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B. Basic design principles 

It may be helpful to you to understand some basic 
elements of design. There are a lot af design prin
ciples, but some of the major ones are: axis, symmetry, 
asymmetry, hierarchy, rhythm and repetition (see F. 
Ching's Architecture: Form, Space, and Order, 1979, 
Van Nostrand Reinhold). 

Once you become familiar with these design principles, 
you will start to see that they are used in many places 
throughout your neighborhood. They don't necessarily 
make a place or a design "good," but they do help to 
make the space feel more organized . 

AXIS: 
An axis is a straight line that connects 
two objects or places. 

For instance, if a fountain or a statue 
I ines up with the entrance to a building, 
the are said to be "on axis" with eacn 
other. 

The line or axis that connects two things 
can be imaginary or "implied" indirectly, 
meaning that there is no I ine on the 

ground telling you that these two things are connected. 
At other times this line can be made obvious by making 
it visible, through such things as pavi.ng putterns or 
rows or treeS that reinforce 
or "define" its edges. 

SYMMerRY: 
symmetry means that one 
side is the exoct mirror 
image of the other side. For 
instance, the human body 
has symmetry or "is sym
metrical." If a line can be 
eaSily drawn down the 
middle of a design, and one 

side is like a 
mirror reflection 
of the other wide 
then that design 
is said to be sym
metrical. 

ASYMMETRY: 
is the lack of symmetry. In other 

words, If one side does not look exactly like 
the other side it is "asymmetrical." This does 
not mean that the design is not carefully 

according to some design principles 
-- It IS Just not symmetrical. 

HIERARCHY: 
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means that something is more important than 
other thmgs. Usually in hierarchy there is a clear rank 
order from most important to least important. 

In landscape design 
and architecture this 

>- means that one space 
is more important 
than the others. 

ffi Usually you know this 
:x: because it is obviously 
'. different larger, 

sunnier, or 15 located in some important area. The colors 
used in this important area might be different 
than colors used throughout the rest of the 
design. Or the rest of the design might be done in 

while the important space is a circle. 
The difference must be obvious in order to make 
it obvious to people that there is a hierarchy. 

>:x: 
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If you want to make a space that is more impor
tan,J :han the other spaces, then you need to give 
It an Important location, or size, or color, or even shape . 
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REPE I IlION: 
Repetition means that something is repeated over and 
over again. This can be very important in a design. If 
you do not repeat anything, and if each .and every 
element of a design is different, than the design might 
feel chaotic, messy. and 
confusing to people who use 
the space. 

What you decide to repeat 
in a design is really up to 
you. You can repeat shapes 
(squares, circles) or materi
als (brick paving or a par
ticular type of tree) or 
color. 

When you repeat 
an element in a 
certain regular 
order or pattern, 
then you have set 
up a rhythm. 
Rhythm can be 
seen in the posts 
of a fence, or in a 
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row of identical houses, or a row of trees that are 
spaced the Same distance apart. 

You can set up rhythm in your design by alternating 
trees with low planter boxes, or brick paving with 
concrete paving. 

FORMAL YS. INFORMAL 

Often landscape designs are referred to as "formal" or 
"informal ... Formal designs are often designs that are 
symmetrical. that have a central axis, and that have 
lots of strong geometric forms. Informal designs are 
usually asymmetrical and are thought to look more 
"natural" because they use more curved lines and 
forms. 

These are very general terms. 
Your design may end up having 
areas that are formal, and 
other areas that are informal 
in their deSign. 
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SCALE: g; 
IL 

The word scale has a lot of Z 

different meanings. In design, 
it often means a way of judging Size or proportions 
relative to something else - like your own body, or the 
number of people that will be using the space, or as it 
relates to the. building it is next to, or as it relates to 
the larger landscape. These "scale" measurements are 
hard to measure exactly and depend on the particular 
situation. 

However, one of the most important "scales" by which 
to judge a space is the human body. Does the space 
feel too small for you? Or is it so large that you feel 
unprotected and exposed? If you know the story of 
"Goldilocks and the Three Bears," think about how 
Goldilocks had to sit in three different chairs until she 
found one that was just right. 

If the space feels good - if the proportions seem 
right for the people who will use it - then it is said to 
have a "human scale" or a "good sense of scale." 
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C. Environmental impact of design 
The ways in which you physically change the world 
around you might have an impact on other parts of the 
environment. Some things to keep in mind as you design: '* Are the materials that you are working with 
toxic? Some paints, for instance, might be more envi
ronmentally friendly than others. Check with your hard
ware store or the people you get YOLir supplies from. 
They should be able to recommend the products that 
are least harmful to the environment. 

'* How should you remove existing materials 
from the site? Check with your city officials or other 
professionals to see if there are any materials-like 
lead paint or asbestos-on your site that need to have 
special procedures for removal them or disposal. 

'* How do you get rid of stuff on the Site? Be 
sure that everything you remove gets disposed of prop
erly. If you are digging, you might find old tires or old 
building rubble buried in your site. You may need to get 
a permit take these to the nearest landfill. 

'* There may be toxic substances such as lead in 
the soil. Be sure to have the soil tested before you 
begin working in it. Often .local cOLincils or universities 
can find people to do this for a low fee or even for 
free. 

'* In general, plants are more beneficial to the 
environment than paved surfaces such as asphalt or 
concrete. Plants produce oxygen for us to breathe and 
they cool the air. They also help to clean the water as 
rain falls and runs off into storm water sewers. When
ever possible include plants in your design. 

'* Try to select plants that require very little 
water. If plants are said to be "drought tolerant" then 
they can usually live without being watered every day. 
These types of plants are best, since using lots of 
water has negative effects on the larger environment. 

