Innovation Project Report
Due August 30

Library: Bratt Elementary
Project Manager:Laura Smith
Phone:251-359-3524

Email:ls4463017@gmail.com

Name of Project:Code Capers
Amount received:

Local Matching funds expended:$40.00 for surge

protector charging station
Attach a report of your project which includes:
 a brief description of the project
 description of the steps or process for implementing the project
 impact/benefits for the library and its users resulting from the project
 usage statistics if applicable
 anecdotal feedback from staff and library users about the project and its
benefits
This project purchased 10 iPads, 2 Spark robotic Spheres, 2 Blubot robotic “bees”
and accessories including code card directions and grid maps.
Fifth graders worked in small groups to download corresponding apps to the iPads
and practiced using the apps to move the bots and spheres on the corresponding
grid maps.
Fifth graders also set up the iPads with green screen apps to video the bots
movements onto a variety of green screen backgrounds to simulate space travel,
underwater movements, and other creative scenarios.
Third and Fourth graders were then allowed to utilize the iPads and bots for coding
practice.
First and Second Graders practiced using the bots with direction cards and manual
bot controls to follow grid maps for beginning coding practice
The overall goal is to combine the coding activities with the green screen apps to
create virtual science projects with research facts that correlate with the
background used. Topics could include the Solar System, Oceanography, Weather,
Climate Change, and Geography.
These activities could also be used to demonstrate how technology can be used to
project false information and how to analyze news sources for accuracy.

Unfortunately, the Covid-19 virus shut down prohibited students from expanding
their coding experience this past school year but hopefully they will be able to
continue this coming school year of 2020-2021.

Innovation Project Report
Due August 30

Library: Florida State University Libraries
Project Manager: Jesse Klein, Ph.D.
Phone: 850 645 2636

Email: jrklein@fsu.edu

Name of Project: Library Workshop Assessment
Amount received: $400

Local Matching funds expended: $0

Attach a report of your project which includes:
•

a brief description of the project
o The Florida State University Libraries provides instruction workshops
each semester for both FSU students and faculty members on a
variety of research-related topics. Workshop topics are typically
chosen based on personal interactions with students, librarian
intuition, informal observation of researcher behavior, or local, smallscale assessment. There is a gap of actual data informing the Libraries
of the perceived needs of FSU researchers, the preferences for
instruction format and delivery, and how the Libraries can best provide
those instruction services. It is the goal of this study to strategically
develop and deliver library workshop programming based on the
collection and assessment of data rather than on historical precedent
or our own assumptions. No single method in conducting research is
complete or comprehensive. In this study, we used a mixed-methods
strategy to identify the research and learning needs of undergraduate,
graduate, and faculty to improve our workshop program.

•

description of the steps or process for implementing the project
o Building on existing literature and using questions from internal and
external question pools, we created and deployed a Qualtrics survey to
1,928 students and faculty at FSU, or 5% from every school with a
random mix of faculty and students. Upon conclusion of the survey,
respondents had the opportunity to volunteer for an in-depth interview
to further examine and expand on their survey responses, including
additional questions about their perceptions, attitudes, and ideas to
improve library workshops. The final section of the survey asked for
their contact information to schedule a follow-up interview. We

received volunteers for and completed 12 interviews conducted by
combination of Zoom and email. The PLAN Innovation Grant paid for
the transcription services of over 7 hours of Zoom interviews, which
allowed for easy input into NVivo for subsequent analysis.
•

impact/benefits for the library and its users resulting from the
project
o Florida State University is an R1 public institution with a total
enrollment of about 42,000 students, 1,900 faculty, and 2,500
instruction, research, and/or public service staff. FSU Libraries serves
this diverse intellectual community with seven libraries across campus
and 144 full-time faculty and professional staff. WiWe are interested in
connecting our library workshops with the research and teaching needs
of undergraduate and graduate students, and faculty at FSU.
o We have approached workshops in the past with mixed success. We
have tried one-off workshops, workshop series, and all-day
bootcamps. We have also experimented with formats and location
from face-to-face workshops in the Libraries, workshops held in
academic department buildings, and online workshops using Zoom.
o Workshop topics are typically chosen based on personal interactions
with students, librarian intuition, informal observation of researcher
behavior, or local, small-scale assessment. Topics have included
conducting literature reviews, dissertation bootcamps, social science
research, STEM research, using primary sources, government
information, citation management, data analysis, and data
management.
o Analyzing the data for study has given us important insights for
improving library instruction programming, including preferred
days/times, most effective types of marketing, preferred methods of
delivery for various topics and programs, and received suggestions for
future topics and topics to discontinue in certain formats.
o We recently presented a thematic selection of our findings at FACRL in
a presentation titled ““It Depends”: Negotiating Asynchronous
Preferences for Online Library Instruction.” We are currently writing an
internal report to share these recommendations throughout the
libraries and look forward to further disseminating these findings
through journal publications.

•

usage statistics if applicable
o Together, pre-existing workshop evaluations (41), virtual reference
data, survey responses (326), and a combination of Zoom and email
interviews (12) provide a compelling and contextual perspective of the
learning needs and preferences of both students and faculty.
o ~45 attendees at FACRL presentation, with 2 follow-up emails about
planning similar research at other university libraries

•

anecdotal feedback from staff and library users about the project and
its benefits

o

o

o

o

From survey open-ended comment about the project
▪ “I'm so glad you guys are doing this. Feel like I can see how
engaged you guys are with trying to meet the needs of all of us
at FSU so thanks.”
In Zoom chat from FACRL conference
▪ “Do you have advice for new librarians about how to do mixed
methods research?”
From internal meetings
▪ Colleagues are interested in seeing the data because it can
contribute to improving many areas of the library
▪ Request for internal report, which we are currently working on
Many responses on the survey suggested future workshops that might
be more aligned with student and faculty needs, many of which we
hadn’t considered
▪ Survey comments for future topics:
• Social media data collection, machine learning
techniques, and experimental design framing are high
demand
• GitHub or GitLab; Open Science Framework
• Specialized wiki development; project/team management
software (teams/slack)
• Usability and user-centered design
• Coding for Artificial Intelligence
• LaTeX
• 3D Modeling
• Cybersecurity
• MPlus
• How to stay current on literature
• Fair use, copyright, censorship
• Broad research skills and writing workshops
• Remote sensing programs
• Project management
• Support for resources in non-traditional research fields,
especially in the arts
• MAXQDA

Innovation Project Report
Due August 30

Library: FSU Libraries
Project Manager: Liz Dunne
Phone: 850.644.4602

Email: edunne@fsu.edu

Name of Project: Captivating Instruction
Amount received: $1,429.75

Local Matching funds expended:

Attach a report of your project which includes:
• a brief description of the project
• description of the steps or process for implementing the project
• impact/benefits for the library and its users resulting from the project
• usage statistics if applicable
• anecdotal feedback from staff and library users about the project and its
benefits

Project Description
This grant was used to purchase licenses of Adobe Captivate, a software necessary
to creating interactive e-learning modules and tutorials to meet the evolving
instructional needs of the Libraries’ patrons. The purchase of this software and
subsequent development of learner-centered digital learning objects has
commenced an initiative to move much of the Libraries’ basic information and
digital literacy instruction into a digital format.

