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inco the mid-1990¢, EI Atco Itie Youth and Com-

munity Arte Center has tun the YouthPower Project

in South Holyoke, Maceachusette. The
YouthPowar Guide describee many of YouthPower's
moet euceessful planning activitiee and explaine how ofthare
can apply them in their neighbothoode. It ie written to be
uced by young peaple aged 10 to 19, working in an after-
school cetting, and by people who work with these youth.

The firet and main part of the YouthPower Cuide—
called Build Your Team! Dream It! Plan [t! Do [t!—
describes twenty-four of these activities ranging from “Decid-
ing on your purpoce,” “Brainetorming a vicion of your ideal
community,” and doing a “Neighbothood tout” to *Cetting
community input and cupport,” “Making g project work
plan,” and “Doing the project.” These activities can be done
copatately but when combined they add up to a comprehen-
cive neighborhood planning and improvement procaese. Each
activity ie designed to be accompliched in one or two one-
and-a-half hour cesciong, in a youth-cenfered procese where
youth lead youth. Direet involvement in neighbathood im-
provement projecte je an important way of helping young
people to devalop knowledge and ckille in the areac of team
building, leaderchip, citizenchip, decicion making, environ-
mental awarenese, and community development.

Supplemental materiale give additional information on
decign and planning ptinciplee, and epecial iccues faced by
adult and youth leaders. The Guide waz developed ac a col-
laborative effort of YouthPower and the Urban Places Project
in the Depattment of Landceape Architecture and Regjonal
Planning at the University of Mageachusatte, Amhetet.

about The YouthPower Cuide

*The YouthPower Guide ic one of those rare toole that ic ucer-
friendly for both youth and adulte. The elear meeeage ic that young
people can and chould take the leaderchip role. The language ic
eimple and diract, and the photographs convey a cense of purpoge and
fun. There ie no condescencion. The sequence of activities and etep-
by-ctep format raice the key questione and encura that even an
inexpetienced group will lay a good foundation for a succecsful
project. While our current emphagie ic on urban neighborhoode, we
cee the Cuide as a recource for cubutban youth ac well.”

Will Snyder, Extencion Educator

UMase Extansion, Univarsity of Maczachusetie,

Ambarct

“The YouthPower Cuide i a superb example of EI Arco Iric” innova-
tive approach to community empowerment. Uniquely aware of the
impact of the phygsical envitonment on human development, EI Arco
Itie hae effectively empowered young community recidente to take
control of their envitonment and to ageume cignificant roleg in
shaping that envitonment. The YouthPower Guide teflecte the
cuceece of thece efforfe and makee these cuccescee available ac
modele for other communites.
| know of no other tool comparable to The YouthPower Cuide; it i

a thoughtfully conceived and executed educational tool that reflecte
an incightful awarenese of the power of good planning.”

Richard Fitzgerald

Diractor, Bozton Society of Architocte

“The ctaff and participante at El Arco Itie have consictently run a
high quality community cervice program.Youth teceive the toole and
training that they need to addrece community neede and then drive
their portion of the community development process.”

Krictin McSwain

Senior Program Officar,

Magsachusstte Service Alliance

*Through the efforts of the YouthPower project, young people have
learned how they can make a difference in their neighborhood and
have proceeded to do just that. In addition to their own neighbothood,
they have taken the lecgone they have learned and ereated The
YouthPower Guide. The Cuide ic an excellent document that ean be
eacily trancferred to other cimilar neighborhood groupe in cimilar
cituatione.”

Robert P. Mitchell, AICP
Procident, Magcsachusette Chaptor of the Amarican
Planning Aecaciation
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Introduction

THE REASON FOR THIS MANUAL

Have you ever wanted to make your community
better: t?unid a park, paint a mural, or create a walkway
along a river? Then keep reading on.

The manual is written to be used b
Yy young people
aged 10 to 19, m"td by people who wark with these young
pgapia. I contains ideas that will help anyone who
w:n:] to ;i’;ange their neighborhood for the better
whether doing just one activity, or making a bl :
the whole neighborhood, g plan for

WHAT IS IN THE MANUAL

Since %995, El Arco Iris and YouthPower have worked
on projects involving young pecple in planning and build-
Ing a better neighborhood. This manual describes many
of the groups' most successful activities and explains
how you can use them to make g plan for your neigh-

borhood and to do projects that i :
borhood. J improve your neigh-

The manual is in two parts.

¢ Inthe first and main part of the manual — Build
’v‘ou_r* Team! Dream It! Plan TH Do it — we de-~
scribe twenty-four activities. In each case we
say what the activity is about and explain how
you do the activity. Some activities also have a
part called why that explains the purpose of the
activity, and others give examples of the activ-
:‘ry. Each activity is designed to last 60 1o 75
minutes. Some activities may require more than
one session to complete,

+ The second part of the manual gives more de-

Tailed instructions for peer leaders and youth
supervisors,
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HOW TO USE THE MANUAL

The manual is designed to provide a basic framework
and steps to follow, based on what we found to work.
Groups are encouraged Yo be creative and fo modify the
framework and steps to meet their community needs,

Groups that are net interested in making a neighbor-
hood plan, but just want to do a project, can use the Do
It section and skip the Dream It and Plan Il sections.

A NOTE ON COPYRIGHT

We are happy for you te copy small numbers of the
exercises in Thig book for your own internal use. Get in
touch with us for permission if you want fo do copies of
more than one or two exercises in the Guide—we do
hold copyright. We also ask that yeu credit our werk
when you copy it, for example by leaving our nhame on
the side of the page. Please don't try to sell any part of

thig work,

If you use our work in a publication, please also give
us credit. If work based on this manual gets press
coverage, please send us a clipping for our files. Our

address is:
E! Arco Iris Youth and Community Arts Center

60 Hamilton Street
Holyoke, MA 01040, USA
413 532 2360, fax 413 533 8360.

To order additional copies of this book contact the:

UMass Extension Bookstore

Draper Hall, Box 32010

Amherst, MA 01003-2010,

413 545 2717 or

toll-free within Massachusetts:1-877-UMASSXT.
Fax: 413 H45 5174,

Visit us on the Web ot
www.umass.edu/umext/bookstore,
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1.Deciding on your purpoce

_As a.‘r.eam you need to decide on what you will do. In
’rfus activity You came up with a mission statement that
gives the project a name and says what the feam is

going to do.

MISSION
STATEMENT
EXAMPLE

The AZZ Club Team will design and
build a better mousetrap so that
more mice are caught without
being hurt (the mice that is).

—_— = ]

g

Make a mission statement and
a contract

¥ The team first needs to
decide if they will do a short-
Term project, or make a plan
for the whole neighborhood
and do several projects.

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

*+ A neighborhood plan is long-term and more com-
plicated, 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 over a long period of time, Tt
requires a long-term commitment.

¥ A mission statement is a short statement of

what you will de, why you will do it, and how. T+ can
be one or two sentences long. To decide on a mission
statement use brainstorming and discussions (see
instructions on opposite page).

¢ The team decides on a contract that says how
they will commit to the project and everyone

signs it.

¢ The team also decides on a name for the

project,

¥ You can also start out by doing a short-term
project, then decide you want to do a neighborhood
plan later.

END PRODUCT: A mission statement and a
contract.

BASIC RULES OF BRAINSTORMING

¢ Brainsterming aims to
generate ideas rather
than make decisions.

+ Everyone should speak.

¢ All ideas should be
written down.

¢ Ideas should not be
debated. The evalua-
tion step comes later.

+ Creative, unusual, and
"impractical® ideas are valuable and should be written down.

