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P r e f a c e

What does it mean to be technology literate in today’s world? It is more 
than just understanding how to perform a Google search for a new 

apple pie recipe. Technology-literate citizens of the world are able to adapt 
quickly to changes. They are critical thinkers who explore creative uses of 
technology devices. Those who are technology literate do not have an innate 
fear of new devices; they are comfortable with failure and confident in try-
ing new things. Technology-literate people no longer view new technology 
as magic; they understand how things work and know how to find answers 
when they face stumbling blocks. All of these factors lead to a citizenry that 
is excited about learning new technology and finding ways of integrating it 
into their everyday lives.

The twenty-first century has ushered in an era of integrated technology 
lifestyles. We live in a world where 77 percent of Americans have a smart-
phone in their pockets and 95 percent have a cellphone of some kind.1 We are 
connected to the global community in an unprecedented way. Technology 
now touches every part of our lives, whether we have embraced it or not. For 
many of us, our screens are the first thing we touch in the morning and the 
last thing we interact with before going to sleep. Technological devices are 
deeply embedded in our lives but are also in a constant state of flux. Every 
day a new update comes out, a new device is announced, and we all struggle 
to adapt to this quickly changing environment.

This rapid change creates excitement in many and anxiety in others. 
Technology has opened up a myriad of doors, unlocking access to nearly the 
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entirety of human knowledge. Yet, it has also created barriers for those who 
are not in the know. Those who do not have the means or knowledge to keep 
up with the latest tech trends may find themselves quickly being left behind. 
Libraries have unlocked an opportunity to continue their work as the great 
equalizers of society by bringing technology literacy into their traditional 
programming repertoire.

Being technology literate is a critical part of successful living today. Many 
people experience a great deal of fear around technology, and this includes 
library staff. We are fearful of breaking something expensive, of embarrass-
ing ourselves when what we’re trying to do doesn’t work, of being unable 
to teach others how to use the technology themselves. Such fears are com-
pounded when we consider bringing technology outside the library’s walls.

Although these are valid fears, they are ones we can overcome. Once we 
discover the technology needs of our communities, we can reframe how we 
approach teaching technology literacy. We begin by understanding that we 
are not teaching the technology itself. Instead, we are teaching critical think-
ing; technology is simply the tool we use to teach this process. Additionally, 
we are using the library’s resources to give people exposure to technology 
they may not be able to afford at home. This brings people into the con-
nected world; they can put their hands on something they heard about in 
the news instead of just seeing it as another stumbling block to overcome.

Many libraries across the country have seen the need to develop tech-
nology literacy programming in their buildings. Libraries are building mak-
erspaces, teaching coding, and hosting e-reader trainings. The people who 
come into the library seeking access to technology are gaining it! Yet, with 
so much fear surrounding technology, many are reluctant to seek help. Some 
people may not even feel comfortable in the library and so are not likely to 
visit, much less consider coming in for a program on a topic they know noth-
ing about or even see a need for in their day-to-day lives. In-library programs 
can reach only the people who choose to come into the library.

Such limited audiences and the common fears surrounding technology 
present a unique opportunity for libraries. Librarians can now mix tradi-
tional outreach models with the technology programming we are already 
perfecting. By blending these services we can reach people in the spaces 
where they feel comfortable, such as churches or laundromats, parks or 
senior centers. By adopting technology outreach as a standard practice, we 
remove barriers to access. People will be more comfortable working with 
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unfamiliar technology tools when they are in familiar spaces, and when they 
have permission to fail.

I designed this book to give you the tools you need to create strong 
technology-based outreach programming. We’ll begin with an exploration of 
outreach basics and the specific needs that come with adding technology to 
your outreach. Then, we’ll look at human-centered design thinking through 
exercises that will teach you how to get to know your community and how to 
design outreach programs that keep people front and center. The tools that 
I present through these exercises will help to ease the technology fears your 
staff may feel, giving them a safe place to fail successfully. Last, we’ll look 
at some real-world case studies of technology outreach programs from my 
work as Innovations Manager at the San José Public Library.