Implementation Process
December 2019
•

Libraries received Captivate licenses

•

Library personnel began exploring the software and utilizing various training
resources (including LinkedIn Learning videos, YouTube videos, Captivate
blogs, etc.) to learn more about its capabilities

January 2020 – May 2020
•

Library personnel used Captivate to create e-learning modules for ENC 2135,
an English Composition course that the Instruction Unit typically provides
over 300 in-person instruction sessions for a year

•

Library personnel used Captivate to create an interactive tutorial, marketed
as Demystify Your Syllabi, aimed at demonstrating how students new to FSU
can most effectively use library resources and services to plan for their
semester and excel throughout their time at FSU

June 2020
•

Library personnel deployed e-learning modules via Canvas, FSU’s LMS, for
students enrolled in ENC 2135

July 2020
•

Library personnel evaluated engagement with and the efficacy of ENC 2135
modules and made subsequent adjustments

August 2020
•

Library personnel embedded the Demystify Your Syllabi Tutorial on the
Libraries’ website for general population usage

Impacts
The purchase of this software and the learning objects library personnel have been
able to develop with it have enabled the Libraries to smoothly transition the bulk of
lower-level undergraduate instruction online. This has been integral to library
instruction not only surviving but thriving during the COVID-19 pandemic.
Instruction efforts are now more accessible, learner-centered, consistent, and
efficacious. Both instructors and students have responded positively to the
instructional content produced as well as the flexibility the modules afford
instructors to deploy at the optimal time and students to go through at their own
pace and receive feedback on their performance. The implementation of these
modules will free up the Instruction Unit so that they can coordinate and champion
critical thinking and information/digital literacy initiatives across the undergraduate
curriculum in ways that were previously never possible given the demand of inperson instruction. The Engagement Unit has also begun developing virtual tours
using Captivate to reach the FSU Community remotely, thus vastly expanding the
Libraries presence.

Statistics
According to download statistics gathered from Canvas Commons, the ENC modules
were utilized in:
•

30 sections (90%) of ENC 2135 Summer courses
o

With 19 students in each section, that equates to 570 students
reached

•

91 sections (76%) of ENC 2135 Fall courses
o

With 19 students in each section, that equates to 1,729 students
reached

Usage statistics from the Demystify Your Syllabi Tutorial are still pending.

Anecdotal Feedback
•

Qualtrics’ qualitative data suggests that students find the ENC 2135 modules

useful to their academic careers and are responding positively to them
o

Some anonymous student responses to the question, “Having
completed the Library Research Tutorials, what did you like/find most
useful about the tutorials:
▪

“I found that the step by step examples and the walk throughs
really helped me understand the database”

▪

“I liked how the tutorial had pictures to help you follow along. I
also liked how it was interactive to ensure the readers
understanding.”

▪

“Went over an appropriate amount of information very
thoroughly and included things I didn’t even know I had to
know!”

PLAN Diginole Accessibility Blog Post
Title: Increasing Accessibility of Audiovisual Materials in the Institutional Repository at
FSU
Due: September 30, 2020
As recipients of a 2020 PLAN Innovation Grant, Florida State University’s Office of Digital
Research and Scholarship sought to increase the level of accessibility in the university’s
institutional repository (IR), Diginole, by creating closed-captions and written transcriptions for
audiovisual collection materials. This blog post will outline the processes of identifying materials
for captioning/transcription, selecting a vendor, and provide general, practical information
related to the projects that other institutions can hopefully leverage for their own improvements
to their IRs.
Outside the Office of Digital Research and Scholarship, two important collaborators at FSU
were Krystal Thomas, Digital Archivist for Special Collections & Archives, and Kimboo York,
Assistive Technology Coordinator at the Office of Accessibility Services. Krystal’s overall
knowledge of the collections in Diginole were incredibly valuable early in the process and
helped hone in our project to the Research Repository side of Diginole. Kimboo also provided a
helpful overview of accessibility initiatives and services across campus, insight into federal and
University regulations, and connected us with the vendor we ultimately worked with on this
project--The Center for Inclusive Design and Innovation (CIDI) at Georgia Tech.
After these consultations, the next phase involved gathering metadata and evaluating eligibility
of collection items to be included in this project. The first step of this process fell to Rachel
Smart, Repository Specialist, who, searching by content-type in Diginole, pulled a list of the 151
audio and video objects in the repository and organized them into a shared spreadsheet. Next,
Rachel, Dave Rodriguez, Resident Media Librarian, and Camille Thomas, Scholarly
Communications Librarian, reviewed each item individually to check for spoken dialogue and
determine which items would be appropriate for captioning and transcription. In addition to
determining what objects were suitable, we also recorded the duration of each object in an effort
to estimate costs.
Once we identified the candidate objects to be sent to CIDI, we began the somewhat laborious
process of downloading individual audio and video files from Diginole. We managed this work
by setting up “sprints” where we dedicated 30-60 minutes to this task as a group. After just a
couple of these meetings, all the information was ready to be sent to CIDI.
Working with CIDI
After setting up an institutional account for FSU Libraries, we were sent login credentials to their
service portal (see Figure 1) where we would upload audio and video files, track the status of
individual submissions, and update or modify requests as needed. Throughout the project,
communication with CIDI staff was consistent and cordial, and they were incredibly helpful and
timely in resolving any issues and answering questions.

Figure 1: Dashboard view on initial log into CIDI member service portal.
For each AV object we received either a WebVTT caption file, a text file (.docx) containing a
transcription and description of the audio material, or both in the case of videos. With many
modern online video players, a WebVTT file can be uploaded along with a video and be toggled
on and off. While the underlying Islandora architecture that currently supports Diginole does not
have this functionality, FSU’s new IR will be able to support this level of accessibility.

