the more popular MOOC sites are listed below.


MOOC Sites

Canvas Network

https://www.canvas.net

Coursera

https://www.coursera.org

edX

https://www.edx.org

Future Learn

https://www.futurelearn.com



Policies and Liability

In surveying librarians about what they were most interested in learning about operating a DML, I found that everyone wanted to know how to protect the lab and its patrons. Your library should consider how to handle damage to library property, appropriate versus inappropriate usage of the lab, and patron injuries. There is no one-size-fits-all policy for any of these scenarios. The best prevention is to think ahead about what is outlined in your preexisting policies and what your board may or may not support and, if needed, get legal counsel as you draw up your policies and liability forms.

DML Policies

A policy covers how your room is to be used. It may cover how many people may use the DML at once, which activities are not allowed (e.g., just browsing the web), whether food and drinks are allowed, etc. The broader you keep the policy, the easier it will be to apply to a variety of situations. You can often rely on your behavior, technology, and Internet use policies when constructing guidelines for your DML.


Sample DML Policies

Appleton Public Library Policies

www.apl.org/about/policies

Park City Library: YouCreate Lab Policy

http://youcreate.parkcitylibrary.org/policies

Penn Libraries: Vitale Digital Media Lab Policies

http://wic.library.upenn.edu/​wicfacilities/​policies.html#lab



Liability Forms

Eventually someone may get injured in your DML. While this day is a dreaded one, you can try to warn people about dangers in the DML by having them read and sign a liability form. This form may not stand up if challenged in court, but it is proof that the person has acknowledged their responsibilities in using the DML. Likewise, the liability form lets the patron know that they are agreeing to pay any fees related to restoring or replacing equipment they break while in the room.


Sample Liability Forms

Frankfort Community Public Library: Policy for Use of Digi-Dock

http://fcpl.accs.net/digidockcontract.pdf

Skokie Public Library: Youth Digital Media Lab Permission Form

www.skokielibrary.info/s_kids/kd_surf/DML/DML-permission-form.pdf

Fayetteville Free Library Fab Lab Maker Agreement

http://fflib.org/​images/​pdfs/​fflfablabmakeragreement.pdf



Copyright

You cannot screen what people do in the DML or be held responsible for everything a patron does with the equipment. Along with your usual policies and liability form, you should consider how to handle copyright violations and piracy. Libraries generally cover these issues in a policy on Internet use. However, since users of the DML are going to be content creators, they should know the basics of copyright. For example, just because audio, images, sound, or text is available online does not mean that it is free for them to use in their projects. To help communicate copyright requirements to your patrons, consider a poster, a handout, or an explanation in a manual that stays in the room.

Piracy

People may torrent or download copyrighted materials to your computers. The downloading of protected materials may result in your library being served with a copyright violation notice. Check with your library board to see how violations of the Digital Millennium Copyright Act are handled.

Questions to Consider

The following questions were gathered by asking librarians on Facebook and Twitter about their concerns about running a DML. These questions give you some ideas on what to think about before opening your DML to patrons. Some of these questions were presented to the libraries surveyed; their answers appear in chapter 4.

Equipment


• Will you let people check things out? Your library should consider this question before ordering equipment. If you do allow checking out equipment, you can order an extra camcorder, lightbox, portable scanner, etc., for patrons. Items can be assigned to the DML as the location, and patrons can go there to pick up the items. If you require a liability waiver for other equipment, use a modified version of the same form to save yourself some work. Patrons will be thrilled if you allow them to have a mobile DML experience by taking the equipment home with them, but it is okay if you cannot afford to do so.

• How do you handle broken equipment? Let’s face it: any equipment handled by the public (or staff) may get broken. Your library board may require that patrons pay up or be banned from the library or DML for nonpayment. Or you may have flexibility for how you approach such situations. Factors to consider may include the cost, such as for lightbulbs, which were going to need replacement anyway. Also, was the damage done intentionally or not? As discussed in the Maintenance section in chapter 2, you need a plan for how to handle broken items. You can also have a statement in your liability form as to what a patron would be responsible for in case of an accident.