¢+ Keep the discussion going and do not let anyone dominate the discussion.

¢ After the first rush of ideas, suggestions usually quiet down for a while.
Do not stop the session here as the best ideas usually come after this
quiet period.

BRAINSTORMING ROLES

¢ The brainstorm leader asks questions, keeps people on time, and makes
sure everyone speaks. This role can be taken by a member of the group
or by an adult.

¢ A recorder writes down the ideas. The writing should be big enough for
everyone o see.

I3 THE YOUTHPOWER GUIDE El Arco Tris’ YouthPower and The Urban Places Project



|
!

SRR

14 THE YOUTHPOWER GUIDE E| Arco Iris' YouthPower and The Urban Places Project

RS T R T e

weay e
se bupjom

z ALIAILDV

I8 THE YOUTHPOWER GUIDE E| Arco Iris' YouthPower and The Urban Places Project




S R N

AR TR e g, e -

16 t1ue YOUTHPOWER GUIDE E| Arco Iris

o
o
2,
o
|
o
wn
o
(8]
S
o
<
o
L0
L
>
<
—
o
c
=
o
o
=
=)
a_
-
-+
=3
(=]
-~

See Basic Rules
of Brainstorming

2. Working ac a team

This activity helps you learn how to work as g team,

+ Brainstorm to decide what kind of rules you

in Activity 1, want for your team.
+ Write the rules on a large piece of white card-
board.

- _ % Learn how to run meetings.
Things you nged: . + Learn how to make an agenda for
¢ Big sheets of newsprint mﬁeﬁngs — the agenda should show

- T you are going to talk about i
o Large felt i what y _ going 10 talk about in
- ge Telt Tip mﬂf‘ .kleﬁ's. - The Teeﬂng, how long each “agenda
.+ Big sheets of white cardboard ifem” should take, and who will be in
. ‘ : charge of what parts of the meeting.

WHATISA !
PEER LEADER?:

A’peer leader
is an older
youth partici-
pant who acts
as a rale model
and helps to
plan and lead
meetings,

_ ¢ Meetings should start with a brief
review of rules, then someone should explain
what the purpose of the meeting is and what will
be done in the meeting. It is good to have a
break or an energizer activity about half way
through the meeting. It is good to include activi-
Ties in the meeting so everyone can participate.
Eiav’f a brief evaluation at the end to get feed-

ack.

¥ Build leadership.

+ You should select young people with experience
' groups to be peer leaders. Each peer leader

gets a turn leading meetings. It is a goed idea to
work in pairs.

¥ Build your team.

¢ Give "jobs" to cll the peer leaders such as leading
the meetings, writing the agenda, recording ideas
at meetings, keeping track of time, and making
sure rules are followed. Also let other younger
participants help by writing, keeping time, and
doing simpler jabs.

Regularly talk about how well or not well things are
going (be honest). Talk about how you could make
things better.

END PRODUCT: People who know how to work
in a team.

WHAT

INTRODUCTION
* rules
* what this meeting is about

3
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MAIN AGENDA ITEMS:

» planning a project

* what needs to be done

» who will do what

* what do we need to do the project?

ENERGIZER
* game

PLAN FOR NEXT MEETING
+ what should we do next?
» what do we need to plan on hext meeting?

EVALUATION

« what went well in the meeting?

» what didn't you like and how would you
make it better?

17 THE YOUTHPOWER GUIDE £l Arco Iris' YouthPower and The Urban Places Project
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3. Outreach to other - QUESTION AND ANSWER

youhg PQOP'Q SESSION i

| ! Questions you can ask include: .

It is of t ' . i :

. o is of en useful to work with other young © + - Are there things you would like to make .
3 pecple as projects progress, or when rying to : e better in vour neighborhood? . S
Y undertake large or long-term projects or plans. : . ¢ your nelg . %
o This involves bringing new young people into one’s .+ * Do you think young people can make a . «
§ owh group. Z . difference? . §
= i o+ + Do you feel that you can really make your . &
g i i+ neighborhood better and would you like to  © 3
5 i +  bepart of trying that? : 5
= 3 [ B AN N BN ENRENENENERENNENEREENENNERSNENENEERNLNHNSENHSNS;J}N] ad
F ¥* Prepare for doing outreach. 4 F
5 + Make flyers describing your project g
§ with the name of the project. g
?2 ¢ Practice doing outreach with each other : S 0%_
& by having one person be the outreach N o o _ 5
X person and the other a youth in the =
2 community. : o
< %* Recruit for your program. 4 <
— i |
LI;JJ * Go door to door and to other community 2 ”
g groups to recruit for your program, g E
o ¢+ Invite young people from your commu- % 8
o nity and other youth organizations to ]
g - come to a presentation and question and g
2 answer session, o
E ) ¢ Questions you could ask at your ';'.-:
5 presention are listed in the box on the g
g opposite page. ‘ 4
g i
=
= b . i l b
o ENI? PRODUCT: A larger team to work on . Mcke flyers describing your project and w
[ | projects or plans. ~ distribute them to other young people. e
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4. Brafngfmming a vicion of
your ideal community

ekl

Create a picture of your ideal community.

bl o Sde

¥ o A2 L

See Basic Rules

of Brainstormin - .
in ACtivity 1 9 % Brainstorm your ideas for your ideal

neighborhood.
{See rules for : o
brainstorming in ?h;n?s youneed: . -
Activity 1.) ¢ A flip chart and BIG

sheets of paper at least
- 3'%4'. (You can tape

BRI e e T

e s i

+ A peer leader

leads the group - sheets together)

in brainstorm- ‘ TR -

ing ideas. + Lorge felt tip mm'kgar‘sl _' ST |

+. OPTIONAL: Large sheets ° _
" writesideason | O cardboard or foam core: .. ™
4= L o o, ¥ F wm
the flip chart )béq?d fa.\ P?m d"‘,“"”*“@s;"“ B “’" S S e -
of iffffrmece EXAMPLE OF AN IDEAL NEIGHBORHOOD

¥ Draw a picture of your ideal community.

+ Divide your group inte teams of no more than 6 ‘3"?3 ;
people, % The whole group discusses what they learned.

+ What do you think are the best ideas for your

+ Each group decides for itself how they want to

draw their map. Everyone must participate. You 4 community - why’ |
. can draw pictures, use words, or symbols. Think & + What did you learn? |
he thi i i . . : 5
:ir::;znii; hings you would want in your ided + How was it working as a team and presenting |

your ideas ~ what did you learn from that?

+

¥ Present your picture.

END PRODUCT: A picture showing your

+ Each group then presents their vision map. Two _ ideal neighborhood.
people from each team are chosen to present '-
the map. They say what is in the map and why it's
there.

AR AR

I
e
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5. How do you experience
your community?’

This activity helps you see how you experience your
neighborhood. It lets you show where you live, where
you go, and where you avoid going.

The exercise also allows you to become familiar
with a map of your neighborhood and where things are,

It helps you see both the problems end the good
tnings in your community.

* Divide into groups of 4 to 6 sitting at a table with
the map in the middle.

% Have each person put dots on the map.

Thzngs you need o 5|« Putared dot where yau live and write

# A lar*ga map. of ‘fhe: nwghber-u | your name beside it.
~hood, at least 3 feet lorig, with
anaugh copies 86 there is'one |
- between four to six partici- .
pqrﬁ'g n&ef fhg (ﬁgpﬁpfmanfs + Place YEBQW dots on landmarks and imbor-
“at City Hall will probably have a. | tant places and label them.
gr::ed mdp. fry m!lmgi:pia?mzng cr

¢+ Place green dots on the locations where
you go or hang out and labe! them.