Figure 2: Video still w/ closed captioning from If These Walls Could Talk, a short documentary
produced by FSU students. https://diginole.lib.fsu.edu/islandora/object/fsu%3A408189
Next steps and looking ahead

With FSU Libraries working on shifting its IR to a new platform, and one of the many benefits of
this is that our new infrastructure will support media playback with captioning via the video.js
player. This represents a significant upgrade from our previous system and creates space for
even more accessibility features such as audio descriptive tracks and multi-language audio and
subtitle content in the future.
With the implementation of a new IR platform, we are excited to explore proactive (as opposed
to reactive) approaches to increasing the accessibility of our digital collections. The current
COVID crisis has highlighted the importance of these materials to distance education and the
necessity of robust remote access in promoting research and the next generation of scholarly
outputs. This project represents an important first step in FSU sustaining a more inclusive IR
and we hope can provide guidance for organizations interested in doing the same.

Innovation Project Report
Due August 30

Library: Florida State University Libraries
Project Manager: Matthew E. Hunter
Phone: (850) 644-1039

Email: mhunter2@fsu.edu

Name of Project: Mobile 3D Scanner Workstation
Amount received: $2,499.89

Local Matching funds expended: $0

Attach a report of your project which includes:
 a brief description of the project
 description of the steps or process for implementing the project
 impact/benefits for the library and its users resulting from the project
 usage statistics if applicable
 anecdotal feedback from staff and library users about the project and its
benefits
Project outline
This grant funded the purchase of a high-powered multimedia laptop with the
capability to serve as a mobile workstation in conjunction with a ultra-highresolution 3D scanner. This scanner is to be used in conjunction with research
partners across the FSU campus community for the digitization of cultural heritage
materials, primarily, and other 3D object that are of interest. Within the libraries,
the scanner will help the Special Collections and Archives teams to digitize nondocumentary material that is of interest to the campus community and has historic
significance to the university.
The original project plan and timeline primarily focused on the laptop-andscanner combo being made available for two high-profile archaeological excavations
this summer in central Italy and central Anatolia (Turkey). Due to the global
COVID-19 pandemic, these excavations were postponed and the scanner was not
able to be put to use in this manner over Summer 2020. Likewise, the secondary
role of the scanner, as a digitization tool for FSU’s Special Collections and Archives
team was put on hold shortly after delivery in mid-February while the entire library
dealt with the shutdown of physical locations in March, and the grueling pivot
towards 100% remote service delivery. With physical locations slowly beginning to
reopen in late August, plans are beginning to move ahead again to reintroduce
standard workflows for digitizing materials for research, and the electronic delivery

of 3D-scanned materials can once again be reassessed (when possible, and while
keeping the health and safety of everyone involved paramount).
Over the next several months, the FSU Digital Scholarship Librarian and the
Special Collections and Archives team will continue to plan ways to safely access
the Special Collections of FSU and formulate strategies to scan them for remote
access. Future development in the FSU Scholarly Repository and Digital Library will
also allow for easier upload, display, and sharing of 3D models. This new platform
should be available in mid-2021, which would allow for 3D scanning using this
laptop to begin in earnest late in 2020 or early in 2021.
Expected benefits
Once FSU Special Collections & Archives materials has been scanned, it will
be made available for remote patron view through the web. In this way, patrons
who are remote or otherwise unable to visit the Special Collections Reading Room
at FSU will be able to interact with many of the under-explored 3D materials
virtually. As the COVID-19 pandemic has shown, remote and virtual delivery allows
for greater access and use of materials and is sorely needed. The laptop provided
by this grant will allow for easier scanning of materials than the previous desktoptethered option. Especially for some large or fragile materials in Special Collections,
the flexibility a portable laptop setup allows will be safer.
For materials being scanned by outside research partners across the FSU
community, such as those in far-flung archaeological fieldwork sites, the laptop is a
necessity to scan features that could not otherwise be extracted and scanned in a
controlled setting – architectural features or sculpture, etc. When international
travel and in-person research activities such as these resume, the 3D scanner will
be used there to great effect.
User Feedback:
“The Artec Spyder scanner is a terrific addition to an arsenal of new
technology that enriches both Strozier and the Classics department. Originally
planned to be employed at the ancient Roman town of Cosa with a view toward
digitizing excavated artifacts, the device has equally had an important impact both
on FSU's classroom and research environment. Models of objects, sculpture, and
ancient technology executed by the Artec scanner have greatly benefitted my
Roman archaeology course, providing our students with concrete, 3D experiences of
material culture. As for research, we have greatly harnessed the capabilities of the
device for virtual exhibitions, presentations of data by me and my graduate
students, and, not least, for the publication of the site and its archaeological record.
With excavations and field work currently on hold, working with the digital scanner
has proven extremely profitable both in terms of training and outcomes.”
– Andrea DeGiorgi, Associate Professor of Classics, Florida State University

Innovation Project Report
Due August 30

Library: LeRoy Collins Leon County Public Library
Project Manager: Debra Sears
Phone: (850) 606-2616

Email: searsd@leoncountyfl.gov

Name of Project: Growing STEM
Amount received: $3,120

Local Matching funds expended: $0

Attach a report of your project which includes:
• a brief description of the project
• description of the steps or process for implementing the project
• impact/benefits for the library and its users resulting from the project
• usage statistics if applicable
• anecdotal feedback from staff and library users about the project and its
benefits

Project description
With the ever-increasing importance of STEM education, the LeRoy Collins Leon
County Public Library selected KidSpark Mobile STEM Labs for this project to
provide fun, educational experiences for youth outside of the classroom setting.
The mobile nature of the kits ensures that the entire library system can utilize them
and present programming throughout Leon County. The selected kits included 3
Engineering Pathways Mobile STEM Labs intended for grades 3rd-8th at $700 each;
3 ROK Blocks Mobile STEM Labs intended for Pre-K through 5th grade at $300
each; and 2 rolling bases to aid in transport for $120.
Through hands-on experiences with the kits, students from Pre-K through 8th grade
will gain skills such as coding, robotics, engineering, and applied mathematics.
These skills can be further developed with additional technological programming in
the future. Replacement parts continue to be available and will be purchased out of
the library’s existing materials budget or other grants.
After an initial Spring Break program to introduce the kits to a small group of
participants, 2 programs per age range per month would be held at the Main
Library. Depending upon attendance and demand, additional sessions may be
scheduled. In addition, the labs will be sent out to the 6 branches in order to
provide the widest possible reach. Programs will be ongoing throughout the year.
This program is a complement to the library’s longstanding “Science Nights”
presented by staff of the National High Field Magnetic Laboratory (MagLab). The
project also extends our STEM offerings to more involved hands-on activities.
Implementation
Upon receipt, library staff unpacked pieces, assembled and organized the kits.
Youth Services Coordinator Mary Douglas organized training opportunities for staff
so they were prepared to host programs during Spring Break (March 16-20, 2020).
The KidSpark Education website was used as a source for staff training. Lesson
plans, teacher (in our case, librarian) tutorials, curriculum packets and workbooks,
along with other instructional aids, were used. The January 2020 monthly meeting
of our Information Professionals Serving Youth was the initial training session and
focused on discussion, demonstrations and problem-solving.
A schedule of programs was established, promotional slides were created for the
web site and digital picture frames at the libraries, and the kits were set up and
made ready to go. On March 12, 2020, just prior to the beginning of Spring Break,
Mary Douglas gave a presentation on the innovation grant program to the PLAN
Youth Services Interest Group (see attached PowerPoint slides).
Unfortunately, the Leon County Public Libraries were closed to the public without
warning on Saturday, March 14 and all in-person programming was halted. Due to
the COVID-19 public health emergency and the Governor’s “Safer at Home” orders,
library staff did not return to the buildings until May 4. For one month all services