D. Barrier-free design 

Many people who use your design will be older people 
who cannot walk as well as young people. People in 
wheelchairs should also be able to use your site. For 
these people you want to remember to include the 
following in your design: 

'* Areas that can be entered without going up 
or down steps. These areas could be at ground level, or 
they could be entered by a ramp that slopes up or down 
into the space. 

'* Ramps should be long with a very gradual 
slope. The recommended slope is one inch going up or 
down for every twelve inches long. 

E. Crime Prevention Through Design 

Many people worry that crimes will take place in public 
spaces. There are things that you can do in the design 
of your site that will reduce the possibilities of crimes 
taking place and make the users feel more safe. 

'* Allow people to see into, out of, and around 
the area. Plants, especially bushes, should be low 
enough for you to see over them and to see any people 
behind them. Trees can be used if they have a high 
"canopy" and they don't have low branches, so people 
can see under and around the trees. You should be able 
to see through fences. Lighting should illuminate the 
entire space at night. People should be able to see into 
the space from the street and surrounding buildings 
without their view being blocked by plants, fences, 
benches, or buildings. 

'* -Have the area locked up at night. Putting up a 
fence that can be controlled and locked during certain 
hours may keep out unwelcome people and activities. 
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.. Have clear entrances and paths through the 
space. The people who use the site should be able to 
see a safe way out at all times. There must be more 
than one entrance, and the path leading to it should not 
be hidden by plants, benches, or fences. 

A. Types of drawings 

.. sketches 

Sketches are like drawn photographs-they show what 
a place or thing looks like. However, they are not quite 
like photographs because you can choose to include 
some things and not others. 

Although some people have a natural talent for sketch
ing, it is also a skill that can be learned. There are 
many techniques for learning to sketch and it may be 
useful to have a local art teacher or artist come and 
show you some of these skills. 

Sl'X-TION A-.A 

.. plans, sectlans. elevatians 

A plan is the view looking down on something. Sometimes 
it is drawn like a picture taken from an airplane but often 
it is drawn as a horizontal slice through a building or Site, 
as if everything about eye height was sliced off. The 
picture below is the plan of a complicated plaza. 

A section is a drawing of a site or building sliced verti
cally. It is as if Someone took a knife and cut through the 
building or area from top to bottom. This shows the 
heights of things. 

An elevation is a kind of picture of the exterior of a 
building. The illustration combines a section (the cut 
through the plaza) and an elevation (the view of the 
building behind). 

If you would like more information on these different 
types of drawings, some good books are: 
Architectural Graphics, Francis Ching, 1996, VNR. 
Plan Graphics, T. Walker & D. Davis, 1990, VNR. 
Landscape Graphics, Grant Reid, 1987, Whitney. 
Drawing the Landscape, Chip Sullivan, 1997, VNR. 
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B. Making models 

If you are going to be showing your design to other 
people, a model is usually the best way to do It, since 
they may not be able to understand plans and other 
drawings. 

Helpful things to have for building a model include: 
• a plan drawing of your proposed design . 
• elevation drawings of buildings and other structl.lres. 
• sheets of cardboard (corrugated cardboard, thick 
"chip board," or foam core board. 
• glue (white "Elmer's glue," or a hot glue gun, or 
carpenter's glue). 
• utility knife and extra blades. 
• "x.-acto· knife and extra blades. 
· metal ruler or straight edge. 
• a variety of materials that you could use to show 
different surfaces, such as fabric, sand paper, colored 
construction paper, toothpiCks, cotton balls, crayons, 
colored markers, clay, paint, twigs, aquarium gravel. 
etc. 

Don't forget to include scale people in your model. You 
can make people out of clay or cardboard. They will 
give everyone looking at the model an idea of how big 
the spaces are and how tall the trees and buildings are. 

For more information about building models, a good 
book is: 
Why Design? by Anna Siafer & Kevin Cahill, Chicago 
Review Press, 1995. 

I nstructions for 
Coord i nators 
INTRODUCTION 

These guidelines are primarily for the adult coordinators/supervisors of the 
project. They are basic guidelines and adults with experience working with 
youth may find some of the suggestions simplistic or obvious. It is also 
impossible to address all the situations that can arise; you are encouraged to 
use your own experience, intuition and creativity. Also keep in mind that the 
fundamental principle of Youth Power is that youth are empowered to make 
choices, take responsibility, and take an active role in planning and 
implementing. 

PART I. SOME BASIC PRINCIPLES 

SINCERITY AND RESPECT ARE KEY. It is important to convey to young 
people that you respect their ideas and opinions and that you take them 
seriously. Let them know that you hear their ideas by responding to them 
and acting upon them. Many youth feel that adults do not really care about 
or bother to listen to their opinions and they are extremely sensitive to 
criticism. This doesn't mean you have to always agree. If you disagree, honor 
their point of view and explain why you disagree. This does not mean that 
you cannot set high standards - in fact young people like challenges. 

ENABLE THE YOUTH TO TAKE OWNERSHIP ANI) LEADERSHIP. This is 
the most fundamental principle of YouthPower. Your basic role will be to give 
the youth the gUidance and tools they need to make informed decisions and 
to work effectively as a team. This is more of an art than a science. The 
difference between having ultimate responsibility and authority as an adult 
and empowering youth to be leaders is difficult to define. You will need to 
balance giving direction and maintaining order with allowing the youth to 
define their own direction and to create and abide by their own rules. The 
difference between guidance and taking over changes with different situa
tions and the experience of the group. 