+ Place blue dots on the piaces you avoid and
one: y;n&"i o GseJ:a mﬁpfbh@h"up E aisa give them labels.
- froma street di ec?or'y 1+ Draw lines to show paths you take through
J', cgigpgd mar'kef}$-u> oo 1 and around the neighberhood,

,} Strckuan de?s cnd éﬁcrs in. rsd_ , # Each group presents their map.

-~ green; yellow, ard blye’: ¢ The groups Yell about the places they like

" “"*Ck carmga‘md mrdbeard or | and why, and the places they don't like and

fodm core boardto paste the

why,
.map on

END PRODUCT: A map on a board

28 THE. YOUTHPOWER GUIDE E| Arcs Iris’ YouthPower and The Urban Places Project

showing problems and opportunities.

T

‘}-.k

R

Divide into groups of 4 to 6 people with a map

in the middle of the table.
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6. Neighborhood tout

Walking around your neighborhood is a good way to
get to know what's in your neighborhood and to record
places that need improvement and places that are

good.
You can de one or more of the following activities.
% Woalk around the neighborhood with a Z
,A G _\ notepad and small map of the neighbor-
;f;hir%§$ yau&aad | } . | hood. ' . ‘
- , . st:ffb{: Grd “iike . 'ﬁby s ;ﬁ;g;«:: :ht;;:.sl‘res — their problems

iece of corrugated card- -
gg}aﬁg ol | & Write about your ideas to make these
S 5 places better.

¥ Take pictures of areas or sites that
are good and bad in the neighborhood.

+ Take a picture of the whole area or
site,

# Glue sticks or scotch tape”

And one. or more of the
Following: 7
"% Notepe + Take some close-up pictures of what is
good and bad about each area.

R e ¥ Walk oround the neighborhood with a
¢ A camerg su 3 video camera. ‘ |

Co A ¢ Taoke a shot that shows the specific
¢ - # Avideo came | areaor site, and the environment around
| the site.
+ Take some shots of good and bad things about
the site,

+ Take shots of your group reading their ideas
about how to make the site better.

R A R

END PRODUCT: A map, photos, or videotape
describing the good and bad parts of the
neighborhood,

32 THE YOUTHPOWER GUIDE E| Arco Iris' YouthPower and The Urban Places Project

WHAT IS A SITE?

Site is a word used by architects,
landscape architects, and planners
to refer to a particular place or
location.

I 2 SR A BE R EEREERERELR.:
ENEEEEEEREESAERAEN

NEIGHBORHOOD TOUR USING A NOTEPAD

33 THE YOUTHPOWER GUIDE £l Arco Iris' YouthPower and The Urban Places Project
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/. Making a map of what'c
good and what’e bad in your
commuhity

This activity is about making a map of the good and
bad parts of your community that you found on your
neighborhaod tour.

WHAT'S BAD:
Trash

¥ Take your map of the neighborhood and draw
lines around all the sites you identified on the
neighborhood tour.

+ Number each site.

% Tape lists of what is good and bad about each
site near their location on the map.

¢ You can use a photocopier to make the lists
smaller {so they can fit on the map).

YouthPower and The Urban Places Project

* Tf you took pictures you can tape them next to
the lists of good and bad things about each site.

WHAT'S 600D:
Mural

% You can move the lists and pictures around until
the map looks just right.

¢ Glue the lists and pictures to the map.

+ Finally, draw lines from the lists and pictures to
the site each one is for,

T L s

36 THE YOUTHPOWER GUIDE £/ Arco Tric

END PRODUCT: Map of sites in the
neighborhood.
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See Activity I:
Basic Rules of
Brainstorming

See Activity 4:
Brainstorming a vision

See Activity &:
Neighborheod tour

See Activity 21
Celebrations and awards

. Coming up with ideac to
improve your commuhity

S R N R 0 S

activity is about coming up with a list of ideas
To improve yaur community.

¥ Brainstorm what kinds of places and activities i
are important for a healthy community and what ¥
kinds of people live in the community.
¢+ Make a list on the flip chart of the kinds of .
places and activities you think should be in your o
heighborhood (examples are: businesses, places  *

for recreation, places to socidlize, quiet and @
beautiful places, places for art and culture, |

etc.). :%

¢ Make a list of the kinds of people in your com-
munity (examples are: young, old, families, dif-
ferent ethnic groups, homeless, etc.). ﬁ

¢ Tape the lists on the wall so everyone can see j
them, 3

¥ Divide the group into teams of 4 to 6 people to i
brainstorm ideas for improving the neighborhood. %;
+ Each team brainstorms to come up with ideas .

for each of the kinds of places and activities
discussed above. For each idea they write what
kind(s) of people it is for.

+ Each team can use ideas from the ideal commu-
nity map and from the neighborhood tour (the

ideal community map(s) and ideas from the tour
should also be displayed).

B

R
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*+ Each team chooses two people to present their
list of projects.

¢ The teams get prizes for most ideas, best ideas,
best presentation, and most creative ideas.

END PRODUCT: Ideas about potential
projects.

SCORE CARD
TEAM "A”
- " SCORE:
1=0k
=good
3=great
most ideas 2
best ideas 2
most creative ideas 3
best presentation 3
| 6GRAND TOTAL 10

SAMPLE SCORE CARD

for the competition to
come up with and
present ideas for
improving your
community,

- There should be at
least three *judges,”
each with a score card
for each team.

- The team with the
most total number of
points wins.
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This activity ranks the list of specific projects to

determine what are the imporfant issues and projects
for your group to focus on.

Selection of projects is based on the goals of the

team and factors such as learning potential, fun, and
the value of the project to the community. This ig
decided jointly by the young people and the directors
of the organization.

¥ Make a chart of your ideas.

L LS 2SS AT RN S0 E 29SS LSRR RSB REVERERBEE

[ EE B EERNERENEREESEENNESNNENRN,]

(A A E R R SR EE S EEREREEEEEE RN ENEEREEEERERESRZSEH;NEH:.]

+ Start with a list of projects generated in the
earlier activities,

+ Place the list of projects down the left side of
the page, with a line under each one strefching
across the whole sheet.

+ Place the rating categories {listed below) across
the top and draw a vertical line between each
cne, (This kind of diagram is called a matrix.)

RATING CATEGORIES MIGHT INCLUDE:

¢ Fun: Will this be fun for you and keep you
interested?

+ Learning potential: Are there opportuni-
ties for learning skills or concepts that
will be beneficial to you?

+ Community service: Will this project help
the community?

L 4
*
L 3
.
L
&
»*
-
-
-
L 3
-
L
*
[
'3
»
.
L
#*
-
»
L 4
*

12%
=
3
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% Rank the projects by voting with stickers on the

chart. A good way to do this is to follow these
steps.

+ Give the different colors
of stickers different

meanings. (See the box for

examples.)
¢+ Give each personred, . red = great
yellow, and green dots (or

whatever colors you are
using). They'll need as many
dots ag there are projects,

20 projects and three

times the numbfar of rating n = not ok
categories; so, if there are gree

rating categories, they'll
need 60 dots in ol %

yellow = ok

+ Let people vote for each
praject in terms of each of the rating cat-
egories.

¢ T aproject has all green dots in one cat-
egory it should be cut cut as it will not be
fun, or not good for learning, or not have
support.

s+ The remaining projects with the most red
and yellow dots are the highest priority.

+ Decide on the top four to seven projects.

END PRODUCT: A list of 4 to 7 potential
projects.
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10. Making a community map of
yout ideae to make it better

You will draw pictures of your ideas to improve your
neighborhood and put them on amap.