were limited to telephone, e-mail and chat assistance as well as curbside pick-up.
On June 5 the libraries reopened to walk-in patrons (limited to 50% of the building
capacity). While the libraries continue to be open for in-person browsing and
checkout of materials, limited computer sessions and pickup of self-directed
programming such as “Adventure Bags” with thematic crafts, word searches,
puzzles, and readings, the library is not offering any on-site programs or stay and
play activities until further notice.
The LeRoy Collins Leon County Public Library looks forward to using these
wonderful kits to their fullest potential. Alternative arrangements, including
dividing up the contents of each kit to create project-specific mini kits, is under
consideration. The availability of replacement parts from KidSpark makes this an
especially interesting possibility. STEM-based demonstrations using the kits may
also be presented during virtual youth programs in the near future, especially when
there are activities that relate to a Science Night program. (Still to be determined
are cleaning methods and/or appropriate quarantining processes.)
Feedback from Staff
The mobile STEM kits were very well received. Staff enthusiastically trained
themselves via the KidSpark web site and group discussions. They worked together
to plan engaging programs for our younger patrons and were looking forward to
hosting the various sessions. We know the kits and the activities that are possible
with them will be of interest to our patrons. The COVID pandemic has limited our
use of the kits so far, but we are embracing the challenge of creating unique ways
to share these resources with the public. We appreciate PLAN’s support of our
innovation project.

Innovation Project Report
Due August 15

Library: Northwest Regional Library System – Bay County Public Library
Project Manager: Sandra Pierce & Tina Beaulieu
Phone: 850-522-2118

Email: spierce@nwrls.com

Name of Project: LEGO Club @ Your Library
Grant Amount received: $614.12

Local Matching funds expended: $0

Brief Description of the Project:
LEGO Club @ Your Library offered the opportunity for elementary school students
(K-5) to participate in planned challenges or themes to create a final product using
basic engineering techniques. Students learned by experimenting, creating, and
building with LEGOs.
Steps and Process:
This year sure did turn out to be different. Due to Covid 19, the library was closed
to the public starting in April. As a result, the Bay County Library switched gears
and went from an afterschool in person Lego Club to an online Weekly Lego
Challenge. We asked our young patrons to participate in a four-week Lego
Challenge. Each week the students were asked to complete a different Lego
Challenge and using stop motion photography, Bay County Public Library Staff, Tina
Beaulieu and Corrin Gabriel, showed the students how they made their own Lego
Challenge items.
We advertised on the Library website and Facebook pages to gather participates.
Each week we would issue the Lego Challenge then show the students how we
completed our Lego structure by using stop motion photography.
Using engineering, physics, mechanics, and problem solving, we opened the
creativity of both patrons and staff.
*Ages of active participants ranged from 5 – 9 years.

LEGO Challenge 1: Wind Car
https://www.youtube.com/watch?v=wBSpHNi7k3s
LEGO Challenge 2: Build a Bridge
https://www.youtube.com/watch?v=d1g-NlEDbzY&feature=youtu.be
LEGO Challenge 3: Boat that Floats
https://youtu.be/_LKHy9ZQwdY
LEGO Challenge 4: Castle
https://youtu.be/B6Lb3hMRy1I
Usage Statistics:
LEGO Challenge 1: Wind Car
4 active participants
51 views on YouTube

LEGO Challenge 2: Build a Bridge
3 active participants
37 views on YouTube

LEGO Challenge 3: Boat that Floats
5 active participants
22 views on YouTube

LEGO Challenge 4: Castle
5 active participants
24 views on YouTube

Total number of individual active participants:
Charlie (5)
Nathan (6)
Gabriel (7)
Rory (7)
Colton (7)
Dylan (8)
Jadon (9)

7

Feedback from staff and library users about the project and its benefits:
Parents gave positive feedback when sharing the LEGO challenge pictures and
videos.
LEGO Wind Car
“Thanks for setting up these fun challenges! (Nathan, age 6)
“Took him a few tries to get the sail right, but he got it!” (Jadon, age 9)
LEGO Bridge
“Here is Gabriel’s LEGO Bridge. Attaching 2 pictures and 1 video, as he talks about
his creations! Thank you Bay County Library! He really loves LEGOs. Every day
creating something!” (Gabriel, age 7)
“His bridge is half car so that you can move it!” (Rory, age 7)
LEGO Castle
“Gabriel worked so hard, all morning and afternoon to put together his castle. I am
attaching 2 pictures and 1 video that tells a story he made up all about his castle!
He couldn’t wait to share it with everyone!” (Gabriel, age 7)
LEGO Challenges
“We had a lot of fun with the library's LEGO challenges. It was great seeing our son
think through and problem solve how to go about his builds. The challenges were a
great exposure to physics and mechanics too!” (Rory, age 7)
Impact on Community:
This project provided a great way for parents (not originally included in the club) to
collaborate with their children in a fun and creative way. The YouTube videos will
remain online so that anyone can continue to view and participate in the
challenges. Using the LEGO’S at the library will not be possible for the foreseeable
future but having periodic challenges online will be a new way to engage
customers. Thank you PLAN for jump starting our LEGO Club at Bay County Public
Library.