Remember, though, if something gets broken, keep calm. Your first priority is to ensure everyone’s safety, then to remove the damaged item. Refer back to your policy and liability form for what to do next.

• Do you allow dangerous tools in the DML? Your usual DML equipment should not pose any dangers other than how hot lightbulbs can get. If you decide to add something like X-Acto knives, Shannon Barniskis offers these suggestions from her experience of kids and soldering irons:

• Have a liability form.

• Have adequate supervision.

• Make sure each patron is fully trained in safety.2

• Will you let people drink or eat in the DML? The equipment in your DML may not be on the same replacement schedule as the other items in your library. Whether you allow food or drink in the room stems first from the entire library’s outlook on food and drink. If consuming things is permissible in your library, you may wish to consider it for your DML. Patrons will often be working hard at a station for hours, so a drink and a snack would be nice. If you decide to go that route, think about these considerations:

• smelly food

• greasy food

• food wrappers

• drinks—replaceable lids

• sticky drinks

• crumbs and other debris from eating



Patron Interactions


• Should people be allowed to run a commercial venture using tools from the DML? This question came from a patron of mine who wanted to edit his professional videos. I took this question back to my boss, who determined that while demand for the room was slow, it was not an issue. So the main issues here are answered in the following questions: Is a business owner monopolizing the DML? Is it fair to use public property like a DML to run a for-profit business? Along the same lines, does your library allow small businesses to work in other locations throughout the building? If so, as long as the DML is not being monopolized, there may not be a conflict of interest in how one business group is being treated versus another. As for the business being for profit, this issue is similar to whether your library grants meeting rooms to other business patrons. While ultimately the decision lies with your library, make sure that you are treating all groups equally in what services they may access.

• What do you do if someone is using the room all the time? The first step to preventing this issue is to look to your policy regarding the DML. Is there a daily time limit? A weekly limit? If not, go ahead and revise your policy to include one. Otherwise, you may face patrons who want to keep the DML to themselves. By thinking this through ahead of time, you will not be singling a person out but letting them know at the start about the time limits.

However, if you already have a DML and have this problematic patron behavior going on, you will run into a different issue. You can try to be nice and point out that they are monopolizing, but the patron may become angry and feel singled out. To combat those feelings, see the American Library Association Allied Professional Association (ALA-APA) article that says:

• Listen

• Breathe

• Pay attention

• Lower your voice

• Watch body language

• Call for backup3

You should not approach the patron until you have a changed policy in hand. As for what to do for that day, allow the patron to spend the rest of their time in the DML. Then let them know that next time they come in, they will be held to the new policy.

• How do you handle patrons who complain that their usage should have priority? This question stems from someone believing that their project is more important than another patron’s work. You may run into this priority issue when an adult is unhappy about a teen experimenting with the tools in the DML. You have to be firm. Everyone’s use of the DML is equal and valid as long as none of your policies are being broken. Ask the patron if they would like to go ahead and schedule the next available time slot or for tomorrow.

• What do I do if a patron wants me to do their work for them? It is unlikely that you have enough budget to assign a personal assistant for everyone who walks through the DML’s door. However, many patrons will expect a staff member to sit next to them the entire time. In order to stop that at the source, your staff members need to communicate up front that they are there to help, not to do the work for the patron. Make it clear that you will be nearby, but that you cannot sit next to them and watch them record their oral history if that is not within the scope of your DML. Some patrons may be unwilling to believe you, but please refer to the ALA-APA’s steps mentioned above in communicating with the unruly user.



Notes



1. “Statistics,” YouTube, accessed April 25, 2014, www.youtube.com/yt/press/statistics.html.




2. Shannon Barniskis, “FAQs: Dangerous Tools in the Library,” At the Same Time (blog), March 16, 2014, http://shannonbarniskis.com/2014/03/16/faqs-dangerous-tools-in-the-library.




