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What is innovation?1

2



ŁŃŀķŎĪœŁƚĝķŁňĽŊĭĸňĻŇĸĮĹĹķľňŀīĹƞ

The word  innovation is derived from the Latin wordńovaµ 
meaning is new

Án innovation is something that is newµ
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1. Radical Innovation / Integrative Innovation   
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1. Radical Innovation / Integrative Innovation   
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2. Incremental Innovation
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3. Disruptive Innovation   / Integrative ovation   
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Innovation and 
Library Transformation2
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Library Transformation
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1.Make services easier to use and access

2. Inspire and inform

3.Help customers learn new skills
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1. Mobile Apps
 Librarians care about access to information for everyone, and mobile interfaces are making access easier for 

people of all abilities. Now is a great time for librarians tobecome app experts for their communities.
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https://dcmslibraries.blog.gov.uk/simplicity-as-a-force-for-innovation/

2. RFID Technologies
 Libraries have extended their hours of availability, new forms of self-service solutions have emerged in the form of 

machines or software for different processes i.e. inventory readers, fines payment or reception of returned materials, etc.
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3. Augmented Reality (AR)
The category of AR application consisted of finding resources, user guidance, strengthening education, promoting users' 

information literacy, gamification, etc. 



ŁŃŀķŎĪœŁƚĝķŁňĽŊĭĸňĻŇĸĮĹĹķľňŀīĹƞ

4. Virtual Reality (VR)
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Interactive content experiences

Å ILLINOIS Library
Å Ferguson Library in 

Stamford, Connecticut 
Å California State Library,
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https://library.fiu.edu/chatgpt-infolit/tools

5. Artificial Intelligence (AI)

https://www.japantimes.co.jp/news/2023/04/26/business/tech/freee-it-tech-bookstore/
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6. Technology Lending
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University of Central Florida Library
Availability Map

https://library.ucf.edu/technology-lending/
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7. Innovative Space
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NC State University Libraries

Cyma Rubin Visualization Gallery
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Digital Maker Labs
 Digital maker labs offer customers the chance to learn and use some of the most cutting-edge 

technology around.

https://library.hccc.edu/technology/3d-printing
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Robots
A great example is Connecticut³s Westport Library, which recently acquired two robots, Vincent and Nancy, that will be used 

to help teach coding and computer-programming skills.

https://www.wsj.com/articles/coming-soon-to-the-library-humanoid-robots-1412015687 24
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Coding Clubs
Microbits are now being used in libraries across the UK to teach children how to code, but also how to solve 

problems and design solutions for them.
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Digital Storytelling
The British Library is hosting theNarrative Games Conventionin November 2023 to bring together developers and gamers 

with a passion for interactive storytelling.

https://adventurexpo.org/
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VR Studio
 Libraries have started offering to their users the chance to play, learn and explore. Virtual reality can be used to bring the 

library closer to the users by creating virtual tours of the library or even virtual workshops and training.
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VR Workshop: Retraining for in-demand jobs
 At theClayton County Library Systemin Georgia, the library has partnered withInterplay Learningto provide free, immersive VR 

training for skilled trades, including plumbing, HVAC, and solar. 

https://the-digital-librarian.com/2022/12/01/library-tech-trends-for-2023/ 28


