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magine being in the library amidst con-

versation where youth are eagerly toss-

ing ideas back and forth abour ways ro
improve their communities.”T want to get
people to volunteer and help clean up™1
would like to make a music club to help
reens explore their talent."I want ro have
a plan for making bag lunches and deliver
them in downtown Chariotte to help the
homeless” Wow! What enthusiasm and
interest in making a positive contributien
to their neighborhoods!

It is often said that those from the
Millennial Generation (born berween 1980
and 2000} have a high rate of volunteer-
ism. According o the arricle "Managing
Millennials” by Claire Raines, the message
of “serve your communiry” has a profound
Cffect on t}lese YGlltll El}d thaE 50 Pefcent
reported volunteering in their community.!

Five incarcerared males, ages 1617,
located in the United States, currently
have the opportunity to put this charac-
teristic of their generation to use tfu‘ough
a program called the Dream It Do It

Initiative {IDID1). The partner organiza-
tions involved in this program include
Global Kids, Ashoka’s Youth Venture, the
Rabert Wood Johnson Foundation, the
Public Library of Charlotte and Meckien-
burg County, Nerth Carolina, and a jail
faeility.

What Are the Goals of
oiDi?

The goal of DIDI is to have groups of
youth {ages 13-17} develop and laanch
their venture. A group can be made up of
two people minimally, A venrure, as defined
by Youth Venture (www.genv.net} whose
subheading is "Building a Global Move-
ment of Young Changemakers” includes
the following renets:

1. The project must be a new club
or erganization. In other words,
even though there are plenty of
organizations in communities
that are already doing great work,
the youth are requirved to be rruly
entrepreneurial and develop their own
goals and how they wanc to achieve
them.

2. The project must be youth driven.
While the youth can work with adule
allies that can help guide them, the
adules helping with the project are not
making che decisions for the youch.

3. The project is sustainable. It is not
meant to be a one-time workshop
or event, but something chat will be
ongoing and able ro grow with up ro
$1000 in seed money provided by the
Robert Wood Johnson Foundation
pet group.

4. The venture benefits the community
in some way.?

Who Are the Partners?

Exploring the fourth tener a bit further will
help the reader understand whe the organi-
zarions involved in DIDI are and why they
are involved in the first place. The Robert
Wood Johnson Foundarion: Health and
Healtheare Improvement (wwwirwif

.org) 1s involved in this project and fund-
ing it from a healtheare angle, The ventures
must improve the heaith of cthe community.
While some people might auromarically
think that means the absence of disease, it
encompasses 2 much broader definition.
According to the World Health Organiza-
tion, “health Is a state of complere physical,
mental and social \Veﬁ—being, and not mere-
ly the absence of disease or infirmiry™ So
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far, the gays involved in the project totally
get this. In some ways, perhaps more viv-
idly chan others who might not be exposed
to the same social conditions that they are
in their neighborhoods, schools, or the jail
itself, For example, in discussing the issnes
in their neighborheod, they not only iden-
tify drugs as a problem but the drug dealer.
Several of the reens share the same interest
of not wanting younger kids to make the
same decisions they did o end up in jail
and thus relate their venture ideas around
providing more producrive activities for the
youth to be involved in. A project called the
Chicago Project for Viclence Prevention
{hetps/ /einyurl.com/3gbkl2) spearheaded
by physician-epidemiologist Gary Shatkin
and funded in part by the Raberr Wood
Johnson Foundation, took the approach
that violence is a public health issue and
worked to develop community-based rask
forces, parricularly including those who
were ex-offenders themselves. An initative
of the program called CeaseFire (www
«ceasefirechicago.org) has also used Second
Life as a medium to learn anger manage-
ment igsues.

Ashoka’s Youth Venture is an orga-
nization with locations rhroughour the
United States. They have been involved in
supporting youch to address social needs
for fourteen years by providing tools and
support to help make their dreams a real-
ity Global Kids {www.globalkids.org) is an
organization based in New York City thac
works with urban youth to help make them
successful students and ¢global leaders.
Their online component of youth leader-
ship involves youth blogging, initiating
and discussing current-events topics, and
participating in the vircual world of Teen
Second Life (http://teensecondlife.com)
among other virtual worlds, where vouth
have raised awareness on many global is-
sues including sex tafficking, AIDS, the
Holocaust, and social nerworking, and have
worked with youth from all aver the world
to do so.

How Does the
Library Fit In?

Chances are, while your library
might not be a direct partner of
any one of these organizations,
you and your teens are prob-
ably engaged in similar work.
Many public libearies [ook to
the Minnesota-based Search
Instirute {(www.search
-Instirute.org), which has a list
of forty developmental assers
thar can help youth grow into
healthy and caring adules and
can often provide justification
of many youth programs in
libraries in the first place, As-
sets DIDI particularly address
include:

o Other Adulr
Relationships: Young
person receives support
from three or more non-
parent adules

s Youth as Resources:
Young people are given
useful roles in the
communicy

a  Positive Peer Influence:
Young person’s best
friends model responsible
behavior

o  Consrructive Use of
Time (Youth Programs):
Young person spends
three or more hours per
week in sports, clubs,
or organizations at school orin
communiry erganizations

e Commitment to Learning: Young
person is mativared ro do well (in
school)

e Caring: Young person places high
value m helping others

e Planning and Decision Making:
Young person knows how to plan
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Partners and youth meet to go over the guidelines of the
workshops: participation, one mic, and safe space.