3. Gina Martinez, “How to Deal with the Grumpy Patron,” Library Worklife: HR E-News for Today’s Leaders, August 2012, http://ala-apa.org/newsletter/2012/08/13/how-to-deal-with-the-grumpy-patron.






  
    
Chapter 4

Library Digital Media Lab Profiles


Abstract

Chapter 4 of Library Technology Reports (vol. 50, no. 6) “Digital Media Labs in Libraries” describes the digital media lab projects at five libraries: University of Wisconsin-Madison’s Design Lab; Studio 300 at the Fountaindale Public Library in Bolingbrook, IL; the Bubbler’s Media Lab at the Madison Public Library (WI); Studio I in the ImaginOn in Charlotte, NC; and Tulare County Teen Media Lab.



The following five libraries answered an eleven-question survey about their DMLs. These questions were curated from responses by librarians on various social networks about what they would like to know about DMLs. Theresa Cahill Agostinelli, a librarian, reviewed the survey before it was sent out as a Google Form.

DesignLab

The University of Wisconsin–Madison’s College Library hosts DesignLab, a “media lab and design consultancy” for students.1 The campus’s student population is 43,000 as of fall 2013.2 Jon McKenzie, the director of DesignLab, writes that the DML “complements other campus services by providing students with conceptual and aesthetic advice on media projects they produce for courses, student organizations, and professional development.”3 The beautiful design of the DML’s website adds trust in the authority of the consultants as experts in media and design. The DesignLab opened in 2012.


DesignLab

http://designlab.wisc.edu



Students go to the DesignLab to seek help in adding polish to their digital media projects. The consultant works with them for thirty-minute appointments. According to an interview with Channel3000, “McKenzie said he’s also very interested in using DesignLab to help students build portfolios and preparing them to think about how they could share the work and research they’ve done even after a class ends.”4 By creating professional portfolios using a variety of media formats, which DesignLab refers to as Smart Media, students are taught how to turn a paper into a photo essay, then share their work on the web for prospective employers. The six categories of Smart Media are


• Video/Multimedia

• Presentation

• e-Writing

• Imagery

• Audio

• Web5



Examples of student work created in DesignLab are available in the Smart Media Gallery.6

Funding

McKenzie writes that the university raised funds for DesignLab through “a means-tested tuition increase focused on improving undergraduate education.”7 This funding comes through as the Madison Initiative for Undergraduates. The original 2010 proposal describing DesignLab and its benefits to the campus is available online.8 The proposal also includes an estimated budget based upon the number of teacher assistants. The DML is open in the afternoons seven days a week.

Thanks to having a steady source of funding, DesignLab was able to create several new positions: a faculty director, a staff associate director, and nine teacher assistant design consultants. The nine consultants were hired from various programs across multiple colleges. Their skills include “art, communication, data visualization, design studies, educational media, graphic design, information studies, rhetoric and writing, and videography.”9

Marketing of DesignLab is done through traditional student outreach. This means through flyers and social media that students see around and through events on campus. Newer methods include digital kiosks, targeted e-mails, and the library’s Digital Salon exhibition. The Digital Salon is “an exhibition of new media projects.”10 While representing DesignLab at a school exhibition may not seem that new, the DML having guided many students toward success is a great way to market the consultants’ services.
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Figure 4.1 Studio 300 floor plan. Courtesy of Nagle Hartray Architecture.



Education

Staff

Since the teacher assistant design consultants come from a wide variety of professional backgrounds, they are already well equipped to help students. Further training is provided “in human-centered media design principles, smart media forms, software, consulting skills, and operational logistics,” writes McKenzie.11

Patrons

The library provides research-related workshops and hardware for students to check out. For basic technical instruction in software, the central information technology unit provides training. Students may bring their project to the DesignLab first to discuss it. Later, students may return to receive feedback on their work. Together, the library and DesignLab form a comprehensive educational plan for students to create their best portfolio.