Innovation Project Report
Due August 30

Library: NWRLS
Project Manager: Stephen Efird
Phone:850-522-2133

Email:Sefird@nwrls.com

Name of Project: Dungeons and Dragons in the library
Amount received:$1000.00

Local Matching funds expended:$0.00

Project Description
The initial proposal for this project was to provide an entertainment and stress relief outlet
to the community through Tabletop Roleplaying games (TTRPG). After Hurricane Michael,
people in the Northwest Regional Library System service area have been left with limited
outlets to relieve stress or entertainment options. The project was designed to help rebuild
a gaming community that had struggled in the aftermath and to provide a place where
people could meet up together, socialize, and engage with one another while learning story
telling techniques, character building and crafting skills. Building a program that is STE(A)M
focused for both youth and adults

Project Implementation
Unfortunately due to the library being shut down due to Covid-19 restrictions the initial
scope of the project was changed dramatically. Instead of doing in person programming the
project was switched into online videos. From July through September informational and
instructional videos were released to teach our patrons what TTRPGs were and how to build
gaming crafts for their future games.
Video content included how to work with different types of foam, how to make realistic
looking trees, and a fun way to make maps to help develop and flesh out your own fictional
world. As in-person functions were suspended, we were unable to host the anticipated
game days.

Project Impact
With the changed scope of the project we were able to continue to provide virtual programs
for patrons that allowed for patrons trapped at home to enjoy the services that the library
provides without endangering themselves due to Covid-19 restrictions
The projects demonstrated in the videos also started to build up a collection of small terrain
pieces that can be used in future gaming sessions. These terrain pieces can be used in
conjunction with the plastic and cardboard miniatures that were purchased with the
program funding.

Gaming books provide an added impact to patrons by allowing them to check them out and
run their own games at home. The foam cutting equipment purchased to make terrain crafts
can continue to be used for future game craft projects as well as library displays and
programing.
The impact of the program to help provide social interactions and community building in the
wake of a natural disaster were lessened due to the arrival of a new natural disaster.
Though we were unable to begin in-person gaming programs, we still hope to begin a
TTRPG gaming program once we are able to safely conduct them.

Usage statistics
Introduction to Dungeons and Dragons and other RPG Tabletop Games
https://youtu.be/czKdbsBjnjA 59 views
Building Trees for Terrain
https://youtu.be/EA3Wgk0nxuU 36 views
Intro to Terrain Building Foam
https://youtu.be/g93xXMCbbes 22 views
Foam Terrain Base
https://youtu.be/PYs6QKI-NnY 14 views
Create Your Own Map
https://youtu.be/IrWM2j-XHrg 26 views

Anecdotal feedback of project
The video programs provide to be quite popular with comments being received regarding
the tree making videos. People “could not believe how great they look and how realistic.”
They also were “Surprised at how all the materials came together to form the project”. The
map making video also received comments about how “cool it was”.

Innovation Project Report
Due August 30

Library: Bay County Public Library – Northwest Regional Library System
Project Manager: Sarah Burris
Phone:

850-522-2120

Email: sburris@nwrls.com

Name of Project: Bridging the Deaf and Hearing Community
Amount received: $1,800.00 Local Matching funds expended: $0.00

Practicing with partners in Zoom Class (Letter K in Fingerspelling)

Project Description:
The Bay County Public Library, which serves as the headquarters for the Northwest
Regional Library System, had received requests from community members, both
families with deaf children and the general public, to provide American Sign
Language (ASL) classes. The “Bridging the Deaf and Hearing Community”
Innovation Project was developed in order to facilitate ASL and Deaf Culture
programs at the library, and increase the ASL and Deaf Culture resources available
for circulation within the Northwest Regional Library System collection. The overall
goal was to increase deaf awareness and strengthen relationships between both
communities in Bay County.

Process for Implementing Project:
The first step was creating a partnership with our American Sign Language
instructor, Mary Therese Garcia. The Bay County Public Library had worked with her
previously and felt she would be the best instructor for teaching ASL and Deaf
Culture. Mary Therese is deaf and promotes Deaf Advocacy within the Bay County
community.
For the first class or two, an interpreter would be needed. Mary Therese
recommended certified free-lance interpreter, Connie Salvador. I had not realized
that not all interpreters are certified. One way to check is to look at the Registry of
Interpreters for the Deaf, Inc. Interpreters who have their National Interpreter
Certification (NIC) have demonstrated general knowledge in the field and have
strong ethical decision making. This Code of Professional Conduct includes
confidentiality of all conversations, abiding by HIPPA standards. There are no
certified interpreters in the Bay County area on the Registry. Only a few certified
interpreters are located in the Panhandle. Interpreters can be a larger percentage
of your costs, especially if they include travel time. We were also able to hold a
planning meeting to get things started, which was done through Video Remote
Interpretation (VRI) services through Zoom.
The original plan was to host 6 in-person classes at the library, one on Deaf Culture
and a series of five ASL Classes. Unfortunately, the COVID-19 pandemic changed
our plans. The Bay County Public Library has been closed to the public since March
24, 2020. The ASL classes were switched to 4 Zoom class series that met once a
week (May 21, May 28, June 4, and June 11th). Deaf Culture was introduced within
these classes. Each Zoom class was 1-hour in length with homework of reading and
worksheets to help prepare for the next class. The class size was capped at 12
because it requires the ability to see everyone on the Zoom screen.
When further examining our library collection, we had a strong base collection
related to Deaf Culture and ASL. Some titles needed to be updated with a more
current edition, and other materials were purchased to fill out the collection. Thirtyfive books and DVDs were added to the Northwest Regional Library System. Some
Baby Sign Language titles were added to the smaller branches that didn’t have
much available at their branch. The titles were featured on our Library Catalog book
river to increase visibility of these resources. We also ordered popular DVDs with
lead deaf actors and shared Deaf Culture, like “Switched at Birth”. These are the
highest circulating items so far.
Impact for the Library and Users Resulting from Project:
Over the four week series of classes, the lessons introduced Deaf Culture, Finger
Spelling A – Z, Numbers 1 – 20, and simple conversational greetings. The class
attendees had personal reasons why they wanted to attend. They either had deaf
children, friends with deaf children, or interest in learning American Sign Language.
Zoom turned out to be a great virtual platform for learning ASL, because you can
be muted and all be in ‘conversation’ practicing with partners at the same time.