& Each person chooses to draw at least one of the |
best ideas from the list of projects decided on in S
the last activity. LR

LR R

¥ Each person makes drawings of the ideas they
chose and colors the drawings.

¢ Each person writes what the idea is and why it is
important.

need:

Youwil

+ FEach person presents their drawing(s} and says
what it is and why it's important.

% The whole group works together to decide where
each idea should go on the map.

EXAMPLE OF COMMUNITY MAP

% Your group works together to tape the pictures
on the map board next to the sites they go with.

% Draw lines from each picture to the sites .'!'hey
go with,

END PRODUCT: Pictures of ideas to improve
your neighborhood linked to their locations in
the neighborhood.
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i r T 2 the people in the meeting vote on the ideas
1 1 ¢ Ggﬁfng comm unlfg I nPUT ’ E;‘;uﬁingpsﬁg:kem next to each idea. They
| should put a red sticker next o projects thay
and Qupport think are “great,” a yellow sticker for OK"and a
green sticker for "not OK." (They can do this
right on the map.}

£ 4 Ask who would like to help you and how they
This activity lets you find out how people in your think they could help you.

community, other groups, and your town officials re-

spond to your ideas, and what ideas they have,

END PRODUCT: A list e .f
of ideas for projects .
with community
support.

#* Visit town officials and other groups to talk
about your plan for your neighborhood.
+ Make an appointment To visit your planning beard,

community development of fice, parks depart-
ment, conservation board, mayor, or selectboard.

i T e I L T
it B SR R el il B

+ Show them your list of ideas and your community
map. Get their input.

[
5
2
b 1

X
i
=
£

5

¥ Present your neighborhood map and list of ideas

to your community, other groups, and your town
of ficials.

— + Plan for the meeting. Decide who will present the
You will need:’ . ideas on the map (it is best to chose two people
e Thamap of the " . to do this). De::idg whao will record the ideas
heighberhoed you . from the community. Practice for the meating.
" created in Activity - + Make flyers for the meeting and mail them.
0 Follow up with phone calls especially to other
4 A Flipichart or large gggudp:i zgd to town officials to explain what you

. gheets of newsprint _ _

- -paper . . + Preseqf your map at the community meeting.
L u Explain the map (say what each idea is and why
.- ¢ Colored markers. it's important). Ask for feedback. Ask how

. cé?b Ee p 'sﬁtk'e:r's\ for pzople like the ideas and if they have any new

vo ting c iceas.
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¢ Someone in your group recerds the feedback on
a flip chart. You can write new ideas on 6"x8"
cards and tape the cards to the map.
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| See Activity 9 % Review the list of the high priority projects
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Now it is time fo decide which projects you are
going to do first.

i
&
3
Iy
Ea

Choosing the best ideas {worked out in the earlier activities, and from the

feedback from the community and city officials).
See Activity 11 X ’ x
Getting community input + Write 5 t0 10 of the best projects on the news- 4

print or flip-chart.

#
&

% Look at each project and discuss when it can be
done. This is only a rough estimate at This stage.

+ Next to each project write if it is:

v Short-term (something you can do in one
month)

v Medium-term (samething you cculd do in the
next three to four months)

S s nsi e e s

v Long-ferm (something that will take more
than four months either because it is compli-
cated, or expensive, or because it has to
come after other projects).

chart, | % Decide on one or two projects you want to do °
je colored % - first. This might be really obvious or yeu may need to %;%
kers: - ..ol vote,

END PRODUCT: One or fwo projects
selected to work on first.

EAS FUR TRE CANAL WALK

1. DRawERDGE

LLEAN YRR

NEW BRINGE
oA

SIDE WALE

BOWERS

KEW FENCES

CLERN $VERYTHING
& Ml £ HESTAURANT
B NG EANGS

1. X THE BUELDINGS
1 GOLOR

13, WRTEA SUDE

14, WATERFALL

1# DINER

6, N ALES

17, RAES

1 PLATGRCRND

5 TUNNEL FUR BAQDLE 4TS
2. POLIGE W
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21, A waLHUAY ACROSS THEWATER

22 BENCHES

3. MORE IREES

24, TRA CAND

25, BROUTE BAFAGES

2, R ALTNOL
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2. MURALS

Hy BOUSES

55, PARKING 17

M, NEW STREET

2. GOBELE STONE BTREET
23 N BROUND #0L
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45 HOIRE BACK RIDIG

22 SHINPRRG LESTONS
F7CUT0WN Fi;&'i? TAEES

a0, 7S BOAT FOES
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CANAL WALK MODEL
WITH MAYOR
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13. Collaborating with other
groupe

Collaboration greatly expands the projects a group
can be involved with. Three of such projects are de-
scribed below. They involve collaborating with volun-
teer groups, an art gallery, and government. 11 is also
possible to collaborate with other youth groups.

There are three basic models for collaboration:
+ Partnership with other groups.

+ Participation in an existing project or process
where other people are in charge.

+ Acting as consultants or experts.

These three models are described below through
examples.

1. PARTNERSHIP: Canal Walk and Centro Agricola
Canal Walk :

In the Canal Walk project, young people collabo-
rated with Greater Holyoke, Inc., a community develop-
ment corporation from the downtown; the Children's
Museum located in the downtown; and the Canal Gal-
lery, a local art gallery,

In this large project to design a walk along the
nineteenth century canals that are along the edge of
the South Holyoke neighborheod, YouthPower designed
elements of the walk, such as sidewalk patterns and
flags. These elements were incorporated into a model
built by Americorps volunteers and lecated in the Canal
Gallery. This project was far foo large for a youth
group clone but through collaboration young people
were able to take part.

L A R R A el e S
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- from young people and

Centro Agricola
In this project, young people and community mem-
bers worked together to design a plaza.
¢ Young people brainstormed some ideas for the
pleza.
+ These plans served as a basis for the three design

concepts that were drawn by the project coordina-
torg in a birds-eye view.

+ Participants vated on the top three designs that
were then presented by the young people to the
public at an outdoor meeting in a tent.

¢ The community members then voted on the design
they favored most by attaching stickers.

2. PARTICIPATION:
Downtown Master Plan

YouthPower partici-
pated in workshop
meetings looking at
downtown redevelop-
ment as part of the
city-wide planning
process. Their partici-
pation allowed a pro-
ductive exchange of
ideas to take place.

It allowed adults to
gain a new perspective

minorities as well as

allowing the young people the opporfunity to gain
respect from adults and be heard as a voice in the
community.

3. CONSULTATION: Master Plan

In another component of the master planning pro-
cess, YouthPower also participated in the open space
onmittee,

Turn the page...there's morel
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Following a meeting where technical issues were
discussed, the planning department sought to incorpo-
rate young people’s ideas. The youth were asked to
give a slide show and presentation to the Holyoke
Planning Department showing the good and bad ex-
amples of open space, such as parks. In this case, the
young people served as experis advising city of ficials
on open space in their community.

This information will be used by the planning de-
partment to assist them in planning efforts for the

city.

END PRODUCT: Projects completed
that would not have been possible
without collaboration.
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+ Planners work at regulating and designing neigh-

People in a number of jobs and professions deal
with issues of planning, design, and public art. Some of
these people will live and work in your neighborhood,
others are at City Hall. Many are happy to have you
arrange to visit them or else Yo come speak To your
group about your projects.