Students are not the only users of DesignLab’s services. Instructors have access to a range of activities that can increase their understanding and usage of digital media in the classroom. Topics include


• how to evaluate digital media

• how to use Smart Media in class

• how to share students’ work online and through the Digital Salon



Equipment

The main asset in DesignLab is the human kind. Consultants help students plan, design, implement, and evaluate their digital media projects. To help students with this task, the consultants use iMacs. These computers are equipped with Final Cut Pro, video editing software; Adobe Creative Suite, which covers graphic design; and “other common media production software,” writes McKenzie.12

Policies

Only students of the university are allowed to use DesignLab to work on school-related projects as well as faculty learning how to integrate digital media into their curriculum. No outside partnerships or commercial ventures are allowed to use the DML’s services. Finally, McKenzie writes that training on copyright is done by the library. Its services “provide training, information, and other resources pertaining to intellectual property, copyright, fair use, and Creative Commons to our consultants and student clients.”13

Studio 300

The Fountaindale Public Library (FPL) in Bolingbrook, Illinois, lies about forty minutes west of Chicago. Jeffrey Fisher, Studio Services Manager, writes that its DML is an extension of the library’s mission because it teaches and enables patrons to use digital literacy skills.14 The 71,500 residents of Bolingbrook may access Studio 300, the library’s DML, “to curate, create, and share their stories.”15 While most libraries support the goals of introducing patrons to new technologies, FPL’s goal is to “help [patrons] become digital content creators and not just media consumers.”16 As one of the largest DMLs in the United States, Studio 300 has 6,800 square feet containing eleven rooms and workstations for printing 3-D objects and posters (see figure 4.1). Studio 300 opened in March 2013.

Funding

In 2011, the FPL’s new building was opened. The library’s board decided not to utilize the space on the lower level until the purpose of the area could be decided upon. When a DML was decided upon, the library used the remaining $3 million from the library’s building budget for construction. Thanks to this careful planning, Fisher was able to fill the DML with $600,000 worth of equipment.17

With such a large addition, a new department, Studio Services, was added to the library.

Studio 300 is staffed by seven people. The manager is a full-time position, while six assistants each work 25 hours per week. For his position, Fisher writes that the “Studio Services Manager requires extensive experience in digital media production, computer knowledge, and management experience.”18

In order to ensure that the eleven rooms are in frequent use, the library has invested in multiple avenues to keep educating the public about Studio 300. These campaigns are promoted across various platforms such as social media, billboards, and print materials. Partnerships with the community get word out about the resources through a variety of channels. For example, the DML participated in a small business expo. However, Fisher says the best publicity comes from word-of-mouth referrals.19 Patrons share their success stories with their friends and thus drive continuing interest in the space.

Education

Staff

Since FPL had the resources to hire talent, it sought people who were already knowledgeable about digital tools. For anyone who needed to brush up or pick up a new skill, access is provided to the video tutorials of Lynda.com. Aside from assisting patrons with their projects, DML staff members are also responsible for cross-training other library staff in how to use the DML for their projects. Thanks to this investment in a well-educated staff, patrons are able to concentrate on creating content, knowing that any pitfalls can be overcome with help from a subject expert.

Patrons

Before using the DML, patrons attend a mandatory orientation to become familiar with policies related to Studio 300. After the session, patrons may begin work. Complicated equipment such as the video production resources will require further training to ensure not only safety, but also better quality products. Some patrons may be able to use the equipment in the DML without any further interactions with staff. For those who do need assistance, classes, one-on-one tutorials, and library resources such as Lynda.com are also available.

Equipment

Six soundproof rooms make Studio 300 the recording studio of choice for local musicians. Each of the eleven rooms comes fully stocked to support a variety of activities. Sample projects include producing video and audio, creating e-books, and partnering with others locally or at a distance via the group collaboration rooms. The library places no limitations on commercial usage of the DML and, in fact, actively recruits local organizations to use the space because these community groups are “vital to our continued success.”20

Aside from special studios, over a dozen Mac computers are available for producing media. These computers are not available for general computing. However, the best resource for patrons is the DML’s staff. Each person is a subject specialist in digital content creation. Information about staff and equipment, a must-see photo tour, and more are available on Studio 300’s blog.