The most difficult stage is the initial stage when the youth are uncertain 
about their role, not sure how to take on a leaderShip role, and still have the 
expectation that the adult is in full control. Especially in the beginning, they 
often will be shy about taking an active role. You will need to avoid the temp
tation to fill the void. Remember, once a pattern is set it is very difficult to 
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undo. It's better to let the participants make a few mistakes than to be 
always correcting them. 

TEAMWORK IS ESSENTIAL. Being part of a group is important to young 
people. Building a team that can work together and get along is critical to 
the success of the project. It is also very effective to break the larger 
group into smaller teams to work together on tasks. The smaller teams can 
share what they accomplished with the larger group. Smaller teams can also 
compete in games. 

ASK QUESTIONS - AND LISTEN TO THE ANSW~RS. DON'T LEC-. 
TURE. Ask the right questions so the youth come up with answers. This I~ 
itself can be a challenge. Often - especially early in the process - questl?ns 
or attempts to engage the group are met with little or no response. You will 
have to experiment with ways to brin~ people out. For example, you can start 
by asking people to raise th~ir hands If they a.gree wl:th a statement and 
then ask individuals to explOin why. The trick IS to think of the questions 
that will lead them to come up with the answers. Avoid lecturing (at. almost 
all costs)! Of course there will be times when you will need to explain things. 
Be direct and concrete. Avoid academic or technical language that might 
make them feel confused or ignorant. This doesn't mean talking down to 
young people (that's worse than talking over their heads) .. 

KEEP IT FUN. If it's not fun, they won't come. The most common complaint 
is "It's boring." Think of fun ways to run the meetings. For example, games 
can be used for people to say their ideas and have the others try to guess. 
Have at least one game or "energizer" during each meeting. Also youth are 
always more interested in participating in activities that are led by other 
youth, so having youth leaders is key. 

PART II. OVERVIEW OF THE PLANNING AND DESIGN PROCESS AND 
USING THE GUIDE 

1. THE PLANNING AND DESIGN PROCESS. There are some basic and 
necessary steps to the planning and design proces~. These steps are ?II 
included in the Guide, but it may be helpful to outline them here to give you 
an overview. 
.. Define your purpose and goals . . 
• Identify the problems and opportunities of the area you are working with 
• Brainstorm ideas 
• Evaluate and prioritize the ideas 
• Choose some ideas 
• Implement them 
• Reflect on how it all went 

2. USING THE GUIDE. The Guide is organized to take you through a step
by-step process of developing a plan for i!l'proving your community and then 
planning, designing and implementing speCifiC projects that will help to real-

ize that plan. The Guide can also be used for smaller scale and shorter term 
endeavors. One of the first choices you will need to make is deciding on the 
sco~e of your proJect. Do you want to focus on a specific well-defined 
project .or are you gOing to attempt to create a long-range plan for your 
community or neighborhood a~d work on a number of projects over time? Or 
you may be Interested In particular kinds of projects such as green Space or 
clean up or beautification. 

T~e Guide uses a "neighborhood" or "community" as an example, but the 
principles and steps can also be applied to a town, park, green space or any 
other area your. group is working on. You should use and adapt the Guide to 
serve your particular proJect. You are encouraged to be creative. The Guide 
IS meant to gUide you, not dictate what to do. You may find that not all chap
ters are relevant to your project or you may want to modify some of the 
exercises to meet your needs. Nevertheless, we feel any successful project 
must In.clude the baSIC elements described in the guide: Build your team, 
dream It, plan It, and do it. 

Good luck .... and have fun!! 

PART III. GUIDEUNES FOR CHAPTERS IN THE GUIDE 

1. BUILDING A CORE GROUP AND DECIDING ON YOUR PURPOSE: 

The first step: find a core group of youth who will "buy into the project." 

'" Your very first step as a project "coordinator" is to find and build a 
core group of young people who will "buy into" the project and take 
"ownership" of it. You may already have a group of youth that you work 
With or you may need to do outreach to create a new group. 

'" Starting small with a core group of three to five youth has the advan
tage of ha~lng those youth help to recruit and engage other young 
people. It IS always more effective to have youth working with youth. 

Engage the youth at the start in defining the goals and purpose. 

'" Whether you are starting with an existing group or creating a new 
one, you will have the challenge of getting the youth to understand, in 
general, what the project is about without making them feel like you are 
tellin~ them what it is about. If you come across as the person who is 
deCiding what to do and what is important, they will tend to take a 
passive role and become uninterested. On the other hand, if you are too 
vague, they may become confused and lose focus. Young people respond 
better to concrete examples than abstract concepts. 

'" You may want to have.a brainstorming session for the core group 
Similar to the one described In chapter four. This will help them get 
?ome of their ideas out .. You should be careful not to have them develop 
Ideas that are too definite, however, or the new people will not have the 
chance to give their ideas and feel part of the process . 
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2. WOR1CIN6 AS A TEAM. 

Building a team is a long term process and requires commitment 

,. Teams are not built overnight. It takes time for people to become 
comfortable, find their place in the team and learn how to work together. 
Let the youth know that it will take time and requires commitment. 

• Having the youth develop a contract for team members is a good way 
for them to set some ground rules and goals and show commitment. It 
also helps them take ownership for their team. 

'" Discuss with the youth what your and their expectations are and have 
them develop a set of rules to guide the daily meetings. It is good to 
review these at the beginning of each meeting. 

Be aware of group dynamics. 

'" Group dynamics and the social aspects of working as a team are at 
least as important as the mechanics of pl~nning and implementing the 
project. You should be prepared to deal With Issues of control and lead
ership, romance and jealousy, cliques and exclusion. 

lit It is beyond the scope of this guide to give specific ways to deal with 
these situations, but it is a good idea to address them up front and have 
some guidelines in the rules. 