+ Architects design and
renovate buildings. You may know
of architects with offices in your
neighborhood. If buildings are
being constructed or renovated
by architects, there is often a
sign in the front listing their
names (along with the names of
other professionals). The planning
department in City Hall will also
know of local architects. The
American Institute of Architects

you contact architects. The na-
tional affice can be contacted at
http:/ /www ginonline.com or
by phoning 1 202 626 7300,

as parks. You can find landscape architects in the
same way you find architects. Their professional
association is the American Society of Landscape
Architects, 636 Eye Street, NW, Washington, DC
20001-3736, phone 202 898 2444, fax 202 898
1185, or http://www.asle.org/.

borhoods, cities, and regions. Most city and town
governments have their own planners and they are

chapter in your state can also help |
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+ Landscape architects design outdoor areas such

often aveilable to talk with youth groups. The
American Planning Association web page gt http://
www.planning.org hag an informative section on K-12
education that is described in the "Further re-
sources” section in part two of this manual. To
contact the American Planning Association you con
write to AFA, 122 5. Michigan Avenue, Suite 1600,
Chicago, IL 60603, or call 312-431-9100.

+ Builders and developers do the work of devel-

oping and constructing buildings and some outdoor
areas like playgrounds. You can find out about local
builders and developers through the planning de-
partment in your town or city.

+ The government of the city or town you live in

prabably employs people in a number of jobs includ-
ing planning, engineering, park maintenance, and
construction. The planning department and the
commuhity development office are the departments
most likely te be interested in helping you. Your ‘
local city council member can often help you get in
touch with the right people.

+ Many neighborhoods have other groups that contain
experts on your neighborhood such as people work-
ing for local community development corpo-
rations, members of the Chamber of Com-
merce, and volunteer officers of neighborhood
associations or improvement societies.

END PRODUCT: Help in creating a
better plan or project.
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See Basic Rules of
Brainstorming in
Activity 1.

 What yoi need:

- fewsprint
¢ Large colored
‘markers .
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15. Making a timeline for

improving your neighborhood

to do and when you need to do it,

E For the projects that you have decided o d,

bminsfom?hes?e;xs?ha?nzed?obzdmz?cm«

plete each project such as:

+ Getting permission to work on the site.
+ Designing the project.

+ Getting materials for the project,

* Getting volunteers.

+ Doihg the project.

% On the left side of the large sheet of paper,
list each project with the steps needed to do it.

% Draw a line under each step across the entire
sheet of paper.

¥ Then, across the top of the paper write a list
of the 12 months, starting with the current month,
and draw a vertical line down between each month to
the bottom of the page.

aking a timeline lets you figure out what you need

TR
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# Look at each step and figure out which month

it needs to happen in order to complete the project.
Try o make sure there are not Yoo many things hap-

pening each month. If there are, shift some activity
into the next month,

END PRODUCT: A work plan with both steps
and a time line,

¥ Some things you might think about when
= creating your timeline:

¢+ Do some activities need to be done
at particular times of year like the
summer or school holidays?
Do some s need to be done be-
* fore o?h@?zfm be started?

FOR A SAMPLE TIME LINE — TURN THE PAGE!
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| , [ | >
S_apf.: Oct. Nov. |Dec.| Jan. Feb.

EXAMPLE TIMELINE FOR THREE PROJECTS

S e

June July,

| MAKE A MURAL

Mar. ‘ Apr May

- L : |
@ Find aplace for ‘ } : : : |
the mural - x | N _ ‘ | |
@ Get permission . } ‘ : | I |
to do it X R R N R
@® Design the mural | U‘ B | 1 o } l' __‘L '
@ Paint the mural | x | \{ o I | E i ‘ :
@® Celebrate i I x w 3- | ; Jl I } —~|-
" REPAIR AND BEAUTIFY A PLAYGROUND || | |
® Visit the | :
g X ]
needs to get fixed . -
@ Talk to Parks ' ﬁ_% |

Depariment

@ Make a plan
for fixing the
playground

® Get materials
and volunteers
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® Fix the | |
playground | X x |
® Celebrate ‘ | | ! | X \!
_MAKE BANN OR HISTQRIC|SITES | _
@ Research sites f | - 7x \x | ] | | !
@ Design banners | B \ x y ‘[ ! ‘ |r
@ _Get permission : | | |r X 1 _|r
@ Make the banners | |r | ’ It)l ]x x ‘ ;_}
@ Install the banners ! ‘ : ! lt L \r X ‘x
® Celebrate i ‘ ! | : ‘ | ‘

&m@; ,%ﬁ”“’.n.;‘é&ﬂﬂ&ﬁ%ﬁ wﬁ?‘“&%ﬁ‘%‘i’%@” “f%ﬁﬁi?’iiﬁﬁ%‘ﬁ
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Vocabulary

See Activity 14:
Getting help and

" advice

See Activity 15
Making a timeline

See Section Two:

Many projects require that permits and permissions

be obtained.

Construction often involves safety and liability
issues,

4 help can }

% come from . vy 1
local profes- T el - !
Projects vary considerably in terms of the re- siohals, col- % EEHWE | :

sources necessary and the steps for implementing leges and 3 1 1 E w REELE R
them. The following checklist deals with issues that univergities, b T §r o
are important for most projects. local service | v :
¥ From the timeline created in Activity 15, you will ¢ clubs, other
have a list of steps Yo do the project. You can make a youth groups,
more detailed timeline for the project. See the ex- ’ and parents.
ample on the opposite page. 4
Check over the list of steps with someone who ¢ END PRODUCT: A group prepared to do
does this kind of project a lot. This could beaplan- * a project.
her, architect, landscape architect, builder, and so on. 2
Make sure you haven't missed anything important. SAMPLE PROJECT TIMELINE
% Find out if permissions and/or permits are - 7 | ' |
needed and how to get them. To do this: |_WHEN WHO _WHAT NOTES
¢ Communicate with the owner of the site fo get pﬁm{? all . measure ?he? DL In this section
their permission, U April 17 peers ' brainstorm ideas ke notes ab ’ ¢
| 3 and all . for playground make notes abou
¢+ Contact the city government, starting with the April 2030 | 1-2 peers " draw plans equipment you will
planning department, and ask them if anyone else " Moy 115 P | P K need, activities
needs to be contacted. ' v staft get Parks Dept the group will need
, : _ . __and peers |_approval to do for each
¢+ Find out if you need te have insurance either to do . May 15-20 stoff | make list of | thi
the wark, or for the long term management of the " and peers ‘ materials, equipment | s?e;(:;, inﬁ}S iou
project. With your group leader, decide how fo ?é mﬁ: staff | plan pro 'e:cf' make need fo check on,
handle this. o Jueto s | ptan project. getting permission
. -elne - f project work plan or approval, and
% Figure out the money and support that you need, _June 20-26  all do the project _ people you need to |
where you can get them, and who should do the work of: June 30 | staff, peers, | ceremaony contact. ,
getting the resources (e.g. young people or coordina- . , _and all | and publicity | ];

This activity i about getting ready to do a project.

¢ tors). Resources can be community support, money,

and technical assistance.
+ Community support can come from neighborhood

associations, churches and Temples, and other

youth organizations.

+ Money can come from grants, the city, local
banks, and materials and equipment from focal
businesses. Ask some local experts how they
raise mohey.

+ Professional
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17. Drawing a plan for your
project

NOTE: This activity

will require 2 or 3 This activity helps you draw a plan for your project.
sessions.

See Section 2:

Desigh Basics f
mir-;g de:cl:i:;, o ¥ Visit the site and measure it.

+ Make rough drawings showing the basic shape of
the site.

+ Teams of 2 to 4 people measure how
big the site is and mark the measure-
ments on the rough drawings. They
should also show where any existing
features are (such as equipment, build-
ings, and natural features like trees).

‘Things you will need: -

+ Along measuring tape .