Reaching beyond the walls of our libraries is critical because our most 
at-need populations are often those who do not have access to our library 
buildings. This is especially true in rural locations or in areas with limited 
services. We have to meet people where they are. Libraries provide the plat-
form that enables us to connect people to technology and to teach them 
critical thinking and creative problem solving. When we alleviate our fears 
about combining technology and outreach, doors will open to a whole new 
world of programming options. It is my hope that this book will help you to 
connect with your community in new ways, to approach solving problems 
with new tools, and to reach new populations through technology.

NOTE

1. “Mobile Fact Sheet,” Pew Research Center, “Internet and Technology,” February 5, 
2018, www.pewinternet.org/fact-sheet/mobile.
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1
Bridging the Digital Divide

For generations, librarians have been the gatekeepers to knowledge. They 
have preserved history in the tombs of texts, unlocking passages for 

those who entered through their doors. Information was not always imme-
diately accessible in your pocket like it is today. Instead, if you wanted to 
tap into the knowledge of the world, you had to venture down to the local 
library, tiptoe your way through endless stacks of books, and spend hours 
getting lost in microfiche. The library held all of the information within its 
materials, and the librarians were there to instruct you on how to access it 
all. Their combined mission was to serve information needs—to teach lit-
eracy.

TRADITION IN LITERACY INSTRUCTION

Although walking into a modern-day library may feel very different from 
entering the charming rooms locked away in your memory, the library’s mis-
sion remains the same: literacy. When we get to the core of what a public 
library is for, we always return to literacy. One of the library’s roles in our 
society is to teach people the skills needed to be competent in a certain area, 
to possess knowledge. The library exists to create informed citizens who can 
be their best possible selves and also be engaged in the democracy of their 
communities. In today’s world, libraries are looking at literacy through a 
new lens. 
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2 CHAPTER 1

A librarian’s job used to be primarily about reading literacy. Beginning 
with young children, a librarian’s work revolved around teaching people 
how to unlock the information held within the texts that lined the library 
walls. The librarian taught search strategies, how to evaluate sources, and 
critical-thinking skills. Without the Internet, there were limited pathways 
to accessing knowledge. The library was the place you would go to gain 
the skills and knowledge needed to interact with the world around you. 
Today’s librarians still do all these things, but they now have additional 
literacies to teach.

With the advent of the Internet and the explosion of technology, people 
began finding their information in new ways; they explored and interacted 
with the world differently from how they had in the past. Large segments of 
the population are now connected to the Internet in some fashion (e.g., via 
broadband or mobile phone service). According to the Pew Research Center, 
“Adoption rates are only one component of the digital divide, however. A 
person’s comfort level with technology and the rate in which they use the 
internet at work and in their everyday lives also varies by income group.”1 
Even as more people become connected, those at lower socioeconomic lev-
els still struggle with adoption.

Libraries, being the great equalizer, jumped at the opportunity to level 
the playing field in the quest for knowledge and were some of the first places 
to offer the public free access to computers and later the Internet. With 
these new technological tools, librarians found themselves needing to teach 
people how to unlock the knowledge trapped behind a screen.

ACCESS AND KNOWLEDGE

Libraries may be the only place where some people are able to access tech-
nology. However, equality of access cannot happen if people are unfamil-
iar with how the technology works in the first place. Our responsibility as 
librarians is to put together programming and resources that assist people 
in learning these technologies. We have to go beyond just basic computer 
classes and simply teaching patrons how to use a device. Instead, we are 
charged with assisting people in becoming critical thinkers so they can adapt 
quickly when technology changes. Today’s world is complicated, and navi-
gating through it can be frustrating and overwhelming for many. Some will 
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become overwhelmed by their frustration, choosing not to adapt at all and 
setting themselves up to be left behind.

With an ever-changing technology landscape, what can we do to ensure 
no one in our society is left behind? How can we ensure that those people in 
our communities who are afraid of adopting technology, or who don’t have 
access to it, can gain the skills needed to participate fully as twenty-first-cen-
tury citizens? Although we may have the latest and greatest technology 
residing within the walls of our libraries, it can serve only those who walk 
through our doors.

