
Libraries strive to create and foster a collaborative 
learning environment for various types of learners. To 
fulfill this mission, libraries need to include a space 
that engages users and gives them opportunities to 
use technologies that they would not normally have 
access to. This need is further emphasized by the 
advancements in technology in local and 
international communities, universities, and 
workplaces. A solution to this growing problem is the 
implementation of a makerspace. 

A makerspace is not set to one single definition but in 
the simplest terms, it is a space where people have 
the opportunity to explore, invent, and learn. There 
are several skills that can be introduced and honed 
through a makerspace, including but not limited to: 
the collaboration and fostering of unique ideas and 
relationships, to become well acquainted with the 
intricacies of concept and design, to utilize critical 
thinking skills and ingenuity to solve problems, and to 
recognize what it takes for a concept to go from a 
draft to a finished product, all while catering to 
different learning styles and needs while bridging the 
STEM and humanities fields.

Most importantly, this will allow library patrons to 
change from consumers to creators while utilizing bot 
the physical and virtual world. This alone will provide 
them with a skill set that is highly sought by those in 
the professional and academic world(s), ensuring that 
they will be an asset to our local communities and 
beyond.

ABSTRACT

In the beginning stages of planning a 
Makerspace for Texas Wesleyan University, 
we reviewed the 2017 NMC Horizon 
Report. The report gave us insights on the 
direction classrooms are taking toward 
collaborative learning. We surveyed local 
universities and the school districts that 
our students were coming from and found 
that a vast majority had a STEAM or 
Makers initiative in place. Future students 
are going to be expecting more technology 
and collaborative learning environments in 
higher education and the library can help 
facilitate these changes.

7 PRINCIPLES OF A MAKERSPACE

#1 CRITICAL & #2 CREATIVE THINKING
• Tactile/Kinesthetic – This learner learns best when 

they have their hands on something and are 
interacting with objects to learn about them. This 
group will benefit the most from a makers lab because 
there are many opportunities for tinkering.

• Visual – This learner benefits from visual aids to guide 
them through the learning process. Professors can 
create items in the makers lab that will guide learners 
through a subject. Most engineers and programmers 
are visual learners and will enjoy use of coding 
projects in the lab.

• Interpersonal/Intrapersonal – The interpersonal 
learner does best in a group, while the intra personal 
learner needs to be alone to learn. The makers lab is a 
collaborative space, but that does not mean that an 
intrapersonal learner can’t plug in their headphone a 
problem solve on their own.

• Logic/Mathematical – This learner must classify or 
categorize things. They have a better understanding of 
patterns and numbers. Much like the visual learner, 
this learner will benefit from coding opportunities.

We hope our partnership with faculty members will 
allow for a good supplement for the tradition classroom 
lecture.

#5 SUITS ALL LEARNING STYLES

New technology is constantly being developed. It can 
be difficult to build a curriculum in an ever changing 
tech age. Makerspaces can give students the chance 
to experiment with these technologies however they 
want. The lab will not be a static space. Using open 
source software will allow us to give students the 
opportunity to experiment with programs without 
having to purchase new software. This will increase 
access to everyone on campus and in the community.

#6 ACCESS TO NEW TECHNOLOGY

1. Critical Thinking
2. Encourage Creativity
3. Combining STEM and humanities
4. Collaborative Learning
5. Cater to different learning styles
6. Prepare students for new technology
7. Marketable Skills

#3 COLLABORATIVE LEARNING

• Survey by National Association of Colleges and Employers found that 
the top two key attributes that employers want to see on college 
graduate’s resumes are: problem solving skills, and ability to work in 
a team, attributes that are developed by using makerspaces

• The vision of Texas Wesleyan is premised upon the understanding 
that professional employers seek individuals who have attained the 
essential skills of critical thinking, analytical reasoning and creative 
problem solving.

• The makerspace at Texas Wesleyan will prepare students for the 
workforce by offering certification programs in various software 
programs.

• Four in five (82%) educators agree that technology is a valuable tool 
for developing skills for the modern workplace.

#7 MARKETABLE SKILLS

#4 COMBINING STEM & HUMANITIES
• Texas Wesleyan University is a Liberal Arts 

University, and while there are STEM classes 
being taught here, there are also many 
classes taught in the humanities, and so 
there is interest in using makerspaces for 
humanities classes also.

• In academia, it is perceived that there are 
not many things in common between STEM 
subjects and the humanities. C. P. Snow 
(1959) postulated that there is a great gulf 
separating STEM and the humanities, 
describing them as two cultures.

• Makerspaces can bring STEM and 
humanities together because makerspaces 
promote cross-disciplinary collaboration, 
thus helping students move beyond the 
historic division between the sciences and 
the humanities.

Texas Wesleyan University has a long tradition in fine arts education and nurturing creative minds as well as honing the skills that encompass critical thinking. Seeing as how 
our institution continues this tradition of cultivating these unique skills a makerspace is the bridge to both worlds. It allows creative and critical thinkers to collaborate freely 
while simultaneously providing an environment to strengthen both sides of the spectrum.
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