+ Notepads for the site visits — -
to write down measurements

" . and ideas for.improvements = - ¥ Visit the site and make a list of all

R R o the things you need to do to improve

e e | it. Bring the ideas you already have

Pensiand pencils  ~ | for the site and brainstorm new ones.

Architecturdl scale ruler

Paper for drawing the plan

¢ The group should discuss the ideas and
brainstorm new ones. Each team can have
a hotepad to write down the ideas.

e e e e

“Archifects triangle

¢ The teams should also mark on the
rough drawings where they think the ideas
should go.

¥ Decide which ideas work best.

¢+ The group decides which plan is best or combines
The best ideas into one plan.

QN S

aonls

e R A Y R T

RGN e R

% Draw your plan for the
site.

¢ One or 2 people are
chosen to draw the
plan for the site,

¢ The plan shows how big
the site is, where
things are, what is
going to be removed
~ or fixed, and where
new things will go.

END PRODUCT: A
drawn plan of the site
with changes marked.
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¢ Aflipchart orpad

. C‘o‘l"oﬁe'd' ma.r-‘!rsgr;s

- Things you will need: .

of newsprint paper

1<. Making 3
project work plan

The project work plan tells you all the tasks you
need to do, who will do what task, when they will be
done, and what materials you need. This is a much more
specific and short-term plan than the one in Activity
15.

¥ Make a list of all the things you decided to do
to improve the site.
+ Remember to include things you need to do to
prepare for the project, and discuss the order
in which things should happen.

+ Write all the things on the flip chart, down the
middle of the page.

+ Discuss each task and what i¥ involves. You can
 write notes next to each task.

¥ Decide who will be the team leaders for each
task (and it is good to have 2 leaders for each task).

+ Write the team leaders’ names next fo each
task.

¥ Decide when each task needs to be done and o
write when next to each task. Make sure that you give
enough time for each task.

% Decide what materials and equipment are needed
for each task and write this on the right side of the
paper.
¢ Go over the plan and make sure everyone under-
stands what they will be doing.

END PRODUCT: Team leaders who know the

tasks they are leading and the materials an
equipment that they will need.

WORK PLAN EXAMPLE

WHEN  :WHO

WHAT

NOTES & MATERIALS

e peer Leaders
[ ]

Day befor‘ei Project staff,

Materials and
equipment ready:

See materials list,
don't forget food

9:00-9:30 * Staff peers, all

On site meeting, ¢
form teams

Go over safety rules,
tasks

9:30-11:30 ETeams 1&2

Take apart
broken benches

Wrenches, pry bar,
screwdriver

9:30-11:30 « Team 3

Clean up site

Rakes, brooms, shovels,
garbage bags

L

9:30-11:30 , Team 4

Put primer paint
on playground
equipment

Paint, paint buckets,
brushes, gloves,
water bucket

11:30-12:005 All

Lunch break

Pizza and soda

12:00-1:30 * Team 142

Repair broken
benches

Wood, saw, drill,
screws, wrenches

12:00-1:30 ¢ Team 3

Paint playground
equipment

Red, yellow, and blue
paint, brushes, buckets,
gloves

12:00-1:30 ; Team 4

Paint benches

Yellow and blue paint,

AN RN NN N NN ENNNILENEN KB NN NN NN RN R BN NI NN R
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. already primed brushes, rollers,
. buckets, gloves
1:30-2:00 s All Clean up Clean brushes, put
. equipment away, clean
: site
E =
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19. Doing the project

i
This activity involves doing a project.

¥ Check o make sure you have all the materials

See Section 2 and equipment.

Instructions for

coordinators ¥ Check that you have refreshments and a first

aid kit

% Have a meeting ot the site before you start
working.
*+ Go over rules for the work, and especiaily

safety rules. Demonstrate how fo use tools and
equipment.

¢ Explain the project work plan to the whele
group.

+ Divide the group into teams to work with the
team leaders on specific tasks. :

¢ A stoff person and a peer are chosen to make
sure safety rules are followed and that materi-
als and equipment are taken care of,

% Do the project.
+ Be sure o take breaks every two hours.
+ Make sure all trash and extra materials are
picked up and all equipment is cleaned and put

away. (Make sure you give yourself enough time
to do this,)
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SKINNER BUILDING PAINT DAY
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See Basic Rules
of Brainstorming
in Activity 1.

20. We completed our

project, now what?’

Once a project is completed it needs to be main-
tained. Often there need to be rules for activities
allowed in the space, and for who can use it. There also
needs to be a way of maintaining it and keeping it ciean.

¥ Brainstorm the following:

¢+ The things about the project that you like.
¢ The things that could mess up the project.

¢ The existing rules and people that protect
the project.

¥ If there could be a problem with using or maintain-
ing the project, discuss the most practical ideas for
making sure the project doesn't get messed up.

¢ You might like to answer the following questions:

¢+ Who is responsible for looking after the
project? Is the city or a school responsible,
for instance?

+ Can you make new rules?

¢ Can you take responsibility for looking after
it? '

+ Isanyone else inferested in the project, such

as other youth groups and neighborhood
organizations?

¥ Make a plan for maintaining the project. Mect
with other people interested in the area, like people
fram the city government and neighbors, and show
The.m your brainstorm ideas about keeping the project
maintained. You can then jointly create g proposal for
rules and a plan for maintenance,

¢ You may want 1o paint the rules on signs and
post them, or you might assign specific main-
tenance tasks to different individuals,

END PRODUCT: A maintained project.
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See Activity 23:
Getting publicity

71. Calebratione and awarde

It is important to celebrate when projects are

completed and give awards to participants and others
who helped.

¥ Plan an event to celebrate the success of your
project. (It is best to have the event at the
project site.)

parararar e R R RN N FE R RN R N R RN R

+

T2 2SRRI EEEEE 2R R RN R E NN R N E NE B E L SN

Make invitations and send them to everyone who
took part, supported, and is interested in the
project.

Write to newspapers, and local T.V. media and
give a brief description of your project and the
event you are planning. Call them up to encourage
them to come.

Decide if you are going to have food, refresh-
ments, and music and what you are going to say.

Prizes and awards can be given o individuals or
teams in your group and others who helped or
supported you.

TR R 2E TR S R R R R R AR N R RN NE R AN

YOU CAN G6IVE AWARDS FOR:

+ The neatest job.
+ The most colorful.
+ The team who cleaned up best.

¢+ Individuals or groups whe helped your
group.

+ Individuals or groups who participated.

+ Individuals or groeups who gave you

financial support, like money, or donated
materials and equipment.

Q"..ﬁlﬂ.l"‘*’.l‘.l‘..‘ﬁ.’ﬂ

:"#‘.Q."Q"Q."‘.'“.‘i."..*
+ IDEAS FOR AWARDS ARE: .
. + Certificates, E
M + Prizes. .
. »
. + Plaques. .
- . »
. « Pictures, :

noOQQAQa.oiiotﬁtotthOQinttt

END PRODUCT: Fun,

]
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THANK YOU FOR HELPING
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272. Racording the project

Recording a project helps you see what you
achieved and is useful for persuading funding agencies
t0 give further resources.

e

#* There are a lot of ways to document what you
did. These include:

+ Notes from meetings and activities along with
lists of those involved in each meeting.

+ Drawings from the beginning stages and later
stages.

¢ Photegraphs of people participating in the
project — you can make picture boards of your
activities and projects.

+ "Official” drawings of the projects. These are
often drawn by people like architects, landscape
architects, builders, or engineers.

¢ Photos of the built work. "Before and after”
photos are very helpful.

+ Maps of the proposed projects with those com-
pleted marked clearly.