In 2016, the Pew Research Center found that 29 percent of the lowest 
adopters of technology, those living in households making $30,000 or less 
a year, have never visited a library; yet, 80 percent of respondents said they 
felt the library had great value and should offer programs to teach people 
digital skills.2 The great news is that many libraries across the United States 
already do this, from computer classes to coding workshops. Still, with 
nearly all these offerings happening within the physical library space, those 
29 percent of low technology adopters who do not visit the library are being 
left behind. Even the majority of library visitors are not participating in tech-
nology-based programming; only 27 percent of patrons attended a library 
program in 2016.3 We need to discover a new way of providing access to 
technology and technology training in order to reach all our citizens who 
are in need.

FEAR OF TECHNOLOGY

One of the primary reasons people avoid technology is fear. This fear keeps 
many people from even connecting to the Internet and becomes stronger in 
the face of emerging high-tech tools. Such strong feelings of apprehension 
based on a perceived threat may cause people to feel too embarrassed to 
come into a library to ask for help.

Although it may be easy for most of us to think of a library as a safe 
and welcoming place, the library can be intimidating for those who do not 
understand how it works or what it has to offer. On top of that, there is a 
psychological cost to asking for help. People may feel uncomfortable seeking 
help, either because they think they might be bothering someone or because 
they are afraid of being seen as incompetent.4 Lots of people experience fear 
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surrounding technology—fear of the unknown, of failing, of looking like a 
fool. Such fears are compounded when people are faced with learning some-
thing new in an unfamiliar, public space.

In 2015, Chapman University released its Survey of American Fears. 
The top three fears concerned technology. Christopher Bader, a professor of 
sociology at the university, explains: 

People tend to express the highest level of fear for things they’re dependent on 
but that they don’t have any control over, and that’s almost the perfect defini-
tion of technology. You can no longer make it in society without using technol-
ogy you don’t understand to buy things at a store, to talk to other people, to 
conduct business. People are increasingly dependent, but they don’t have any 
idea how these things actually work.5

If people need to interact with technology in order to navigate in this world 
but are too fearful to adopt the technology or learn how to use it, then we 
are faced with a major inequality within our society. Many technologies, and 
primarily the Internet, are our main sources for information gathering. We 
have to ensure that all of our residents know how to safely and confidently 
navigate through the high-tech world we are living in. One way we can do 
this is to go into the streets, meeting people where they already feel com-
fortable gathering. 

BRINGING TECHNOLOGY INTO THE STREETS

Outreach is nothing new to libraries. Public libraries have acted as bridges 
out into communities for nearly as long as they have been active. In 1905, 
Mary Titcomb became the first to introduce the bookmobile to her commu-
nity in the United States.6 Titcomb identified a need for access to books in 
the remote rural areas of Washington County, Maryland. She was awarded a 
Carnegie grant of $2,500 that she used to create the nation’s first outreach 
service. Since then, librarians all around the world have been seeking new 
ways to go beyond the walls of their libraries to serve people directly in the 
community.

Traditionally, library outreach has taken a few different forms, with the 
main purpose being to promote library services, not to deliver those services 
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directly. Many of you will be familiar with this standard awareness-based 
type of outreach: Your library sends a librarian, you, to a community event or 
meeting to man a table that is stocked with leaflets and fliers about services 
and events back at the library. This style of outreach is all about marketing. 
Your job is to raise awareness about what the library is doing within its walls 
or through its website. Sometimes a small activity may also take place at the 
booth as a means to lure people in for a longer discussion about what the 
library has to offer.

Many libraries are taking this style of outreach one step further by set-
ting up laptops and Wi-Fi hot spots in order to sign up people for library 
cards. This transforms an awareness-based outreach model into a ser-
vice-based outreach model. These are some of the other common outreach 
programs that fall into this category:

 › Storytimes
 › Library instruction
 › Bookmobiles
 › Homebound delivery

One of the newest types of service-based outreach uses technology. Tradi-
tional bookmobiles are being converted into computer labs or technology 
filled buses. Librarians are teaching patrons how to use e-readers and check 
out e-books in addition to the standard library database instruction. This 
movement into technology-based outreach is what we’ll be covering in this 
book. It can be the most intimidating type of outreach, but also the most 
rewarding.