Youth and partners gather in the DID coffeehouse to
begin the workshop.

Youth give a mock presentation to the partners on stage
at the DIBI coffeehouse.

ahead and make choices

o  Pasirive View of Personal Fature:
Young person Is optimistic about his
or her personal furure®

The Public Library of Charlotte and
Mecklenburg County has been involved
in outreach services with the jail faciiicy.
for several years. [ started in 2006 with an
existing book club for youth. [ met with the
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youzh in the library every other week, and
we discussed a variety of books jncluding
The Coldest Winter Ever by Sistzh Souljah
and Stuck in Neutral by Terry Trueman. I
began ro get more interested in connecting
to the youth through technology, as that is
what we were doing ac my library, When
one of the guys in the group suggested
making a movie of a puppet show they
could show their children {some of the in-
carcerated youth are fathers), I was able to
bring the camera to the facility to film the
skirs the guys creared.

T have used technology with the youth
in other ways, including blogging about
their experiences and what they're reading,
participating in Teen Tech Week™ pro-
grams such as “finger DDR” (download ar
www.stepmania.com), ane if they are going
home soon and want to sign up online for
a public hibrary card, I have assisted them
in doing so. Using technology is a twenty-
brse-century social skill char can help youth
become productive members in society. If
youth aren’t able to engage in these skills,
“they will find themselves left behind in
school and in the workplace,” according to
Henry Jenkins in his paper, “Confronting
the Challenges of Participatory Culture:
Media Education for the 21st Cenrury.®
While it’s true that many facilities won't
allow anline access for obvious reasons, ics
fortunate that those in charge of this facil-
ity feel that access is important and thar the
positives of engaging in this way outweigh
the porential dangers of allowing online
access.

The Changemakers

‘The group of five, also self-referred ro as
the "Icebergs” (because they are so cool),
meet weekly in the jail library with Global
Kids and Youth Venture online in the vir-
tual world of Teen Second Life, The island,
or the space in which they meer, is closed
down to others, which is frequently done

24

with many workshops, but particularly
with this one to ensure that the only in-
teraction occurring with the group is with
the staff involved in che project. The young
men are represented by an avatar, a digiral
representation of themselves, They each
use a laptop and communicate through cext
chat. Workshops are designed to help the
teens develop and plan cheir venture. They
discuss an action plan and what they can
do now while they are in jail to contribuce
toward their venture (such as create flyers
Or write a song to raise awareness abont
their project), what roles each young man
in the group would like to take on, how to
allocate their seed money budger, and how
to present their jdeas in front of « panel.

Much of their interaction takes place
offline and in person as well as online, bur
not just on the island, They are given jour-
nals to keep track of their ideas throughout
the week in addition to the blog posts they
write (available at www.holymeatballs.org/
second _life/didi_tnitiative). They often
cite communication through texe chat and
blogging as important skills they are learn-
ing. Developing their choughts through
Instant messaging, posting photos of their
avatar, and even podc;{sﬁng {which will be
posted soon on RezFd, a vircual worlds
community hub ar www.rezed.org) are all
part of DIDL As one teen, knows as Teey
in Teen Second Life, writes,

Getting up out of bed to ateend
these online mectings with second
life, and teen second life was always
a great pain, bue I can rell you from
my own mouth, it was worth it
"This program is a really great way
to keep a positive mind and if you're
on that path, then I think you
[should] really ery ictthy

Since the young men are still in the
developmental stages of their ventures, we
don't have any final outcomes o report.
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How Can Libraries Get
Involved in a Similar
Project?

Perhaps starting oue with access to Teen
Second Life won't fly wich your organiza-
tion, but inrroducing techpelogy in small
ways to a jail facility where your library is
already doing outreach would be 2 pacural
way ro start. i you're able to bring in such
tools as a digital camera, ler the librarian
keep it until he or she is comfortable that
all pictures have been cleared out, If you're
able to bring in gaming consoles and pe-
vipherals, take photos beforehand so the li-
brarian can look at exactly whar it is you're
bringing and identify any possible materials
char you mighr not be allowed to intraduce
to the facility. If allowing the youth to ac-
cess a blog isn't possible, perhaps distribut-
ing journals where they can write whar
they want to post would be a cormpromise.
If you sense there is a possibility the door
might be open to allowing the teens to use
technology, use the following resources to
help develop a proposal explaining how
teens’ access to technology can help keep
them on track with learning in che twency-
first century, vAL5

Resources

Brawn, Linda. 2006. Teens, Technology, and
Literacy: Or, Why Bad Grammar Isn't
Always Bad, Westport, Conn.: Libraries
Unlimited.

Farkas, Meredith, 2007, Social Software
in Librarics: Building Collaboration,
Communication, and Community Ounline.
Medford, N.J: Information Today,

Global Kids Second Life Curricufum. 2008,
www.rezed.org/group/ GKslcurriculum.
Accessed Dec, 12,2008,
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continued on page 31
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