This however did depend on having a good screen to see everyone.
It was challenging to keep our attendance count up the full time. Work schedules
have been more unpredictable during COVID-19. Several students instead
scheduled one-on-one meetings with our instructor. These statistics are not in my
number count.
Some students came in knowing a base level of ASL, while others did not know any
ASL. There were varying skillsets in the class. While we had scheduled the class for
ages 15 and up, Class 1 was the alphabet and numbers 1-10. It was too
challenging for the younger participants. It was hard to find a perfect level for
everyone. This could be due to the Zoom format rather than being in person.
The classes would have been easier to facilitate if we had been able to meet in
person. In-person classes would have allowed for more interaction and ability for
students to ask questions. The format worked well for what we were hoping to
accomplish. A list of items available for check-out was shared with the students.
One sign that we learned was the sign for mask, which wasn’t used much in the
ASL community until COVID-19. It’s interesting to learn how signs are created for
new words! The ASL Sign for “Mask” to depict a surgical or cloth mask used during
Covid-19 is shown below. The prior sign was more fitting for a Halloween Mask
covering the full face or just focused over the eyes like a super hero mask.

Closed Captioning was added to most of our summer “Imagine Your Story” Virtual
Programming through YouTube to increase accessibility for the Deaf and hard-ofhearing community. On the YouTube editor, you can select Subtitles and Add. If
set up for subtitles, the program will auto-subtitle but does need to be reviewed for
accuracy.

Usage Statistics:
Class Attendance
May 21st – 14 students
May 28th – 8 students
June 4th - 6 students
June 11th – 4 students
Checkout Statistics: January 17, 2020 – July 17, 2020
The Northwest Regional Library System closed to the public on March 24th. Curbside
began on March 23rd and was suspended on April 3rd. Curbside Pickup services
resumed on May 4th, starting with select branches and then adding all branches.
This would affect the overall circulation stats of these items.
Children Books
Barlow, Rochelle. American Sign Language for Kids: 101 Easy Signs for
Nonverbal Communication (2018) 0 checkouts
Briant, Monta Z. Baby Sign Language Basics (2018) 0
MacMillan, Kathy. Nita’s Day: More Signs for Babies and Parents (2020) 0
Rebelo, Lane. Baby Sign Language Made Easy: 101 Signs to Start
Communication with your Child Now (2 copies) (2018) 1 checkout
Rebelo, Lane. The Complete Guide to Baby Sign Language: 200+ Signs for
You and Baby to Learn Together 2 copies (2019) 0
Uhlberg, Myron. The Sound of Silence: Growing up Hearing with Deaf
Parents. 2019 - 0
Children DVDs
Baby Signing Time Vol 1: It’s Baby Signing Time 0
Baby Signing Time Vol 2: Here I Go 0
Signing Time Sentences 1: Let’s Get Started – 3 checkouts
Signing Time Series 1, Vol 1: My First Signs - 0
Signing Time Series 1, Vol 3: Everyday Signs - 0
Signing Time Series 1, Vol 7: Leah’s Farm - 0
Signing Time Series 2, Vol 1: Nice to Meet You (2 copies) – 1 checkout
Signing Time Series 2, Vol 4: My Favorite Season - 0
Signing Time Series 2, Vol 6: Days of the Week – 1 checkout
Signing Time Series 2, Vol 7: My Favorite Sports - 0
Young Adult Books
Gervais, Alison. The Silence Between Us (2019) 0
Williams, Sean. Impossible Music (2019) 0
Adult Books
Legal Rights, 6th Edition The Guide for Deaf and Hard of Hearing People
(2015) 2 checkouts
Girma, Haben. Haben: The Deafblind Woman Who Conquered Harvard Law
(2019) 0

Holcomb, Thomas K. Introduction to American Deaf Culture (2013) 0
Holston, Noel. Life After Deaf: My Misadventures in Hearing Loss and
Recovery (2019) 1 checkout
Lang, Harry G. Fighting in the Shadows: Untold Stories of Deaf People in the
Civil War (2017) 2 checkouts
Marschark, Marc. Raising and Educating a Deaf Child (2017) 0
Owen, David. Volume Control: Hearing in a Deafening World (2019) 0
Adult DVDs
CinemAbility: The Art of Inclusion (2018) 0
The Hammer (2010) - 4 checkouts
No Ordinary Hero (2013) features 14 deaf actors 0
Sue Thomas: F.B. Eye Volume 1 - 2 checkouts
Switched at Birth Volume 1 - 3 checkouts
You & Me (2019) - 5 checkouts
Anecdotal Feedback from Staff and Library Users about Project and Its
Benefits:
Feedback from one of the class participants was that he “especially appreciated the
insight into deaf culture, especially for the particulars of our area… a little
disappointed with the amount of content that we got through with regard to
learning ASL” with recognition that it may have been the first time it was done or
that it was done online. “Thanks for putting together the opportunity - we did enjoy
it!”
Mary Therese offered one-on-one Zoom practices with any students wanting more
help. A mother with a deaf daughter whose cochlear implants that haven’t been
working well since the storm really appreciated the class. They attended the first
class and then scheduled several one-on-one sessions. “Thank you so much Sarah
for setting this up. We had looked for a while for ASL classes in the community.”
The Deaf Community is often marginalized and students in the class were surprised
and asked how best to help. Both Connie and Mary Therese told a little bit about
their experiences, both as a deaf individual and an interpreter. This is a moment
that you would not get if being taught ASL by a hearing instructor. Our instructor is
going to build connections with local interpreters who are learning how to interpret,
and might lend their services for free. This could allow for the possibility of more inperson classes at a later time when we resume library programming.
The biggest take away was in recognizing more needs of the deaf and hard-ofhearing community. We learned a lot about Deaf Culture. Learning how to
fingerspell and have introductory level knowledge of greetings is helpful for basic
communication. Signing is a skill that needs to be continually put into practice.

Innovation Project Report
Due August 30

Library: Northwest Regional Library System: Harrell Memorial Public Library, Liberty
County
Project Manager: Robin Shader
Phone: 850-522-2109

Email: rshader@nwrls.com

Name of Project: Harrell Memorial Library Children’s Discovery Zone
Grant Amount received: $664.77

Local Matching funds expended: $0

Brief Description of the Project:
The Harrell Memorial Library in Bristol, Florida suffered a significant mold infestation
after the building was closed and moved to a new location in 2018. The Harrell
Memorial Library Children’s Discovery Zone project provided funds to replace
children’s STEM and other educational activities which were discarded due to the
presence of mold. These funds have allowed the library to prepare for a grand
reopening with brand new activities that will create an inviting atmosphere that will
get children excited about the library and about learning.
Steps and Process:
Items for the Children’s Discovery Zone were ordered in January 2020. Although
all items were received they have not yet been put to use for two reasons: 1) The
library reopening was delayed due to contractor delays, and 2) COVID-19 has
further delayed the re-opening of the library.
The items selected target pre-school and young elementary-aged children. Library
staff is currently offering Curbside Service but the library facility is not yet open to
the public. The photos shown on page 2 highlight some of the activities which will
be available to the children of Liberty County once the library reopens. Activities
purchased include:
 EverEarth Garden Activity Cube
 First Builders Big Building Bag
 Melissa & Doug Dinosaur Dawn Jumbo Jigsaw Floor Puzzle
 Melissa & Doug Musical Instruments Sound Puzzle
 Kidtastic Set of 7 Take Apart Toys – STEM Building Kit
 Merge Cube, Augmented Reality STEM Tool
 Playmobile Large City Zoo
 USA Toyz LED Constellation Globe
 Sphero SPRK+: App enabled Robotic Ball & Programmable Robot
1