Leaving the library to do outreach always presents a whole new set of 
challenges. Adding technology brings in an extra level of complexity. You 
might not even know where to begin beyond knowing that you want to offer 
some sort of technology-based outreach. That’s okay! We’ll begin in the next 
chapter by learning about the fundamentals that you will need to create suc-
cessful technology-based outreach programs.

NOTES

1. Monica Anderson, “Digital Divide Persists Even as Lower-Income Americans Make 
Gains in Tech Adoption,” Pew Research Center, “Fact Tank,” March 22, 2017,   
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www.pewresearch.org/fact-tank/2017/03/22/digital-divide-persists-even-as-lower 
-income-americans-make-gains-in-tech-adoption.

2. John B. Horrigan, “Libraries 2016,” Pew Research Center, “Internet and 
Technology,” September 9, 2016, www.pewinternet.org/2016/09/09/libraries-2016.

3. Ibid., under “2. Library Usage and Engagement.”
4. Bella M. Depaulo and Jeffrey D. Fisher, “The Costs of Asking for Help,”  

Basic and Applied Social Psychology 1 (March 1980): 23–35.
5. Cited in Cari Romm, “Americans Are More Afraid of Robots Than Death,”  

The Atlantic, October 16, 2015, www.theatlantic.com/technology/archive/2015/10/
americans-are-more-afraid-of-robots-than-death/410929.

6. Nancy Smiler Levison, “Takin’ It to the Streets: The History of the Book Wagon,” 
Library Journal 116 (May 1991): 43–45.
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See also brainstorming

IDEO
Design Thinking for Libraries: A Toolkit 

for Patron-Centered Design, 29
design thinking movement and, 27
design thinking tools from, 34

“If . . . , then . . .” statements, 80
impacts, 80–81, 82
incentives, 52–53
indicators, 79–80
indirect stakeholders, 47, 95
Innovating for People: Handbook of 

Human-Centered Design Methods 
(LUMA Institute), 29

inputs
definition of, 79
evaluation of outreach program, 78
from stakeholders, 47

insights
from community for Maker[Space]

Ship program, 139
how do you gain insights from 

stakeholders? exercise, 49–59
review of feedback from 

stakeholders, 98–100
from stakeholders, 95–98
from stakeholders, process 

of gaining, 95–98
Instructables, 165
instructions, for survey, 83
Internet

fear of technology and, 3–4
literacy instruction and, 2
outreach site choice and, 18

interviewer
review of notes, 59
steps for interview with stakeholders, 51–53

interviews
for gaining insights from 

stakeholders, 96–98
review of feedback from 

stakeholders, 98–100
supplies/setup/steps of, 50–53

iPads, 156–163
iteration, 162–163

J
journalism, 112–113

K
Kelley, David, 27
Kindle, 156–163
Knight Foundation, 125
knowledge, 2–3

L
laptops

for pop-up mobile makerspaces 
program, 133

for video making at skate park 
program, 121–122

laundromat laptop outreach
cover story mockup, 113
decision-making about, 104, 106
evaluation of, 116–117
pilot program, 114–115
rapid prototyping, 111–112
Rose, Thorn, Bud exercise for, 107–109
storyboarding, 109–111

learning outcomes, 28
See also outcomes

lessons learned
from e-book/seniors outreach 

program, 162–163
from Maker[Space]Ship program, 154–156
from pop-up mobile makerspaces 

program, 135–137
from simple circuits program, 169–171

alastore.ala.org



182 INDEX

lessons learned (cont.)
from video making at skate 

park program, 123–125
librarians

design thinking and, 33–34
fear of failure, facing, 22–23
library outreach for technology, 4–5
literacy instruction, tradition in, 1–2
outreach as intimidating prospect, 8
technology, access/knowledge about, 2–3
technology literacy, teaching, x–xi

library
design thinking for, 33–34
design thinking mind-set and, 27–29
human-centered design, tools for, 29
literacy instruction, tradition in, 1–2
mission, outreach program 