¢+ Clippings from press coverage in the loca! paper.

+ Leiters of congratulation from residents or
officials.

% Put your records in a large 3 ring notebook and/
or make posters or picture boards.

END PRODUCT: A record of your
achievements,
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2 9. Getting publicity

It's important to provide publicity for the organiza-
tion and for its successful projects. This publicity can
be within the neighborhood and outside .

~# Neighborhood publicity, through presentations at
neighborhood association meetings or articles ina
neighborhood newsletter, allows participants to see
and feel that their efforts are paying off and they
are actually accomplishing things.

+ Outside publicity, for example through the local
newspaper, allows others outside the neighborhoad
to see what the young pecple in Their commiunity are
achieving.

This premotes community pride, can help get others

involved (recruiting), and may allow for possibilities of

additional projects and cellaborations,

s

¥ Publicity doesn't just happen. You have to seek it
out. The following activities will help you get publicity,
¢ Call the local newspaper when you are going to have
a construction or clean-up doy and tell them to
come for a photograph, It often helps to also send a
press release, a shert article on your project that
lists {all on one page):

+ The title of the project.
+ The name and phone number of a contact person.
+ The organization doing the project.

+ A paragraph or two describing the project. This
needs To be written as if it would go gtraight in
a newspaper,

¢ Invite the mayor to a work day and call the paper Yo
say that she or he will be there.

¢ When you know that a local festival or community
fair is coming up, where organizations will be having
displays, ask for a table and create a display of
your own. With all the drawings and maps you will
have produced you'll have lots of material for a
display.

¢ Find out about local newsletters and write a short
article for them or send in some photos. Lots of
places have newsletters: neighborhood associations,

community police districts, churches, temples, and
sports clubs.

AWARD CEREMONY WITH PUBLICITY

END PRODUCT: Projects that people
in your community know about.
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24. Young people cpeak ouf Example: YouthPower preparing this

manual
y } One example of this was the process YouthPower
E : : went through in designing this manual. Tn one meet-
It is important to evaluate how things are going. Ihg we asked youth peer leaders two questions about
This way you can learn from your successes and mis- the activities and projects they had participated in:

What was fun and worked? What has been frus-

takes and make your project better. You can alse do
trating?

this throughout the year and not only when projects
are ending. Once a month is a good amount. Fun things included:

+ When we did things we actually planhed to do.

¢+ Going out with a video and recording ideas

See Basic Rules of )
Brainstorming in ¥ Get everyone involved in the activity. Have them about the neighborhood.
Activity 1. answer some of the following questions: ¢ Hands-on activities.
¢ What was fun? -+ Being a peer leader.
¢+ What worked? | ¢ Pasting little pictures on maps to show where
& What wag fpusﬂ«aﬁng? we wanted Ths‘fzgs to h{:ppan,
s+ Did the group learn/accomplish something? Frustrating things included:
+ How was group behavior? ¢ Having meetings without games or fun things.
+ How did people work as a team? ¢ When there are too many people moving
+ How was preparation (agenda, materials, around in an activity.
ete)? # Not having enough time to prepare for
meetings.

¥ Get people to explain reasons for their answers
and brainstorm ideas for making things better,

¥ Use the list to help plan the next project.

END PRODUCT: Improved work and more
successful projects.
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About E| Arco

i

~ lris and
" YouthPower

El Arco Iris is the youth arts program of Nueva
Esperanza, Inc., a community development corporation
located in South Holyoke, Massachu-
setts. In December 1995 El Arco Iris
started the YouthPower Project 1o
thvelve young people in planning and
building a better neighborhood. The
exerciges in this book show some of
the activities that have resulted.

The manual reflects the experi-
ences of YouthPower and El Arco Iris
working with young people living in the
same small neighborhood. However, the
exercises can be modified for groups
drawing participants from a larger
areq, such as groups based at schools,
temples, or churches. For example, instead of using the
residential neighborhood as the focus for activities,
these kinds of groups could explore the neighborhood
where the group meets,
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Design basics

l. Meacuring the site

To draw the site for one of your projects, you need fo
know how big it is, Sometimes you can find maps or
plans of the site that have already been drawn, But
often youll need to do it yourselves. These
instructions can help you do that—at least well enough
to develop some preliminary ideas and designs.

% Quick method: Learn your own pace, then
pace off the site.

Any one person will walk with steps or paces that
are about the same length—especially when
walking af a similar speed. The following
instructions can let you find the tength of your
own pace.

To do this exercise you'll need a tope measure
that is fairly long—try to find one like the cnes
they use on construction sites. A tape measure
that is one hundred feet long is best for this
exercise. You'll also need fo find a flat place
that is easy to walk on and fairly large,

There are two ways to do this.

The first way is to find a comfortable walking
speed that you can repeat and walk 10 paces and
measure how far this is, Do it at least five times
and average the number, and divide by 10 {far 10
paces) and that's the average length of a pace.

The other way to do this is to measure out 100
- feet and then count the number of paces it

takes Yo walk this (including parts of paces). Do

this at least five times and average the number

S
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and then divide 100 feet by the number and
that's the length your pace.

% Measuring with a tape measure

For more complicated sites or when you need to
be more exact so you can actually build things, it
helps to use a tape measure to measure the site.
Using a 100-foot long tape measure is the easi-
est way to measure a site.

Be sure o measure by running your tape along
the ground. Don't try to measure by holding it up
in the air for long distances.

Measure from as many points as possible and
from as many different directions as possible.
That will help you make sure that your measure-
ments are correct and accurate. It is better to
take too many measurements than too few.

[l. Evaluating exicting
conditiong

A. Mapping activities

It is good to see what is already happening on site. Of
course if it is a fenced-in vacant lot there may not be a
lot happening, but where the area is currently being
used the following activities can help you understand
who uses it, how they use it, and when they use it.

Using a map of the site, find a place where you can
observe the area without disturbing the activities that
happen there. This can be quite difficult if you have to
it in the site and, for example, Yake up the only bench
there.

But assuming you can find somewhere Yo sit or stand
Where you won't scare people away, go and observe the
site at different times of the day and days of the
week and map what is happening. Try to do this on both
weekend days, and at least one week day, and in the
morning, afternoon, and evening.

A good way to do this is to copy enough maps so you
can draw on @ new one every 15 minutes, then every 15
minutes you should note down on the map who is in the
area, what they are doing, and where they are doing it.
You can then combine the maps using different colors
for different kinds of people or types of activities or
Times of day. Be sure to label each map with the time
of day and the day of the week, and other information
that might affect activities, such ag the weather.

l1l. Beginning to decign

A. Undersfcnding design as a process

It is impartant when you design, not to fall in love with
your first idea. It may seem great to you, but good
designs come from a process that requires lots of
revisions of your first ideas.

Try to think about all the possible problems with a
design. Don't ignore problems Just because you love
your design! Think about how different peaple will use
the place. Get the opinions of other peaple — friends
heighbors, professionals, and other people who mighf'
use The place. Use their opinions to improve your origi-

nal i.dea. Be open to suggestions — revisions are part of
making a good idea better.
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AXIS

AXIS

B. Basic desigh principles

Tt may be helpful to you Yo understand some basic
elements of design. There are a lot of design prin-
ciples, but some of the major ohes are: axis, symmetry,
asymmetry, hierarchy, rhythm and repetition (see F.
Ching's Architecture: Form, Space, and Order., 1979,
Yan 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 ¢traight line that connects
twa objects or places.

For instance, if a fountain or a statue
lines up with the entrance to a building,
the are said to be "on axis” with each
other.