Develop routines. 

lit Having routines helps develop familiarity, predictability and cohesive
ness. They help the team members feel comfortable and help them to 
find their place in the team. Having consistency and routines also allows 
the youth to get good at doing things and to develop confidence. It also 
helps the youth feel Secure that there is something they can depend on. 
A standard meeting agenda is a good way to do this (see beloW). 

,. Also be aware that routines can get boring and sometimes it is good 
to break the routines and do something completely different. 

Train the group in the mechanics of working as a team. 

., Explain how to develop on agenda and toke minutes. Agendas should 
include a review of the minutes of the last meeting if applicable, a re
view of the agenda items, one or more main agenda items, a time and 
place for the next meeting, and a time at the end to reflect and/or 
evaluate. It is also good to start with a review of the ground rules, and 
to have an energizer in the middle. 

lit The team should also know how to develop an action plan for planning 
and implementing projects. The action plan should include who is respon-

-----.~ 

sible tor each activi.ty, when it must be completed by, and a clear de
scription of the actiVity With enough information to be able to do it. 

Train and practice the essential skills. 

111 T~e youth need ta be trained in the basic skills for planning, decision 
makmg, and presenting. 
lit For planning they need to know how to brainstorm, evaluate, and make 
a work plan. 

lit For decision making they need to know how to decide by majority or 
by consensus. 

'" For presenting they need to know how to plan a meeting, assign roles, 
speak clearly and loudly enough, and how to engage the audience. 

Decide how you are going to make decisions. 

'" The youth should be part of the decision making process and it is 
Important to ~et up clear and consistent decision making processes. 
Votmg/moJorlty rules IS a Simple way of making decisions and works in 
many cases. In a small group, consensus sometimes works better for 
important decisions to maintain group cohesion. 

lit The adult coordinator should also make it clear that there may be 
certain decisions that s/he may need to make, such as making sure the 
project fits funder reqUirements or town/city regulations. 

Everyone should have a role and responsibilities. 

lit Make sure that all the team members are given roles such as taking 
notes of meetings, leading meetings, writing on the flip chart, keeping 
track of time, etc. It works well to have youth work in pairs also. 

Take time to reflect, evaluate, discuss problems, and come up with solutions. 

,. It is !mport~nt to have a regular time to reflect on learning, evaluate 
the proJect, diSCUSS problems, and come up with solutions, A form can 
be very helpful in this process. The form should fit your program, be 
easy to use and fun. The form allows each participant to put down his or 
~er own thoughts and then share and discuss them as a group. It is 
Important to act as quickly as possible to implement any suggestions. 

3. OUTReACH 

Decide on how you are going to explain your project. 

, '" Once you know what your purpose is and you have a general idea of 
wh~t you are going to do, you need to decide how you are going to ex
plam It to other youth that you want to recruit for your project. 



if Look to your core group to come up with both verbal and graphk 
ways to describe the project and work with them to design a flyer and 
informational material. 

if Do not try to say too much, Think of key things that would make 
youth want to be part of your project, The core group will have a much 
better idea of how to reach their peers than an adult does. 

Brainstorm ways to reach people, 

if You can recruit internally in your organization, have the core group 
outreach to family and friends, do door-to-door outreach, make pre
sentations to other youth groups, or distribute informational materials 
to other programs and! or people in the neighborhood. 

if face-to-face outreach is more effective than trying to recruit by 
sending written materials. 

• It is important to have the youth actively involved in doing the out
reach. 

Develop an outreach and recruitment plan, 

• Decide on one or more ways to do outreach. Decide how many people 
you want to recruit and how many people you think you should outreach 
to. Decide when you are going to do the outreach, who is going to do it 
and how you are going to do it. 

• Have a sign-up sheet or membership form to have people sign or to 
give to them, Make sure the instructions are clear and there is contact 
information (name and phone number). 

• The group should practice with each other before going out so they 
feel confident. Also before doing any door-to-door outreach, make sure 
everyone in the group knows the basic safety guidelines: always work at 
least in pairs; always have an adult back up; know how to aVOid and/or 
handle belligerent people or dangerous situations (never be confronta
tional and leave as quickly as possible). 

Selection and orientation. 

• Decide how you are going to select members of the team (if more 
sign up than you can handle). Is it going to be first-come first-served, 
or are you going to interview and select people based on criteria such 
as interest and commitment? Work with the youth to design an orienta
tion session for new members. 

• The orientation should cover the project's purpose and goals, the 
basic ground rules, and the contract. It should also be fun and give the 
new participants the opportunity to express their ideas and feelings. 

4. BRAINSTORMING A vrsIoN OF YOUR II:>EAL COMMUNITY 

Brainstorming a vision is the key to engaging young people. 

*' T~is is the one process that early on will engage all the participants 
and ,9lve them a sense of ownership. It will also help to create the 
inSpiration that Will sustain the project over time. Without a vision and 
a dream, there will be no excitement or energy. 

Brainstorming should be fun and creative. 

., . The purpose of this activity is not necessarily to come up with real
IstiC or doable. Ideas .but to give the participants the opportunity to 
express t~elr Ideas, their dreams, and their visions. It should be a fun 
and creative process. There is no right way to do this activity. It's okay 
to use any combination of pictures, symbols, words, etc. Let the group 
work out how they want to do it. 

Everyone should be included. 

,. You may need to go around to the different groups and make sure 
that everyone is included. 

• Encourage people who are shy or have low self-esteem to give their 
Ideas. 

