
Introducing Virtual Reality 
in Academic Health 
Sciences Libraries 

Tania Bardyn, MLIS AHIP  
Associate Dean & Director, Health Sciences Library 
University of Washington  
bardyn@uw.edu  
 
Designing Libraries 
Tuesday, September 18, 2018  
Calgary, Alberta Canada 



This project was funded in party by an Institute of 
Museum and Library Sciences (IMLS) National 
Leadership for Libraries Grant # LG-74-17-0190-17 
 
 

 

Acknowledgements  

Gili Meerovitch, CID, LEED AP, Principal, Pfeiffer 
Partners, consulted on the grant as the architect and 
interior designer for this project.  
 

Adam Garrett, Project Manager, UW Health Sciences 
Library 
 

 

2	  



3	  



"Innova'on	  comes	  
from	  people	  
mee'ng	  up	  in	  the	  
hallways	  or	  calling	  
each	  other	  at	  
10:30	  at	  night	  with	  
a	  new	  idea…”	  	  
	  
Steve	  Jobs	  
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Q4	  Q1	   Q3	  Q2	  

GRANT TIMELINE 
October 2017- September 2018 

Oct	   Nov	   Dec	   Jan	   Feb	   Mar	   Apr	   May	   June	   July	   Aug	   Sep	  

Purchase VR equipment 
 

Create project management site 
using Basecamp  

Created website 

  Architect reviews space   VR Usability Study   VR Primer 
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Bottom L to R: Adam Garrett, Emily Patridge, Gili Meerovitch, Tania Bardyn, Beth Ripley, MD, Dmitry Levin, Ryan James, Edward Verrier, MD,  
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A Need in the UW Community 
Researchers & Clinicians 
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A Need in our UW Community 
Surgeons interacting with VR 
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VR capable 
 Laptop 

DisplayPort 
Adaptor 

Video Matrix Switch 
& Image Scalers 

VR Headset 
Breakout Box 

USB 

HDMI 

HDMI 

DisplayPort 

VR Headset Data Wall 

VR Mirroring onto Data Wall  
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VR Mirroring onto Data Wall  



the assignment 
space needs 
room layout + orientation  
additional design considerations 

Architecture & Interior Design   
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VR studio will be used by clinicians for: 
•  exploration of VR and AR technologies 
•  experimentation with digitized 3D models 
•  communication with a group of collaborators 

existing TRAIL room: 
•  recently renovated 
•  technology rich (video wall, robust feed) 
•  in-use, high demand 
•  supported by trans disciplinary programs 

planning parameters 
•  build (VR layer) on to an existing platform 
•  maximize impact on a “shoe-string” 
•  avoid triggering asbestos abatement 
•  Specific assignment / broader primer 
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Understanding the Assignment 



Current Room Layout   
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existing room (approx. 840 sf / 25-30 seats) 

N	  

WINDOW  
(EXTERIOR) 

Room Layout & Lighting  
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existing room (approx. 840 sf / 25-30 seats) 

N	  

Room Layout & Lighting  
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Design Considerations  
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Architect Recommendation #1   
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Architect Recommendation #2  
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OCCULUS RIFT technology + 
tracking system 
•  designed primarily for 

“stationary” VR 

•  utilizes an “outside-in” tracking 
system 

•  tracking “bottom-up” 
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oculus system play area (23-25 seats) 

N	  
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HTC VIVE technology + tracking 
system 
•  designed primarily for “room-

scale” VR 

•  utilizes an “inside-out” tracking 
system 

•  tracking “top-down” 
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htc vive system play area (23-25 seats) 

N	  
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!  Incorporate Innovation as an element of operational excellence  
 
!  Demonstrate commitment to IT exploration  
 
!  Explore tiered participation in testing new technology to increase 

engagement 
 
!  Include architects and interior designers 

Recommendations for Library 
Leaders  
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