Cossy Kids Magnet Toys, Magnet Building Tiles
Edx Education Sand and Water Play Table

2

Impact on Community:
The library has not reopened to the public since the Children’s Discovery Zone
activities were purchased, so the direct impact of these items has not yet been
determined. Library staff anticipates great enthusiasm once the library reopens.
Anecdotal Feedback:
Since the activities have not yet been used by the public feedback is not yet
available. However, once the library reopens staff will gather comments and
photos for use in social media posts and in other marketing activities in order to
promote the availability of these educational (and fun) STEM resources. The library
has been closed since February 28, 2018 so library staff anticipate a great deal of
excitement once these items are available.

3

Valparaiso Community Library
459 Valparaiso Parkway

Valparaiso, Florida 32580

850-729-5406

September 30, 2020

Innovation Project Report:
Valparaiso Community Library
Jennifer Speanburgh – STEMM Programs Director
850-729-5406
Replacement of 3-D Printer
Amount Received - $3,200 (no matching funds)

The Valparaiso Community Library was the first library in Okaloosa County to offer 3-D printing
to the public in 2013. This printer became extremely popular and brought in revenues for the
library. The printer started encountering mechanical problems in 2018 and a new one was
needed. When PLAN promoted the Innovation Project in 2019, we saw the opportunity to
purchase a larger and more efficient 3-D printer. The new printer arrived in late 2019.
With Covid-19 appearing in early 2020, the library began to make mask holders for medical
professional located here in Okaloosa County. We produced several dozen during the early
months of the pandemic; until mask holders became readily available from medical supply
companies.
With the library being closed to the public since March (curbside service only available), the 3-D
printer is seeing limited action. We hope when the library resumes normal operation the
printer will once again become popular with the production of models, replacement parts, and
school science projects as we had in the past.

Sincerely,
David Weatherford – Library Director

Innovation Project Report
Due August 30

Library: Wakulla County Public Library
Project Manager: Rebecca Jones
Phone:850-926-7415

Email: rebecca@wakullalibrary.org

Name of Project: Kids Coding Expansion
Grant Amount received: $4,196.32

Local Matching funds expended: $0

Attach a report of your project which includes:
 a brief description of the project
 description of the steps or process for implementing the project
 impact/benefits for the library and its users resulting from the project
 usage statistics if applicable
 anecdotal feedback from staff and library users about the project and its
benefits

The Kids Coding project that was proposed and was awarded one set of
Lego Mindstorms, three Oculus Quest Headsets, three Quest Travel Cases,
one Ozobot Evo Classroom Kit, two Learning Resources Let’s Go Code!
Activity sets, two Robot Races Coding Skills Set, two Future Coders Bunny
Tails, one Robot Mouse Activity Set, one Epson projector wall mount, and
one Epson PowerLite 680 projector. These items were to be implemented
into an already existing kids coding class, and aid in the creation of two new
classes at Wakulla County Public Library.
Once I received the items from the grant, I was able to start using some
of the items in my already existing Kids Coding Class, and Advanced Kids
Coding Class. I also began advertising for our new kids programs, Kinder
Coding and Advanced Coding with VR.
In the Kids Coding class that I already teach, I supplemented some of the
lessons I already planned by using the Ozobots. Kinder Coding is a new
program that is geared towards kindergarten to second grade students, and
is meant to be an introduction to coding that does not involve computers,
tablets or phones. The already established Advanced Coding was expanded

with the new set of Lego Mindstorms. The new Advanced Coding with VR
was created and utilized the Oculus Quest Headsets and some software
purchased by the Wakulla County Public Library.
I have had 18 classes and one special event so far. The kids seem to love
all of the new programs and the new gadgets. While some of my class sizes
are limited due to the limited quantity of equipment, I am still able to have
6-11 students per class for Kids Coding and both of the Advanced Coding
classes. With Kinder Coding I am limited to the number of students that can
comfortably fit in the large meeting room. The one special event that utilized
these materials and introduced them to some of our new patrons was Take
Your Child to the Library Day in February. Up until programming was
discontinued due to Covid-19, I had 19 programs and a combined total of
253 kids and adults that got to experience all of the new things we have to
offer because of this grant.
During the Take Your Child to the Library event, I had a lot of feedback
from parents and kids. The parents were fascinated to experience VR and
the kids had fun watching their moms and dads wobble and stumble through
their first experience with Virtual Reality. I hope to take the virtual reality
sets a little further and offer maybe some gameplay sessions inside the
library or even offer an adult class in the future.

Innovation Project Report
Due August 30

Library: Wakulla County Public Library
Project Manager: Heather Bryan
Phone: (850)926-7415

Email:heather@wakullalibrary.org

Name of Project: Tactile Toddlers
Amount received: $567.95

Local Matching funds expended: $0



Description:
The Tactile Toddlers project was simple, provide a sensory centered
story time that is specifically for toddlers. That would not only be engaging
but also beneficial to fine motor development and set a strong foundation for
literacy. The addition of these multi-sensory educational toys we have
expanded the options of the beneficial sensory activities offered in Toddler
Tales.



Process for implementing:
Upon the awarding of this grant, and the 6 sets of items ordered from
Lakeshore Learning by Plan arrived we implemented them immediately into
our program.



Impact/benefits: The impact that the Tactile Toddlers project has had our
program Toddler Tales is astounding. The piece of mind that all of the items
can be sanitized even before the pandemic hit was a huge relief. But the seer
happiness and tactile learning that took place while our youngest patron
were engaged in these sensory activities was amazing, not only growth wise
for the child but also for the parent/caregiver to witness.