Avoid evaluating ideas. 

if .This is not the time to da,:!pen the cre.ativity and spontaneity by 
Saying an Idea IS too unrealrstlc or expensive or complicated or weird. 

Look for the essence of the ideas. 

•. Some of the ~ra.ziest ideas have good points. For example, someone 
might suggest bUlldrng a water park or amusement park. This may not 
be feaSible because of space and cost, but the idea of having a place 
With ~ater ~here you can play is a good one. It may be feasible to get 
the City to rnstall a sprinkler pool and playground equipment. 

• Have the group discuss the ideas and say why they chose them and 
why they are Important to them. 

5. HOW 00 YOU EXPERIENce YOUR COMMUNITY? 

Understanding how the group sees their community is important. 

• This activity. can reveal very important things about how people in 
the group experience their community. 
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There are many ways to do this. 

• The guide giveS one example. In addition to where people do and don't 
go, you may want to discuss things like safety, drugs, and visual, olfac-
tory and noise pollution. 

6. THE NEIGHBORHOOD TOUR 

Working in teamS works best. 

• It works best to have the group work in teams of two to four. Have 
each team pick someone to write down the ideas and one or two people 

to present them. 

Have each team present their ideas. 

• When the teams are done, they should present their ideas to the 
rest of the group. This is an excellent way to share a lot of ideas and 
gives the teams experience in presenting . 

Make sure to keep good records. 

• The information you gather from the neighborhood tour is very 
valuable. Make sure you have copies of the teams' ideas and any other 
records such as photos and video and keep them in a file or safe place. 

• Another way of keeping records that is more fun and can engage the 
youth is to make a scrapbook and/or poster boards of different stages 

of the project. 

7. MAKING A MAP OF WHAT'S GOOD AND WHAT'S BAD 

Be creative with your map. 

• The Guide gives a suggestion for making a "community map." You can 
add drawn pictures, quotes, and could also use video footage to make a 
short video to go with the drawn map. 

8. COMING UP WITH IDEAS TO IMPROVE THE COMMUNITY 

This is different than brainstorming a vision for the community. 

• This activity requires coming up with specific ideas for specific 

needs. 

• Although you can still use brainstorming to come up with ideas, they 
should be more or less realistic and relevant to the neighborhood/ 
community/project. 

Be sure to use the ideas and information you have already gathered. 

• Use the ideas from the vision map to help come up with more con
crete Ideas for the particular project. 

• Use the information from the neighborhood tour to get more ideas 
of what IS needed. 

• Have the vision map and the map of what's good and bad displayed 
for everyone to see. 

Some other ways to do this activity. 

• Getting people to think outside of the box of their own particular 
per~pectlve can be challenging. One way to get around this is by role 
plaYing. You can have teams of two to four role play different types of 
people such as the elderly, toddlers, families, youth, different ethnic 
groups: bUSiness people, etc. Each team then can come up with ideas of 
what kind of place they would like and present to the rest of the group. 

• ~he participants can work in teams to review the vision map and the 
what s good and bad map and then compete to see which team can come 
up With the most Ideas. 

9. CHOOSING THE BEST IDEAS 

!hiS step is one of t.he most important steps. This is when you evaluate the 
Ideas a~d decide which ones to include in your plan. It is important that your 
evaluation addresses both the needs of your group and the needs of th 
community. e 

• In the Guide, fun, learning potential, and community service are given 
as examples. 

.f Your group wi~1 need to decide what are their most important criteria 

f
or chOOSing the Ideas. Your group should have a discussion about what 
actors they choose to evaluate the ideas and why. 

• You can also use this process to make sure that ideas answer the 
needs of different people in the community such as the elderly families 
ethniC groups, and different aged youth. " 

• You ca~ also use this p~o~e~s to make sure the ideas address impor
tant functions such as socializing, play, business activity, and culture. 

Other variations of this process. 

• As indicated above, this process can be relatively simple or quite 
. complex. 

• You can have the participants mark their three most important ideas 
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and see which ones get the most votes. 

• You can have teams work together to chose the ideas they like best. 
Then each team can present their ideas, You can choose the ideas that 
each team agrees on or have the whole group vote on the ideas they like 
best after the discussion. 

.. You can use a numbering system to score the ideas. For example 
"great" can equal 2, "OK" = 1, and "not OK" = O. For each idea you can add 
the number of "great: "OK," and "not OK" answers and score each Idea, 
• If you are using several criteria to evaluate th~ ideas, you may ~eed 
to ·weight" the criteria, For example,. you may deCide that community 
service is twice as important as learning. 

• An alternative is to choose "threshold" criteria, For example you may 
decide that fun is a threshold criteria. Even if an idea scores high in 
other areas, if it doesn't score high on fun it would not be included in the 
final selection. 

• It is a good idea to have a discussion at the end for each person to 
say why he or she liked the ideas they chose. 

10. MAkING A MAP OF THE IDEAS TO MAKE YOUR COMMUNITY 
BE II ER 

Another way to show your ideas on a map is with "icons." , 
• Icons are small simple pictures or symbols that represent your Ideas, 
For example, a picture of a swing could represent a playground and a . 
picture of a basketball hoop could represent a basketball court, (You will 
need to show what each icon means somewhere on the map.) 

.. Since icons can be smaller than pictures, it is easier to show more 
ideas in a smaller space with icons that with drawn pictures, 

• You can often place the icons right on the si'!es on your map, which 
makes it easier to read than having to follow a Ime to the Site, 

The community map is an important visual representation of your group's 
ideas. 

.. It can be used to inform others in the community of your ideas and 
get their input. 