Studio 300 Blog

http://fplstudio300.wordpress.com



Policies

Patrons are required to fill out a waiver whenever they use the rooms or check out equipment. Fisher writes that this “reminds me of their responsibilities per our policies.”21 The mandatory orientation also includes information about copyright infringement. Patrons are expected to respect copyright and staff “will not provide assistance to patrons who blatantly attempt to circumvent copyright.”22 As a secondary reminder, notices are attached to any equipment that could be manipulated to get around copyright (e.g., analog-to-digital conversion). A full list of policies related to Studio 300 is available online.23

The Bubbler

If Web 2.0 was going social, the next wave of the Internet is going creative. The Bubbler’s Media Lab at Madison Public Library (MPL) in Wisconsin “is a free space to explore digital media production in the realms of stop motion animation, 3D world design, green screen video, audio design and graphic design.”24 Trent Miller, Library Program Coordinator, writes, “The goal of the Maker Lab is to promote use of the Public Library as a place to create content, instead of only consuming it.”25 This theme of creation, rather than just consumption, of content is seen in the mission of all DMLs.

However similar to other DMLs in goals, the Bubbler stands out in its focus on programming. Miller, along with his colleagues, envisioned a creative space where people could not only learn but also share their skills with others. The Bubbler programs show up throughout Madison in locations where teens hang out. For example, at the Goodman South Madison Branch Library, a portable animation program was started. Another program held at a branch library in fall 2012 included making cyanotypes, a nineteenth-century printing process.26

However, the home base of the Bubbler is located at the Central Library, where the DML is housed. Plenty of technology can be found in the Media Lab, including custom game design PCs built by staff.27 The Bubbler program and Media Lab were opened in 2012.

Funding

Like Studio 300, the Bubbler’s Media Lab was funded using money raised for the Central Library’s renovation project. The entire Bubbler program received a $25,000 grant in 2013 from the National Endowment for the Arts.28 As part of this grant, the library was required to raise another $25,000 to match the award. Additional funding for the Bubbler is provided through BMO Harris Bank.29

For the DML portion of the Bubbler, one full-time employee was hired. Nate Clark holds a “degree in media production and a professional background in video game production.”30 Volunteers are sought to help with drop-in hours and workshops. An ideal volunteer will also have experience in a digital media skill. Additionally, library practicum students may help as they learn about digital media in libraries.31

While the entire Bubbler program has a number of partners and experts helping lead programs, the Media Lab works with WYOU, a local public access channel. Through this collaboration, the DML is able “to coordinate special projects and some volunteers.”32

The Bubbler is so popular with locals that many patrons find their way to the DML thanks to word of mouth. Otherwise, the Media Lab relies on traditional web channels such as the main library website and social media accounts.

Education

Staff

Media Lab staff members are not required to demonstrate a set number of skills. However, the Media Lab does actively recruit staff who are knowledgeable in some aspect of digital media. The current skills of staff may be viewed on the Bubbler website at the Media Lab Weekly Schedule link below.


The Bubbler

http://madisonbubbler.org



Patrons

The Media Lab offers classes to patrons five days a week. Of the eight hours the DML is open each day, six hours are dedicated to drop-in Open Lab sessions. The remaining two hours are reserved for workshops or classes. For the January through May 2014 schedule, patrons could come in to talk to someone about game design, stop-motion, audio engineering, and camera techniques. Since most of the staff are volunteers, access to new skill sets are frequently introduced to the community as volunteers rotate on and off the schedule.

For the Bubbler program in general, emphasis is placed on a cross-generational approach to education. The library wants to find ways “for youth to learn from adults and vice versa.”33

MPL has also embraced a mobile style of outreach where the library goes out into the community at popular hangout locations. These short-term pop-up style events allow the library to engage the public where they naturally congregate and give the library an opportunity to increase digital literacy skills within its city. This mobile DML model can be embraced by other libraries that own portable equipment.

