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Introduction 
Library makerspaces are typically viewed as a service aimed 
at and used by patrons; however, librarians and library staff 
themselves are also important users of makerspaces. This 
poster explores how makerspace projects created internally by 
library employees can be used to market the library and its 
services, as well as build connections within the library and 
across campus. 

Library Employees as Makerspace Users 
Considering library staff as essential users benefits the library 
makerspace in a number of important ways. Internal use of 
the makerspace adds value and helps develop a culture of 
making throughout the library: an important factor for long-
term success of an institutional makerspace. Developing and 
presenting to patrons projects intended to promote offerings, 
events, and values helps advertise the makerspace at the same 
time as other library units and services. Additionally, 
marketing through makerspace projects allows libraries to 
move beyond and enhance traditional promotional efforts 
while taking advantage of the makerspace’s potential for 
patron engagement. Finally, internal makerspace marketing 
projects can bring together isolated library units, or may help 
connect the library with other campus units. 

Examples of Makerspace Marketing Projects 
Along with outlining the concepts of library employees as 
makerspace users and makerspace projects being used to 
market library services, this poster will present a number of 
real examples of these projects completed at SUNY Oswego, 
as well as lessons learned through the process. 

A. Template Bookmarks 
The library makerspace collaborated with the college’s 
Creative Writing Department for a Banned Books Week 
event, during which staff hosted a custom bookmarks station. 
Patrons were able to take photos in front of a custom-built 
backdrop and be digitally inserted into pre-created bookmark 
templates, which were then printed and given out. The project 
educated patrons about Banned Books Week, built 
connections between the library and the Creative Writing 
department, and emphasized the library’s overall values of 
intellectual freedom and condemning censorship. 

B. Photo Booth and Backdrop 
A constantly-evolving photo booth project has served a 
number of different purposes and has been present at various 

library events since its initial creation. The project began as a 
wooden frame where patrons could stand and an enclosure for 
an iPad built to resemble an antique camera on a tripod. Over 
time, the enclosure has been replaced by a new enclosure 
created to hold a smaller device, such as a smart phone or iPod 
Touch, and resembling an old Polaroid instant camera. 
Further iterations have incorporated Xbox Kinect and 
Raspberry Pi technology to improve the photo booth’s 
functionality and to introduce features such as digitally 
projecting patrons into different background images. The 
aesthetics of the backdrop have also been updated with each 
subsequent use. The photo booth has been used to enhance 
various library events, introduce patrons to the library, help 
patrons celebrate the library’s anniversary and history, and 
promote content from the library’s Special 
Collections/Archives. In its various iterations, this project 
helped bring together the library’s makerspace with the 
library’s Special Collections, Access Services student 
workers, and the First Year Experience librarian in 
meaningful ways. 

C. “Magic” Radio Recordings 
Librarians worked in the makerspace to transform an old, 
vintage radio into a project to make patrons more aware of the 
library’s Special Collections and its holdings. Rewiring and 
the addition of an Arduino allowed the radio to play clips from 
local history audio recordings available in the library’s 
archives. Patrons were able to approach the radio and push a 
button of their choice, which caused the radio dials to spin and 
“tune in” to a specific linked audio clip. The radio was 
displayed alongside additional props to create an overall 
aesthetic and increase engagement. As with the photo booth 
project, the “Magic” Radio helped build connections between 
the makerspace and Special Collections.  

D. Library Services Scavenger Hunt 
As part of the library’s 50th Anniversary Celebration, 
librarians used the makerspace to develop a seven-station 
scavenger hunt incorporating a number of different projects. 
Some stations required patrons to input a number they had 
received from the previous station in order to access the next 
clue; two examples were a locked book programmed to open 
only when the correct code was input on a number pad, and 
an old desktop phone modified to play a specific recording in 
response to a special code being dialed. Other stations were 
less heavy on technology, such as a repurposed card catalog, 
or a very simple bot chat created with an online tool. Patrons 



      
 

were introduced to the scavenger hunt with a repurposed 
clock modified to react and present a message on an LCD 
screen in response to specific numbers on its face being 
pressed. 
The scavenger hunt was themed around the past and present 
of library services, in order to match the concept of the event. 
Proceeding through the different stations, patrons could learn 
about current library services, as well as how similar services 
functioned in decades past. The project helped to celebrate the 
library, educate patrons, and tie together a number of separate 
library services, while also engaging and entertaining 
participants.  

Conclusion 
Makerspace facilitators and enthusiasts in the library field 
often share ideas for events aimed at and projects to be created 
by patrons who visit the library makerspace. Recognizing 
librarians and library staff as important makerspace users is a 
more unique and less-discussed approach. Additionally, as 
libraries continually look for ways to raise awareness of their 
missions, services, and resources, they should not overlook 
the makerspace as a useful marketing tool. Internally 
designing and creating makerspace projects can benefit the 
library in many ways and can help the library build essential 
partnerships among its internal units and across campus.   