alignment with, 8
technology literacy programming of,  

x–xi
technology-based outreach, need for, 7–8

literacy instruction, 1–2
location

for e-books/seniors outreach 
program, 160–161

for interviews with stakeholders,  
96–97

for Maker[Space]Ship program, 
142–143, 146, 149, 150

for outreach, decision about, 126
outreach sites, choosing, 13–14
for pop-up mobile makerspaces 

program, 127, 132–133
for video making at skate park 

program, 120, 124–125
visiting site before outreach, 169–170
See also outreach sites

logic models
description of, 80
logic model worksheet, 81
sections of, 80, 82

logistics, for Maker[Space]Ship 
program, 145–146

LUMA Institute
design thinking tools from, 34
Innovating for People: Handbook of 

Human-Centered Design Methods, 29

M
MacCreaigh, Erica, 140
Madison Public Library’s Teen 

Bubbler program, 85–86
magazine, 75–76
maintenance, of Maker[Space]Ship, 153–154
Maker[Space]Ship

building program, 139–146
challenges of, 150–154
creative thinking in design process for, 32
getting started, 138–139
idea for, 137–138
lessons learned, 154–156
outreach specifics, 146–150
Scribble Bot Challenge, 147–149
simple circuits program for, 163–171
Technology Tear Down program, 151–153

Maker[Space]Ship outreach schedule, 144
makerspaces

See mobile makerspace; pop-up mobile 
makerspaces outreach program

marketing
for e-books/seniors outreach program, 159
fliers, making your own, 132
of pop-up mobile makerspaces 

program, 130–131
meeting

aspirations/barriers, 
identification of, 90–92

meeting schedule for planning, 41
for review of feedback from 

stakeholders, 99
teen meetings for Maker[Space]

Ship program, 139
metrics

for decision matrix, 68
for logic model, 80

mind maps
for brainstorming solutions 

to problem, 101–102
supplies/setup/steps of, 63–64

mind-set, of design thinking, 27–29
Mini Maker Faire, 133
mission statement

for Maker[Space]Ship program, 146
outreach program alignment with, 8
for service model development, 156
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Mobile Laboratory Coalition, 156
mobile makerspace

“How might we . . . ?” question about, 44–45
Maker[Space]Ship, 32, 137–156
San José Public Library 

design workshop, 59
See also pop-up mobile makerspaces 

outreach program
mobility, 135–136
Moggridge, Bill, 27
money

design thinking for libraries and, 34
paying for outreach program, 22
pilot outreach program and, 115

N
needs assessment, 8–12
neighborhood assessment

demographic tools for, 13
guidance for, 8, 12
information in, 14
sample of, 9–11
technology purchases and, 20–21

Norwegian Iron and Metal Workers 
Union, 26–27

note taker
for cover story mockup exercise, 76
function of, 51
meeting with after interview, 53
for rapid prototyping exercise, 73
review of notes, 59

Nuttall, Mike, 27
Nygaard, Kristen, 26–27

O
observation, of stakeholders, 55–56
On the Road with Outreach (Dilger-

Hill and MacCreaigh), 140
outcomes

core indicators for evaluation 
of program, 79–80

in cover story mockup, 113
evaluation of outreach program, 116–117
logic models for evaluation 

of outreach, 80–82

for Maker[Space]Ship program, 140
measurement of, 78
as metric for logic model, 80–81
outcomes tracking worksheet, 78
surveys driven by, 82–83

outputs
definition of, 79
evaluation of outreach program, 78, 116–117
as metric for logic model, 80–81, 82

outreach
community conversations, 12–13
evaluation of, 116–117
evaluation of outreach program, 77–82
library outreach for technology, 4–5
library’s mission, alignment with, 8
neighborhood assessment, 8–12
partners for, finding, 13–14
partnership questionnaire, 15
pilot program, 76–77
for pop-up mobile makerspaces 

program, 128
prototypes, turning into outreach 

programs, 114–116
services, need for, 7–8
for teaching technology, x–xi
See also case studies; technology-

based outreach; planning
outreach program template, 141
outreach sites

choosing, 13–14
technology tools, choice of, 21
for technology-based outreach, 

choosing, 17–20
See also location

P
Pacific Library Partnership, 138
paper circuits, 137
paper survey, 54–55
Parking Day event, 133
Parks, Recreation, and Neighborhood 

