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MISSION

The Deason Innovation Gym is a student-centered makerspace filled 
with both high-tech and common tools and materials. Once oriented, 
students gain 24/7 access to the space. With a little training, students 
can use the 3D printers, laser cutter, vinyl cutter and power tools to 
create objects and complete projects, both personal and for class.

At the Deason Innovation Gym, we are not afraid to experiment. No 
idea is too wild. We enable students of all disciplines to realize their ideas 
by giving them the tools and space to make beyond the bounds of the 
classroom. At the DIG, we learn by doing and grow through failure.

Our extracurricular programming includes student-initiated projects, 
skill clinics, short-term collaborative projects and immersive, multi-
day design challenges. Through these activities, students engage in 
purpose-driven learning while practicing their technical skills and 
developing their ability to work together to solve complex problems.
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General Usage Stats

• This year 1,037 students had access 
to the DIG – a 40% increase from the 
beginning of the school year. 

• 74% of students with access were 
from the Lyle School. 89% were 
undergraduates. 

• Over 280 students were trained on 
the 3D printer, 270 on the laser cutter, 
115 on the power tools, and 85 on the 
vinyl cutter. 

• 148 students requested orientation 
and/or trainings via our website 
(www.theDIG.org). 

• We have an active community of over 
240 regular users. More than 200 
additional students have also utilized the 
space on a semi-regular basis. 

Classes Supported

We supported engineering classes totaling 
more than 270 students by encouraging 
them to use the space to complete class 
projects. These classes included First Year 
Design (FYD) and Senior Design, as well 
as classes from the Design and Innovation 
program and the Sustainability program at 
the Lyle School. Students in FYD utilized 
the tools in the DIG to design and build 
components for their robotics project. 
Seniors utilized the space to build rapid 
prototypes of solutions to share with their 
clients. Some of these projects included a 
computer-numeric controlled pipe bender 
and a wind turbine for generating clean 
energy from a residential home’s roof.

We hosted classes from the Meadows, 
Cox, and Simmons Schools for tours and/
or workshops in the space. We also toured 
more than 12 groups of local educators 
and provided hands-on learning for 
multiple groups of local school children. 
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Student Projects

Students were able to access the DIG 
to design and build projects of their 
own. Several students worked together 
to build a quadcopter. One student 
made a wooden cutting board. Several 
students made custom gifts, including 
etched shot glasses, boxes, and Christmas 
ornaments. Students built furniture for 
their apartments, fixed electronics, and 
designed new solutions to hack or modify 
products.

Students from all over the SMU campus 
are encouraged to pursue projects, big and 
small, that interest them. Our informal 
learning space is the perfect place for 
students to explore, push themselves 
and develop their ability to struggle 
through ambiguity, persevere in the face 
of challenges, and drive towards an end 
result.
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“The reason I love innovation 
is because of its social impact. 
It was amazing to be part of 
a group that helped design 

something that could make a 
difference in a person’s life!”

– Immersive Design Challenge Participant
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Programming

We had over 130 students participate 
in at least one of the programmatic 
offerings this year. Of the 130 students, 
26 participated in more than one event. 
15 students came from schools beyond 
the Lyle School. 

We experimented with two long-term 
projects that met once a week for 
several months. These projects included 
building a foosball table from scratch as 
well as designing, building and testing 
lightweight human-powered foldable 
boats.

We ran one Immersive Design 
Challenge: a seven day sprint where 
13 students (and 4 student coaches) 

worked together to solve a real-
world problem for a client. This year’s 
challenge was focused on creating 
hands-on learning experiences for 
children confined to the hospital for 
long stays. We partnered with a local 
independent school to create this 
program as a form of outreach and 
involvement for their school community. 
Parish Episcopal School is currently 
working to launch prototypes of the 
program in two local hospitals.

We also facilitated multiple short-
format workshops including a workshop 
to carve pumpkins using power tools, a 
custom t-shirt workshop, a clock design 
workshop, and a mini aquaponics system 
workshop.
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