Equipment

The Media Lab supports both individual workstations and a group classroom setting. Aside from computers and a sound booth, animation tools are supplied using iPads and lightboxes. The software for animation is Stop Motion Studio (an iPad app) and iMovie. The game design computer hosts the Unreal Engine software. Additionally, a wide variety of camcorders can use the green screen or be mounted for users on the go. Miller writes that the most popular pieces of equipment are the “Stop Motion Animation Studios and the Digital Creation PCs.”34


Stop Motion Studio

https://itunes.apple.com/us/app/stop-motion-studio/id441651297?mt=8

Unreal Engine

https://www.unrealengine.com



Policies

Since the Media Lab is so teen-friendly and the space is continuously staffed, no liability forms are necessary. The only rule is that children under the age of thirteen must be accompanied by an adult. Likewise, since the Bubbler thrives on creative partnerships within the community, it places no limits on commercial ventures using the equipment. Copyright is discussed during classes, but otherwise is addressed only on a “case-by-case basis during open labs,” Miller writes.35 With this open environment, the Media Lab remains a popular and thriving location for the creative members of the Madison community.

Studio i

Studio i is located in the ImaginOn: Joe and Joan Martin Center in Charlotte, North Carolina. The DML opened in 2005, though the idea to build the center was conceived in 1997. ImaginOn is a collaborative effort between the Charlotte Mecklenburg Library and the Children’s Theatre of Charlotte.36 With this unique partnership, the organizations envision a mission “to bring stories to life.” Studio i supports this mission by providing equipment to create and capture stories.

The round room of the DML (see figure 4.2) is promoted toward teens who are “facilitators of the media” as opposed to staff.37 This focus on empowering teens to take control of their exploration of materials has led to an internship program. Teens are given “leadership opportunities and experience that they can take with them beyond high school.”38 Some of these students then go on to study in fields related to activities they worked on in their internship.

Aside from teens, Studio i also caters to families and tweens. Parents with children age eight and up are invited to use the space on family days. Tweens between the ages of eight and eleven may come on group visits. By providing a narrow focus on youth, Studio i provides a safe place for teens to build technical skills in a creative environment.

This survey was completed by Kelly Czarnecki, Technology Education Librarian, and Mary Kyle, Senior Library Services Specialist/Teen Services, at Charlotte Mecklenburg Library.

Funding

Since ImaginOn was dreamed up so many years in advance, Studio i was built at the same time as the rest of the building between 2003 and 2005. This was ahead of the curve for DMLs in library-related spaces: many DMLs in this report were built only in recent years. The original equipment was furnished “by a Technology Opportunities Program grant (TOP), and a North Carolina state grant for technology.”39 Later on, a sound booth was added using “gift funds and money from an honorarium for the creation of the CSLP 2007 Teen Summer Reading PSA.”40

Six library staff members supervise Studio i. These staff members usually work one to two shifts per week in addition to their normal duties. When field-trip tours come through, a library staff member will accompany the group. Staff members take turns with these patrons. Since the intern program has been such a success, a pair of teen interns are occasionally allowed to watch the room without library staff present. At this point in the internship, the teens are experienced and have shown themselves to be competent with patrons and the equipment.

As a joint venture, Studio i has multiple community partnerships. By working with local experts, teens and groups get to capitalize on the resources of the DML. Czarnecki and Kyle explain it best:


John Lemmon Films (www.jlf.com) is a local animation production studio. The owner of the company, John, helped design Studio i and has worked with ImaginOn since. He has spoken at state and national conferences including PLA about the DML and always sends educators our way when they inquire with him about animation or filmmaking.

The Children’s Theatre of Charlotte (CTC) (www.ctcharlotte.org) is the other organization that makes up what is ImaginOn, along with the Charlotte Mecklenburg Library. Students in acting classes use the Studio to record their audition segments. Teachers from CTC give workshops on public speaking or how to talk in front of a microphone for our radio podcast program. Tech engineers have held workshops to demonstrate lighting and sound effects. Equipment in the theatre is often used as a part of a production whether it be to create effects for shadow puppets or to add films as part of the show.