Services Department, 154
partnership

expert volunteers for outreach 
programs, 149

finding partners, 13–14
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partnership (cont.)
for Maker[Space]Ship 

program, 142–143, 154
questionnaire, 15

passive observation, 56
Pearl Avenue Branch, San José 

Public Library, 9–11
people

design thinking mind-set and, 27–29
human-centered design, tools for, 29
putting people first, 29–30
See also community; design 

thinking; stakeholders
permitting, for pop-up events, 127
petting zoo events, for e-readers, 157
Pew Research Center

on digital divide, 2
on low technology adopters, 3

photos
of outreach program, 85
of pop-up mobile makerspaces 

program, 133
physical space, 18
pilot program

description of, 76
for Maker[Space]Ship program, 140
questions for, 76–77
at San José Public Library, 114–116
for trying out new ideas, 30

planning
fear of failure, facing, 22–23
meeting schedule for planning, 41
outreach sites, choosing, 17–20
paying for outreach program, 22
purchasing technology, 20–22
See also technology-based 

outreach, planning
pop-up mobile makerspaces outreach 

 program
building program, 126–132
challenges, 133–135
getting started, 126
idea for, 125
lessons learned, 135–137
outreach specifics, 132–133

power, 18
privacy, of survey, 85

problem statement
defining for problem-solving, 44–46
development of, 92–94
for e-books/seniors outreach program,  

158
for Maker[Space]Ship program,  

140
problem-solving

brainstorming solutions to 
problem, 101–104

design thinking as alternative to 
traditional approach, 25–26

design thinking, history of, 26–27
design thinking mind-set, 27–29
how can you try out solutions to 

your problem? exercise, 71–76
problem, identification of in 

design process, 92–94
what problem are you trying to 

solve? exercise, 43–46
program length, 18–19
program template, sample of, 141
promotional fliers, 130–131
prototypes

how do you decide which solutions 
to prototype? 67–69

for Maker[Space]Ship program, 140
for testing solution, 108
turning into real-world outreach 

programs, 76–77, 114–116
prototyping

act it out exercise, 73–74
brainstorming solutions and, 61–62
cover story mockup, 74–76, 112–113
decision matrix, 68–69
description of, 71–72
of Maker[Space]Ship program, 150
in pop-up mobile makerspaces 

program, 125, 128
prototyping solutions, 109–113
rapid prototyping, 111–112
rapid prototyping exercise, 72–73
rapid voting, 67–68
solutions to prototype, decision 

about, 104–106
storyboarding, 109–111
for trying out new ideas, 30
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Q
questionnaire, partnership, 14, 15
questions

for feedback board, 57
for identification of constraints, 37–38
for interviews with stakeholders, 

50, 52, 97–98
for pilot outreach program, 76–77
for pilot stage, 115
for pop-up mobile makerspaces 

program, 128
for review of feedback from 

stakeholders, 60
for surveys, 54–55, 83–85

R
RAFT (Resource Area for Teaching), 166
rapid prototyping exercise

process of, 111–112
supplies/setup/steps of, 72–73

Rapid Voting exercise
for creative matrix consensus, 65
for deciding which solutions 

to prototype, 105, 106
supplies/setup/steps of, 67–68

ReadablePro, 83
reading level, 83
reading literacy, 2
repeatability, of outreach program, 19–20
Resource Area for Teaching (RAFT), 166
resources, 80–81
review, of feedback from stakeholders, 

59–62, 98–100
Rose, Thorn, Bud exercise

description of, 69–70
honing in on specifics with, 42
for preparation of challenges, 134
supplies/setup/steps of, 70–71
use of, 106–109

rules, of brainstorming, 36–37

S
samples

outreach program template, 141
program survey, 84

San José Public Library
creative thinking example at, 32
design workshop at, 59
e-books/seniors, 156–163
Maker[Space]Ship, 137–156
mission statement of, 8
neighborhood assessment sample, 9–11
pilot outreach program, 114–116
pop-up mobile makerspaces, 125–137
simple circuits at middle school, 163–171
video making at skate park, 119–125