• Maps and pictures are truly worth a thousand words, People will re
spond much better and have a better understanding of your ideas from a 
map and pictures, 

You can use community maps to show existing conditi?ns, your ideas, ~nd 
projects completed. (See also Making a Map of Whats Good and Bad In 

Your Community,) 

.. You can make a map wi!h pictures of your community, showing the 
good and bad things and slte~ tna: need to be improved, another map of 
your Ideas, and a tfurd map With pictures of projects you complete, 

11. GETTING COMMUNITY INPUT AND SUPPORT 

It is important to know how others in your community respond to your ideas, 

• Make sure you give people a chance to say if they don't like certain 
Ideas and why. For example, reSidents of an apartment building may not 
want a basketball court next to their apartments because people playing 
at night would make noise, 

• Make sure you identify groups that are excited about your ideas and 
would like to help, (See the chapter on collaborating.) 

~ake sure you g~t input ~nd support from key "players" (groups that have 
Influence or deCISion makmg powers in your community) and 'stakeholders" 
(people and groups who will be affected by your project), 

• Some key players are the City Council, the Planning Board, the Public 
Works Department and some stakeholders are residents of the 
community, bUSiness people, and property owners, 

'* You can have a discussion with your group about who the key players 
and stakeholders are and why they are important. 

~t is a. big challenge to get people to come to meetings. You will need to do 
II1tenslve outreach or try other ways to get people's input. 

.. Direct outreach works best but takes a lot of time and effort. 

• If you send invitations by mail, make sure they give all the important 
information (what, why, where, when, who and how to contact), 

'* Follow up invitations with a reminder card and/or phone cali, if pos
Sible. Ask for a commitment to come and bring other people. 

• Other ways to get input are by approaching people directly with 
surveys/questionnaires or by having small "focus groups" where you work 
With small groups on specific questions. 

Make sure you record the input and ideas, 

'* You can keep minutes or records of the meeting. 

• You can USe surveys or questionnaires, 
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12. I.ET'S DO SOME PROJECTS 

This is a time for your group to decide which projects they can do. Some 
things to consider are: 

'" Does your group have the capacity (enough people, technical skills, 
etc.) to do the project? 

• Do you have the money or resources to do the project? 

• Do you have permission from tke owner of tke property and/or the 
city/town to do tke project? 

Don't immediately eliminate a project if it fails to meet any of tke questions 
above. 

.. Brainstorm ways you could make tke project work. For example if you 
don't have the money or resources to do tke project, brainstorm how 
you might be able to work witk tke city to get funds and/or collaborate 
with otker groups (see below). 

13. cou.ABOIlATING wrrH OTHER GROUPS 

There are many good reasons to collaborate with other groups: 

,. More people can help you get the project done faster and better . 
(Remember though that more isn't always better.) 

.. Other groups and organizations can offer resources and technical 
skills you might not hOlle. 

• Collaborating can help you get the community, political, and financial 
support you need to do tke project. 

.. Collaborating is often necessary in order to do larger and more com
plex proj ectS. 

Collaborating is also complex and time consuming. Be aware of the U costs" of 
collaborating. 

.. Collaborating requires attending planning an.d evaluation meetings 
with other groups and keeping in close communIcatIon WIth them. 

.. Collaborating requires making decisions. with other groups. This can 
slow things down and may mean that you WIll need to compromIse. 

.. It is important to be very clear from the start who is going to do 
what and who has what powers. 

14. 6E I lING HELP AND ADVICE 

Know when you need help and advice. 

.. Professionals can help you avoid errors and help you to solve prob
lems tkat would be difficult or impossible for you to solve. 

Make sure the people helping you understand your needs and the needs of 
your community. 

• Professionals can have a limited and rigid idea of how things should be 
done. They also do not necessarily understand the needs of your commu
nity. 

15. MAICING A TlMEUNE TO IMPROVE YOUR COMMUNITY 

Especially at the beginning, it is very important to try to not do too many 
projects. It's better to do fewer projects well than it is to not succeed at a 
lot of projects. 

.. You should consider how realistic your timeline is. 

.. Prioritize the most important projects on your timeline, so you are 
prepared to drop some if necessary. 

Also make sure to keep in mind the seasons and how they will affect certain 
stages of the project. 

.. Try to plan your project 50 that the planning activities are in bad 
weather times and the outside building actillities are in good weather. 

16. PREPARING TO DO A PROJECT 

Get your group involved in brainstorming and figuring out the necessary 
steps of the project. 

.. The more involvement the group has in planning the project, the more 
ownership they will feel. 

• This process also mentally prepares them for all the steps and the 
time it may take to get to the point of actually doing the project. 

For more complex projects it is a good idea to identify critical dates 
and "milestones" on the timeline. . 

~ Critical dates could be the deadline for a grant for your project. 
Milestones mark major parts of the project such as completing the plan, 
getting funding, getting permits, completing construction, and the final 
unveiling/celebration. 
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17. DRAWIN6 A PLAN FOR YOUR PROJECT 

Visiting and measuring the site is very important. It is also a great learning 
exercise. 

• It will give the participants a much better first-hand e~perience of 
the site and a better sense of what is realistic and how things will look 
and work together. 

• They will also have a lot of fun and learn a lot from measuring and 
drawing a plan of the site. 

First give a short lesson on using a tape measure. 

.. Make sure everyone knows how to read a tape measure. Have them 
practice measuring some things and make sure they can read the feet 
and inches correctly. Also make sure they don't mistake "6s" for "9s" 
and vice versa. This happens a lot. 

• It helps to have a long (50' -100') tape for larger sites. It is easier 
and more accurate to start at one end with a long tape and measure 
where each thing is along the entire length of the tape. 