Charlotte Mecklenburg Schools (CMS) (www.cms.k12.nc.us/) is the public school system for the county. While all groups are certainly served including homeschoolers, charter schools, other organizations, or even out of town guests, the bulk of group visits come from CMS. Teachers share information with their students about the intern program as well as organize their class projects around using the Studio. One visit, a science teacher had her students record raps in the sound booth about the concepts they were learning in class!

Our Turn it Up Teen Radio (TIU) program is run out of Studio i. Our main partnerships for this program include WFAE, a local NPR affiliate, the Carolina School of Broadcasting (www.csbradiotv.edu/), and the Connecticut School of Broadcasting (www.gocsb.com). They give workshops each term on information such as interviewing on the radio, writing a segment, recording, and editing.41



New users often hear about the DML through word of mouth. These users in turn help create further awareness by creating videos, which are then uploaded to Studio i’s YouTube channel. Teens then share the videos with friends, who begin the cycle again of bringing new users to the DML. Additional marketing is done through other social media channels run by the library and through posters located throughout the library system. These posters highlight how Studio i can help a teen compete in a national contest.


[image: ]

Figure 4.2 Studio i floor plan. Image credit: ImaginOn and the Charlotte Mecklenburg Library.




Studio i YouTube channel

https://www.youtube.com/PLCMCteens



Education

Staff

Since the DML was part of ImaginOn from the beginning, the initial staff members were all hired for their technical knowledge. However, staff members have other duties as well, so no one is expected to be a subject specialist. The first class of employees went through a one-day workshop by animator and Studio i designer John Lemmon. Staff members hired later job-shadow other employees or even highly skilled teen interns. Manuals are provided throughout the space to help employees and patrons get up to speed on a particular piece of equipment.

In addition to having technical knowledge, a Studio i employee also needs great soft skills. These abilities include “giving participants ideas for what to do in front of the camera, helping teach others so that they can understand the hardware and software themselves, and being patient when something isn’t working the way it should.”42 Studio i’s model of requiring technical knowledge and strong soft skills would be a useful one for many libraries.

Patrons

Since the DML has no dedicated staff, patron assistance and training are usually done on the spot as needed. Basic help on how to get started and how to troubleshoot is available. Occasionally, special instructors will come in from around the community to do a workshop on a topic such as lighting equipment.

Teens who participate in the Our Turn It Up Teen Radio podcast program receive more training than general users. Aside from just technical knowledge, teens are also equipped with fundamentals related to audio programming. They are taught “how to speak while being recorded and how to interview someone.”43 Thanks to this additional support, the teen radio program continues to enjoy success.

Equipment

Teens love capturing their own stories. Using GarageBand, the teens record themselves rapping in the sound recording booth. In the other rooms, the teens film in front of the blue screen in the Pinnacle Studio. Meanwhile, materials used to create animated films range from paper to clay. A selection of teen animated films was made using markers on a whiteboard. These videos can be seen on Studio i’s YouTube channel.

Policies

Yet even creative teens sometimes push boundaries in their projects and need behavioral limits. These boundaries are generally related to what lyrics are appropriate to record and how many people can be in the sound booth at once. Teens check in with staff so they can be held accountable in case of damage to the equipment.

Discussions about respecting copyright comes up only as needed. Czarnecki and Kyle write, “We find it helps not to be overly protective of copyright infringement but at the same time not to pretend it doesn’t exist and that it can present very serious issues if it’s disregarded.”44 Teens are encouraged to follow copyright law and also think of how to address the limitations in their work.