San José Repertory Plaza, San 
José, CA, 127, 132–133

San Pedro Square Farmers Market, 
San José, CA, 127, 132–133

Scandinavia, cooperative design in, 26–27
schedule

Maker[Space]Ship outreach 
schedule, 143, 144

meeting schedule for planning, 41
science, technology, engineering, arts, 

mathematics (STEAM) skills, 137–138
Scribble Bot Challenge, 147–149
scribble bots, 163
senior community

challenges of outreach program at, 161–162
lessons learned from outreach 

program at, 162–163
as location for seniors/e-books 

outreach program, 157, 158
outreach specifics for e-books/

seniors program, 160–161
seniors

See e-books/seniors outreach program
service model, 155–156
service-based outreach model, 5
show-and-tell program, 19
simple circuits at middle school 

outreach program
building program, 164–166
challenges of, 169
getting started, 163–164
introduction to, 163
lessons learned, 169–171
outreach specifics, 166–169

sites
See location; outreach sites
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skate park
See video making at skate park 

outreach program
skill level, of participants, 161
social media, 130
solar generator, 132, 135
solutions

act it out exercise, 73–74
brainstorming solutions to 

problem, 101–104
cover story mockup, 112–113
how can you try out solutions to 

your problem? exercise, 71–76
how do you brainstorm solutions? 

exercise, 62–66
how do you decide which solutions 

to prototype? 67–69
problem statement and, 93
prototyping solutions, 109–113
rapid prototyping, 111–112
setting aside, 34–35
solutions to prototype, decision 

about, 104–106
storyboarding, 109–111
See also prototyping

space, 169–171
SparkTruck project team, 163, 164–165
staff

humor for working with 
technology, 154–155

for Maker[Space]Ship, 138–139, 146, 150
for pop-up mobile makerspaces 

program, 129–130
for simple circuits program, 166, 167
surveys, 85

stakeholder mapping
for identification of stakeholders 

to interview, 51
process of, 47–48
supplies/setup/steps of, 48–49
for video making at skate 

park program, 120
stakeholders

in cooperative design, 27
feedback boards for, 57–58
feedback from stakeholders, 

review of, 98–100

focus groups, 53
how do you gain insights from 

stakeholders? exercise, 49–59
how do you review feedback from 

stakeholders? exercise, 59–62
identification of, 94–95
insights from, 95–98
interviews with, 50–53
Maker[Space]Ship program, 

insights from, 139
observation of, 55–56
putting people first, 29–30
surveys of, 54–55
of video making at skate park program, 120
who are your stakeholders? exercise, 46–49
See also community

stakeholders, insights from
design workshops, 58–59
empathizing, 49–50
feedback boards, 57–58
focus groups, 53
interviews, 50–53
observation, 55–56
surveys, 54–55

Stanford’s d.school
Circuit Town activity, 163, 164–165
design thinking tools from, 34

StatisticalAtlas.com, 13
STEAM (science, technology, engineering, 

arts, mathematics) skills, 137–138
stickers, 67–68
sticky notes

for aspirations/barriers exercise, 42
for creative matrix, 64–65
for feedback boards, 57–58
for mind map, 63–64
for pop-up mobile makerspaces 

program, 133
for Rapid Voting exercise, 67–68
for review of feedback from 

stakeholders, 59–60
for Rose, Thorn, Bud exercise, 

69–71, 107–109
use of, 36

storage, 145
story

about failures, 155
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design story, recording, 37
design thinking process for, 28
evaluation of outreach program and, 78–79
logic models for telling, 80

storyboarding
description of, 65
process of, 109–111
supplies/setup/steps of, 65–66
for video making at skate 