• More details on how to measure a site can be found in the DeSign 
Basics section. 

Make a rough drawing that shows the basic shape of the site. Use this draw
ing to write down your measurements, where things are, atld where you think 
new things should go. 

• You can have the teams report measurements to one pe~son who 
marks them on the rough plan, or have each team make their own rough 
plan, depending on how complex the site is. 

• You can have the teams report measurements to one person who 
marks them on the rough plan, or have each team write down the 
measurements. You should check to make sure the measurements 
are accurate. 

• It's a good idea to have several teams come up with different plans 
to take back to the drawing board. 

• The group can decide which plan is best or combine ideas to make a 
final plan. (This can be done at a separate meeting when you are back at 
your program.) 

Drawing scale drawings requires technical skill and training, and specialized 
equipment. 

• See the Design Basics section for more information. Go to the library 

and get a book on how to draw plans if you need more guidance. 

• An architect's drawing table with a parallel ruier is very helpful if you 
can afford it. A simple small portable drawing table with a parallel ruler 
can be obtained for about $50. A more profeSSional set up will cost 
about $200. 

., Instead of drawing and re-drawing your ideas on the plan, it can be 
very helpful to make scale cut-outs of the new things you want to in
clude in the site so you can play around with positioning them first. 

After drawing a scale plan, it helps to return to the site and mark out in 
actual Size where things should go. You can marl< things on the site using 
chalk, string, or cardboard to get a more realistic idea of how they fit to
gether on the site. 

.. It is difficult to visualize from a drawn plan how things are really 
going to be. 

• People often try to fit too much into a site. It's important to have 
enough space between things (especially in playgrounds where there are 
often code requirements for space). 

• If you discover problems, you can revise you plan. 

Depending on the complexity of the site and the project, this "activity" will 
require more than one session. 

., At a minimum, there will be one session on site and one session to 
draw the plans. 

• For more complex sites and projects, you may need one session to 
measure the existing conditions, one session to add the new ideas, one 
session to evaluate and choose the best ideas, one session to draw the 
plan, one session to go back to the Site and check the plan, and a final 
session to make any revisions . 

It may be useful to get the help of an architect or landscape architect or 
local building official at this point to advise you of the design requirements 
for your project. 

.. There are code requirements for different kinds of places that only 
profeSSionals know about. For example, swings require a certain amount 
of space around them. 

.. You may also want to get community feedback and input. 

• For projects with high visibility and impact, it is good to make sure 
that the immediate community likes your ideas and has an opportunity to 
give feedback and their own ideas. 
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18. MAKING A PROJECT WORK PLAN 

Decide if you are going to use a short/intensive approach to completing your 
project or use a more drawn-out approach. 

• The short/intensive approach has the adv~ntage of getting big results 
quickly and generating excitement and enthusiasm. It also reqUires more 
people and very careful planning and coordination. 

• The drawn-out approach is easier, but often people g~~ bored and frus
trated with not seeing results quickly. It is also less e~flclent because of 
having to set up and clean up each time you go to the site. 

• A compromise is t~ break !arger projects into distinct parts that can be 
done in several intensive sessions. 

A good and detailed project work plan is the key to a successful project. 

• The more your group is aware of what needs to be done, the better the 
project will be . 

• Make sure your work plan is realistic. Don't try to do too much in one day. 

• Be aware of the best order to do things in and t.he timing required. For . k 
example, take into account the time it takes for paint to dry. (There are) qUic -
drying primer paints that dry in about 20 minutes In dry warm weather. 

• Remember that different age groups have different at.tention spans. Don't 
ex ect eople to go for more than one-and-a-half ~ours Without a break. Gen
er~lIy s~eaking two 1-1/2 hour sessions are about rlgh:t fo~ a group of youth ~ 
the 9-13 age range. It is possible to go for longer periods If there are enoug 
breaks and snacks. 

• Don't expect people to necessarily wont to stay with one task for too long. 
People often want variety. Plan your project so people can change tasks. 

• You should add details and instructions for complicated. tasks so p~ople 
don't get too confused and need to keep coming to the project supervisor for 
instructions. 

• Make sure you leave enough time at the end for clean up. 

• It's a good idea to go over the work plan before the project. Pick team ) 
leaders to lead teams of 2-4 people. Each team (or at least the team leaders 
should know what they are going to do. 

One (or more) person(s) should be chosen to oversee the project. 

• This person will be responsible for assuring safety, answering questions, 
making sure everyone has the materials and tools they need, keeping an eye on 

quality, helping with problems, re-assigning tasks when necessary, and 
keeping track of time. 

You can also add a "notes" column to the work plan to make notes of special 
things to remember. 

• For example, under "clean up" you can note that the participants should 
never touch broken glass, needles, or anything that may be dangerous. 

19. DOING THE PROJECT 

Make Sure all the materials are on site and that "prep" work is done ahead of time. 

• Being prepared and ready to get to work helps get people started right 
away. They will get frustrated and lose interest if they have to wait 
around for things to be ready. 

Safety should be one of your main priorities. 

• Always have a complete first aid kit available. 

• Any power tool is a potential danger. Make sure anyone who uses a 
power tool is old enough and is trained in how to use it. Never leave power 
tools around or plugged in. (They may be a great temptation for younger 
people.) Hand tools (especially sharp ones) can also be dangerous. They 
should always be used only for their intended use. 

• All power equipment must be grounded, preferably with a ground fault 
circuit interrupter that will cut the power if there is a short circuit . 

• Extreme safety precautions should be taken when working on ladders or staging. 