As far as how Studio i can be used, commercial ventures are not allowed in the space. However, staff are open to looking at a proposal on a case-by-case basis. There was a time that someone withheld information that their project was for a commercial venture, but by the time of discovery, “The project was already underway.”45

Teen Media Lab

The county of Tulare, located in the lower central part of California, has very limited access to books and technology due to funding issues. A 2013 study by the Public Policy Institute of California, Californians and Information Technology, found that residents in the region that includes Tulare County have the least access to broadband in the state.46 Faythe Arredondo, the Teen Services Librarian of Tulare County Library, writes that this situation is “due in part to a higher than average poverty rate and scarcity of access points for more rural communities.”47 To compound the cycle of poverty, residents of Tulare have a high illiteracy rate.48

The library decided to focus on improving the futures of teens by applying for a LSTA grant to fund a DML for them. The DML would provide tools, technology, and the Internet—things which many teens had no prior way to access. In 2011, the library won a $28,000 LSTA grant for a program titled, “Teen Vooks: Exposing Teens to Tools for Digital Creativity” (vooks being a word for enhanced e-books).49 The program provided the funding to buy laptops, camcorders, and other digital tools.

The DML has been a runaway success. In the first six months, the number of teens accessing the equipment rose from 7 to 62 students for an increase of 886 percent.50 Since the usage of the DML is unstructured, teens feel real ownership of the equipment. They designed their own summer reading murder mystery program based on the game Clue.51 Then in 2013, the Teen Media Lab was recognized for excellence as a recipient of the California State Association of Counties (CSAC) Challenge Award.52

Funding

The LSTA grant won by the library provided nearly two years’ worth of support for the DML. In 2013, Arredondo applied for and received two more grants. One $15,000 grant was for an iPad Mini program so teens can document their lives in Tulare County. The other, from the Best Buy Foundation, was for $10,000 to add more equipment to the DML.53 The day-to-day funding to purchase ink and art supplies is provided by the library. Additionally, a MiFi was bought to bring WiFi access to the teens so they do not “have to compete with other library patrons for the Library’s WiFi,” Arredondo writes.54

Only one staff member, Arredondo, runs the DML. Her reference desk colleagues, she writes, “[support] the project by working the reference desk and freeing up the teen library staff to be off desk and run the program.”55 No other volunteers assist, though the summer reading program was created by the Teen Advisory Group (TAG). The teens that volunteer for TAG help plan some of the programs that are run using the DML’s equipment.

At this time, because the DML is funded by grants, there are no community partnerships. Marketing is done through the library’s marketing team. The DML appears as a program on the library’s event calendar. Arredondo notes, “It goes on hiatus at times like all library programming” when she is unavailable to staff it.56

Education

Staff

Jeff Scott, the Tulare County Librarian, notes that Arredondo “was already well-versed in digital creativity” when she was hired.57 Her skills helped her to research and evaluate equipment for the DML. The job description does not require a specific set of skills, though one would argue that ability to secure grant funding is needed since that is the lifeblood of the space.

Patron

The library is sensitive to the fact that teens may be touchy about their lack of digital skills. Therefore the library takes a hands-off approach and lets the teens use the equipment their way. Arredondo stresses the importance of allowing “teens to learn at their own pace and without judgment.”58 The teens understand the library’s approach, as student Gunner Santos says: “You really have that freedom to do what you’d like to do.”59 The flexibility of the environment is what led to creating their own summer reading program, “A Summer to Die For.”

Equipment

With the laid-back attitude of the library, teens are free to use the equipment in the DML for their own purposes. The equipment includes MacBook Pros, Photoshop, and Final Cut Pro. Teens use these tools to help with homework or work on TAG programs. When the DML is not being operated, teens are able to use the laptops for an after-school program called Study Hall. Creative uses include designing book covers, recording songs, and making book trailers. Teens are also welcome to browse the web since so many do not have access to the Internet at home.

Policies

In keeping with the library’s hands-off approach, there are no liability forms. As Arredondo says, “We trust the teens to be responsible.”60 However, since the library needs to apply for grant funding, photo release waivers need to be signed so the DML can be promoted.

Finally, copyright concerns were addressed with the teens when the DML first started. Teens were taught how to access copyright-free and Creative Commons materials, which they can use for free in their projects. This action has taught the teens how to be respectful members of the digital community.
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