park program, 124
success, 30
supplies

for e-books/seniors outreach 
program, 159, 162

for Maker[Space]Ship program, 143–145
for pop-up mobile makerspaces 

program, 131–132
for simple circuits program, 165–166, 167
trial run for, 133

surprises, anticipation of, 69–71, 106–109
Survey of American Fears (Chapman 

University), 4
surveys

for e-books/seniors outreach 
program, 160, 161

example of, 84
supplies/setup/steps of, 54–55
writing, 82–83, 85

T
tablets, 156–157

See also e-books/seniors outreach program
Takara, Corinne Okada

furniture and, 128–129
idea for pop-up mobile makerspaces 

program, 125, 126
staffing and, 129–130
supplies for program, 131–132
training by, 130

teachers, 99–100
teams

for act it out exercise, 73–74
for cover story mockup, 75–76
for Maker[Space]Ship, assembling, 138–139
for rapid prototyping exercise, 72–73

Tech Museum of Innovation, San José, CA, 130

technology
access to/knowledge about, 2–3
for e-books/seniors outreach program, 159
fear of, 3–4
fear of failure, facing, 22–23
humor for working with, 154–155
integration in lifestyles, ix
library outreach for, 4–5
for Maker[Space]Ship program, 146, 149
observation of stakeholders using, 55–56
pop-up mobile makerspaces, lessons 

learned about, 136–137
purchasing, 20–22
seniors adoption of/lack of 

experience with, 156–157
skill level of participants, 161
supplies for Maker[Space]

Ship program, 143–145
tools, paying for/purchasing, 20–22

technology kits for teachers, 113
technology literacy

librarians teaching, x–xi
meaning of, ix

Technology Tear Down program, 151–153
technology-based outreach

barriers to technology-literate 
community, 7–8

description of, 5
design story, recording, 37
design thinking for, 33–34
opportunities for new programs with, 7
tools for, xi
See also case studies; design 

thinking exercises
technology-based outreach, planning

aspirations/barriers, 90–92
brainstorming solutions to 

problem, 101–104
evaluation of outreach program,  

116–117
fear of failure, facing, 22–23
feedback from stakeholders, 

review of, 98–100
introduction to, 89–90
outreach sites, choosing, 17–20
paying for outreach program, 22
problem, identification of, 92–94
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technology-based outreach, planning (cont.)
prototypes, turning into outreach 

programs, 114–116
prototyping solutions, 109–113
purchasing technology, 20–22
solutions to prototype, decision 

about, 104–106
stakeholders, identification of, 94–95
stakeholders, insights from, 95–98
surprises, anticipation of, 106–109

teenagers
for Maker[Space]Ship program, 139
for pop-up mobile makerspace 

program, 129–130, 133
video making at skate park 

outreach program, 119–125
testing, 123–124
theft, 122, 123
Thomas, Parker, 138–140
3-D printing

3-D printer cart, 128–129
lessons learned about, 136, 137
for pop-up mobile makerspaces 

program, 128, 131–132, 133
Titcomb, Mary, 4, 137
toolkit

building, 35–36
for simple circuits program, 165–166
technology kits for teachers, 113

tools
design thinking mind-set and, 27–29
for human-centered design, 29
what tools can you use for 

evaluation? 82–87
Toshiba Toughbooks, 121
training, 130
troubleshooting guide, 23
trust, 123
“Turning Outward Resources for Libraries” 

(Harwood Institute), 12–13, 49

U
United States Census Bureau, 13
University of Wisconsin-Extension, 80, 81
Utopia project, 27

V
video making at skate park outreach program

building program, 121–122
challenges of, 123
getting started, 120–121
idea for, 119–120
lessons learned, 123–125
outreach specifics, 122–123

W
what are your aspirations/barriers? exercise

in outreach program design process, 90–92
overview of, 42–43

what problem are you trying to solve? exercise
in outreach program design process, 92–94
overview of, 43–46

what tools can you use for evaluation? 
exercise, 82–87

who are your stakeholders? exercise
in outreach program design process, 94–95
overview of, 46–49

why question, 28
Wi-Fi

for e-books/seniors outreach program, 161
outreach site choice and, 18

worksheets
empathy map worksheet, 61
outcomes tracking worksheet, 78
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