• The basic safety rule is to use common sense. Some other rules are: use 
safety goggles when using power equipment, hammers, and/or when around 
dust or debris; always use tools for their intended use; never fool around 
with tools; use dust masks or respirators when around dust or vapors; use 
gloves when handling sharp, dirty, or messy things. 

• Be sure to check liability issues and any regulations regarding youth and 
what kind of work they can do. 

20. WE COMPLETED THE PROJECT - NOW WHAT? 

Going over what was good about the project and what didn't work so well is 
very important. 

• It is important for the youth to immediately celebrate their accom
plishment and also to express any frustrations or challenges . 
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., This can also be very useful in helping future projects work better. 

One of the biggest challenges of some projects, especially in urban environments, 
is maintaining the project. It is also very discouraging to see a project deterio
rate. 

., Be sure to include maintaining your completed projects in future timelines . 

., One of the important lessons in community service is that it takes commit
ment. 

., Adopting a site and keeping it looking good creates pride. 

21. CELEBRATIONS AND AWARDS 

Celebrations and award-giving are excellent opportunities for youth to learn and 
practice presenting in pUblic. 

., Make sure your group plans and practices for the event so that it is suc
cessful. 

., Each person should have a role and/or be given the opportunity to say 
something. 

Some businesses and foundations also give awards for projects. (For example a 
Youth Power project won a Fleet Bank All Stars Award.) 

., Do some research to see if your project might be eligible for an award. 

22. RECORDING THE PROJECT 

Other ways to record your project: 

., Make a large poster from photos, quotes, and press clippings of your 
project. This is a great group project and can be publicly displayed at your 
program or at events such as celebration/award ceremonies . 

., Make a slide show of your project or projects. (You can make good slides 
from regular photos by taking pictures of them with slide film and special 
lights for taking slides. Local schools, colleges, and community centers often 
have this equipment.) 

23. GETT.I:N& PUBUCITY 

It helps to establish a personal relationship with local papers and understand their 
editorial policies. 

., Visit your local press and tell them about your organization and the 
kmds of projects you do. Ask them what kind of stories they are inter
ested In and the best way to get coverage. Talk to the paper's owner or 
editor if possible. 

., Get to know reporters. Call them directly about stories . 

24. YOUNG PEOPLE SPEAK OUT 

Evaluation and reflection are very important. 

., It is beyond the .scope of this manual to give details on the many ways 
to do evaluation and reflection. 

., Try to find materials and guide books on evaluation and reflection. 
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Vocabulary 
The following vocabulary list includes some words used 
in this manual as well as many you may hear as you talk 
with people about these projects. 

Foam core board: A kind of cardboard with paper 
on the outside and foam on the inside. It is stiff and 
light, and can be purchased at art and craft supply 
stores. 

Land use: the activities that land is used for, like 
houses (called "residential"), shops and offices (called 
"business" or "commercial"), or parks (called "open 
space"). 

Peer leader: a peer leader is an older youth and a 
participant who acts as a role model and helps to plan 
and lead meetings. 

Project: a project is a short-term activity focused on 
getting a specific thing done. Examples include cleaning 
up a park, repainting a building, making a mural. 

Plan: (noun) A plan is long-term and more complicated 
than a project, and provides an overall viSion for an 
area like a neighborhood. To carry out a plan requires 
working with other groups and doing several projects. 

Plan: (verb) To plan involves setting out a series of 
aims and the steps toward achieving those aims. Both a 
plan (noun) and a project can be planned (verb). 

Site: is a location or a place, usually the location of a 
project or an activity. 

Zoning: a way of dividing up land according to the way 
it is used. The main zoning categories are: residential, 
industrial, business or commercial, mixed use, open 
space, and agriculture . 
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Treasure 
chest: 
further 
resources 
We have used a number of resources in this report. These 
include (in alphabetical order): 

American Architectural Foundation. 1998. Learning by 
Design Program. 

http://www.amerarchfoundation.com/srcebook.htm. 
Accessed April. 

This program is run in conjunction with the American 
Institute of Architects. Each of the 19 AIA regions 
has a Learning by DeSign coordinator and there are a 
variety of useful publications available. For further 
information contact: Alan R. Sandler, Senior Director, 
Education Programs, The American Architectural 
Foundation, 1735 New York, Avenue, NW, Washington, 
DC 20006. 
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American Planning Association. 1998. Web page on K-12 
education. http://www.planning.org/educ/K-12.html. 
Accessed March . 

This informative section of the APA web site in
cludes general information on the APA's K-12 activi
ties, instructions for requesting free information, 
lists of K-12 materials available from the APA 
bookstore, and articles from the APA's "resources" 
newsletter aimed at K-12 educators. For more 
information and a free kit of materials contact: 
APA Education Program, 122 S. Michigan Avenue, 
Suite 1600, Chicago, IL 60603, call 312-431-9100, 
or e-mail education@planning.org. 

Dunn Foundation. 1996. Viewfinders: A Visual Envi
ronmental Literacy Curriculum. Warwick, Rhode Is
land: The Dunn Foundation. 

The Dunn Foundation is currently working on a 
number of projects in environmental education with 
an emphasis on the appearance of the environment. 
They can be contacted at 25 Bellows Street, 
Warwick, Rhode Island 02888 or at http:// 
www.dunnfoundation.org/. 

Siafer, Anna, and Kevin Cahill. 1995. Why Design? 
Activities and Projects from the National Building 
Museum. Chicago: Chicago Review Press. 

This 198-page book from the National Building 
Museum in Washington DC contains 60 exercises 
and techniques aimed at high school students. Avail
able for $19,95 from the National Building Museum, 
401 F Street, NW, Washington, DC 20001. 
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