Feedback: The staff instantly loved all of the items! As I had them in my
office unboxing there was a staff member ready to check it out.
“Where did you find this stuff? Bria (1 year old) cannot get enough of these
see inside activity balls.” – Ashley
“Finding specified shapes mixed in with the sensory bin fillers has made a
huge difference in Addie and Briley (both 3) being able to recall shapes
quickly. This is really great! ” - Kathy

Innovation Project Report
Due August 30

Library: Freeport Public Library
Project Manager: Caitie Cerise
Phone: (850) 835-2040

Email:cercaitlin@co.walton.fl.us

Name of Project:
Amount received: $2,786.34

Local Matching funds expended: $0

Attach a report of your project which includes:
 a brief description of the project
 description of the steps or process for implementing the project
 impact/benefits for the library and its users resulting from the project
 usage statistics if applicable
 anecdotal feedback from staff and library users about the project and its
benefits

Innovation Project Report
Walton County Public Library System
Coding Camp
Project
The Coding Camp project looked to inspire creativity, exploration, problem-solving,
and innovation for participants in six-week sessions. The library space is small, so
using tablets and small tech resources that can be used in any available area was
important to the project. However, due to the impact of COVID-19 on our
community, the project was not able to be executed as planned.

Implementation
Upon receiving the tablets and robots, library staff explored the possibilities and
began to plan for camps. In order to market the camps and spark interest, the
Bloxels, Sphero bots, and tablets were brought out at our Makerspace Day events.
Patrons signed up for an interest list to be called when camps were scheduled.
In January 2020, we launched our first camp for eight homeschool students who
would work in teams to learn the basics of the Sphero robots and how to code them
using the drag and drop features. This camp had students taking robots outside,
driving them through the library, and completing obstacle courses.
After the successful completion of this camp, our library system chose to forego any
in-person programing for the health and safety of our staff and community. Due to
school closures, we modified our project to better serve our community’s immediate
need. The tablets were circulated to students who were learning from home with no
technology. We also loaned out the Bloxels kits and Sphero robots for home
exploration.

Impact
Our students who participated in the first coding camp all learned how to
manipulate the robots and problem-solve. They came up with creative solutions and
were able to experience STEAM in a concrete way. We saw a strengthening of
teamwork skills as well, and a willingness to help and collaborate that was not one
of our original goals.
Upon adjusting our project to fit the needs during COVID, we were able to help six
students access their online learning platforms during school closures in April and
May. Circulating robots and Bloxels kits also allowed our patrons who participated in
our coding camp the opportunity to continue working on their skills, and become
the teacher by showing their families what they had learned.
We are hopeful to continue to offer camps when it becomes safe to do so.

Statistics

When introducing the new tech at two separate Markerspace Day events, 64
patrons were able to try out the robots and Bloxels. At our first coding camp, we
filled all 8 spots for the initial six-week session.
When the project shifted, we were able to circulate all six tablets to students for an
extended time to support them through school closures. The tablets were all

returned when school was out for summer and have circulated with the robots for a
total of 19 circulations. We have not circulated the tablets for this school year out of
hopefulness that we will be able to resume programming before the school year is
out, but they are still circulating with the robots.

Feedback
Staff and patrons have been excited at the idea of this type of learning. Our interest
list was so large that we filled our camp without ever advertising for it. One of our
students had never coded before and told me it was his new favorite thing to do.
His mother reported that she has seen his focus and attitude toward challenges
improving as he has worked with the robots and seen his successes.
The appreciation of parents who were concerned about their students’ ability to stay
connected in the spring through digital learning has made the project adjustment
worthwhile. All parents of users reported successful at-home learning due to the
availability of a device for their child(ren) to connect.
We are thankful to PLAN for the opportunity to serve our community with bigger,
better ideas and look forward to utilizing this tech for years to come!

Innovation Project Report
Due August 30

Library: Warrington Middle School
Project Manager: Sara Ratliff
Phone: 850-453-7440 x. 240

Email: sratliff@ecsdfl.us

Name of Project: Ignition for Cognition
Amount received: $1085.00

Local Matching funds expended: N/A

Project Overview:
With Ignition for Cognition, students learned how to strategize on a grand scale with a
giant chess set. Students navigated a giant floor chess mat and thought critically prior to

moving one of the jumbo chess pieces. Mock Ups and Disruptus are collaborative card
games that tasked students with communicating with each other to create fun, new
ideas and products. The QBall was used with several classes in the library for various
activities. A tossable ball with an internal microphone, the QBall, helped students
become confident as they learned how to think critically all while having fun in the
library.

Implementation Process:
In December 2019, I generated interest in chess and checkers by setting up small
chess and checkers boards on the tables in the library for students to play at their
leisure. I posted and explained the rules of chess and checkers. I started a lunchtime
chess club with standard size chess boards for students who were interested. This gave
students who were new to chess a chance to learn how to play the game. The grant
supplies were purchased and delivered in December. During the January teacher work
day, I unveiled the new games and explained the activities to teachers during a faculty
meeting. Teachers tossed around the QBall with each other and had an opportunity to

challenge each other in Mock Ups, Disruptus, and giant chess. I encouraged teachers
to participate in the school-wide chess play and to sign up to bring their classes to the
library to participate in a collaborative project. In January 2020 the school-wide chess
play started with two 6th-grade classes. All of the 6th-grade classes were able to
compete, but the 7th and 8th-grade classes did not get an opportunity to participate in a
grade-level competition before school shut down in March.
Additional activities were not completed because of the pandemic but will be
completed once students are allowed to browse in the library during the 2020-2021
school year. These activities are as follows. Meet with classes and have students use
the QBall while playing Mock Ups and Disruptus. Play Mock Ups and Disruptus with
students during special events like Florida Literacy Week. Display student creations
from the games around the library by letting students illustrate what their products would
look like if they really existed. Invite any classes who have not participated in any of the
critical thinking games to visit the library. Allow individual students to play the card
games or chess and checkers and encourage activities as a way to relieve stress as

standardized testing begins. Place giant chess & checkers set in the garden for
students to play during lunch as a reward. There is also a gated grassy area behind the
library for the chess set to be placed for outdoor use. The library back door can be
propped open for supervision. Wrap up school-wide chess competitions.
Impact:
The biggest impact the chess set has had is the draw that the eye-catching game has
had for the school library. It is impossible to miss the giant floor mat, so many students
asked their teachers to visit the library to play chess. The sheer size of the game was a
wonderful promotion for rolling out chess in the library. With a captive audience, I was
able to promote other resources in the library such as books and databases.

Anecdotal Feedback:
“The kids loved the size of the chess set and seemed less threatened by chess due to
the large nature of the board. It made it appear more accessible to students.” —Sara
Golden, Remote Learning Coordinator at Warrington Middle School