The line or axis that connects two things
can be imaginary or “implied” indirectly,
meaning that there is no line 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 paving patterns or
rows or trees that reinforce
or "define” its edges.

SYMMETRY!

Symmetry means that one
side is the exact mirror
image of the other side. For
instance, the human body
has symmetry or "is sym-
metrical.” If a line can be
easity drawn down the
middle of a design, and ohe

SYWMMETRY

side is like a
mirror reflection

N -

- of the other wide,
= then that design
Z is said to be sym-
S metrical.
ASYMMETRY:

Asymmetry is the lack of symmetry. In other
words, if one side does not fook exactly like
the other side it is “asymmetrical.” This does
not mean that the design is not carefully
c:trrjaaged according te some design principles
-- it is just not symmetrical.

ASYMMETRY

HIERARCHY:

Hiararz:h(y means that something is more important than
other things. 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
i5 more important
than the others.
Usually you know this
because it is obviously
| . different — larger,
sunnier, or is 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
rectangles while the important space is a circle.
The difference must be cbvious in order to make
it obvious Yo people that there is a hierarchy.

HIERARCHY

HIERARCHY

If you want to make a space that is more impor-
j‘ar_}j than the other spaces, then you need 1o give
it an important location, or size, or color, or even shape.

ASYMMETRY

I Arco Iris' YouthPower and The Urban Places Project
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REPETITION

REPETITION:
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 peaple who use
the space.

What you decide To repeat
in g design is really up to
vou. You can repeat shapes

-
(squares, circles) or materi- G
als {brick paving or a par- =
ticular type of tree) or §
color. o
RHYTHM:

When you repeat
an element ina
certain regular
order or pattern,

then you have set
up a rhythm. E
Rhythm can be x|

seen in the posts
of a fence, orina
row of identical houses, or a row of trees that are
spaced the same distance apart.

You con set up rhythm in your design by ai:mmc‘iﬁng
trees with low planter boxes, or brick paving with
concrete paving.

RHYTHM

FORMAL vs. 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 geomeiric 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.

SCALE:

The word scale has a lot of
different meanings. In design,
it offen 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 Yo the building it is next to, or ag it relates o
the farger landscape. These “scale” measurements are

hard to meosure exactly and depend on the particular
situation,

INFORMAL

However, one of the most important “scales” by which
Yo judge a space is the human body. Does the space
feel too small for you? Or is it so Jarge that you feel
unprotected and exposed? If you know the story of
“Goldilocks and the Three Bears,” think about how
Goidilocks had 1o 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.”

FORMAL
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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 your 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 o 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 fires or old
building rubble buried in your site. Yau 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 councils 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 gir. They also help to clean the water as

rain falls and runs of f 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 desigh 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 oll Times. There must be more
than one enirance, and the path leading to it should not
be hidden by plants, benches, or fences,

IV. Vicualizing your decign
A. Types of drawings

¥ sketches

Sketches are like drawn photogrophs—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,

CTION A .A’ . wa?m}xiﬁi_w_ HE =

™

% plans, sections, elevations

f‘ ~phrm is the view looking down on something, Semetimes

!1' 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 sec?ian 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.

Af{ et{evaﬂon is a kind of picture of the exterior of g
building. The illustration combines a section (the cut

*r}u:'eugh 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
Pian Graphics, T. Walker & D. Davis, 1990, VNR, |
Landscape Graphics, Grant Reid, 1987, Whitney.
Orawing the Landscape, Chip Sullivan, 1997, YNR,
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B. Making models

If you are going to be showing your design fo c‘rh'er*
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 structures.
. 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).

- ytility knife and extra blades.

- *x-acto” knife and extra blades.

- metal ruler or struight edge.

+ a variety of materials that you could use Yo show
different surfaces, such as fabric, sand paper, colored
construction paper, foothpicks, 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 wi!li
give everyone looking at the model an idea of h{_aw big
the spaces are and how toll the trees and buildings are.

For more infermation about building models, a good

book is: _ '
Why Design? by Anna Slafer & Kevin Cahill, Chicago

Review Press, 1995,

Instructions for
Coordinators

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 seme of the suggestions simplistic or obvious. I't is also
impossible to address all the situations that can arise; you are encouraged to
use your owh experience, intuition and creativity. Also keep in mind that the
fundamental principle of YouthPower 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 o 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 AND LEADERSHIP. This is
the most fundamenta! principle of YouthPower. Your besic role will be 1o 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 autherity as-an adult
and empowering youth to be leaders is dif ficult 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 mest 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 rofe. 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. Tt's better to let the participants make a few mistakes than to be
always correcting them.

' is i T to young
AMWORK IS ESSENTIAL. Being part of a group is important ¥
;:anpIe. Building a feam 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
compefe in games.

ASK QUESTIONS - AND LISTEN TO THE ANSWERS. DONT LEC-
TURE. Ask the right questions so the youth come up with answers. This 1{(1
itself can be a challenge. Often — especially early in the process — ques |ﬁ)|ns
or attempts to engage the group are met with little or no response. You V:-I X
have to experiment with ways to bring people out. For example, you cands ar
by asking people Yo raise their hands if they agree with a statement an
then ask individuals o explain why. The trick is o think of the questions
that will lead them to come up with the answers. Avoid lecturing (at aln:\gs’r
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 doesnt mean falking down to
young people (that's worse than talking over their heads).

UN. If it's not fun, they won't come. The mest common complaint
iKsE“EIF”r'goting." Think of fun ways }r!o run the meetings. For example, games
can be used for people o say their ideas and have the others try to gﬂess.
Have af least one game or "energizer” during each meeting. Also you?h are
always more interested in parficipating in activities that are led by other
youth, so having youth leaders is key.

PART TI. OVERVIEW OF THE PLANNING AND DESIGN PROCESS AND
USING THE 6UIDE

basic and
1. THE PLANNING AND DESIGN PROCESS. There are some
necessary steps to the planning and design process. These steps are all
included in the Guide, but it may be helpful o outline them here to give you
an overview. 4 <
Define your purpese and goa o
It?e;ltif); ’rheppr'gblems and opportunities of the areayou are working with
Brainstorm ideas _
Evaluate and prioritize the ideas
Choose some ideas
Implement them
Reflect on how it all went

L R R

USING THE GUIDE. The Guide is organized to take you through a step-
b'}—s’rep process of developing a plan for improving 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

scope 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 and work on a number of projects over fime? Or

you may be interested in particular kinds of projects such as green space or
clean up or beautification.

The 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 o do. You may find that not all chap-
ters are relevant o your project or you may want fo modify some of the
exercises to meet your needs. Nevertheless, we feel any successful project

must include the basic elements described in the guide: Build your team,
dream it, plan it, and do it.

Good luck . . .. and have funll

PART IIL. GUIDELINES FOR CHAPTERS IN THE 6UIDE

1. BUILDING A CORE 6ROUP 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 fo find and build a
core group of young people who will "buy into” the project and take
"ownership” of it. You may aiready have a group of youth that you work
with or you may need to do ottreach to create a new group.

* Starting small with a core group of three Yo five youth has the advan-
tage of having 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
telling 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
some 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.

X2§ THE YOUTHPOWER GUIDE El Arco Iris' YouthPower and The Urban Places Project




116 THE YOUTHPOWER GUIDE Ef Arco Iris' YouthPower and The Urban Places Project

2. WORKING AS A TEAM.
Building a team is a long term process and requires commitment,

#* Teams are not built overnight, It takes time for peopie o become
comfortable, find their place in the team and learn how Yo 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 goed way
for them to set some ground rules and goals and show commifment. IT
also helps them take oewnership 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 af the beginning of each meeting.

Be aware of group dynamics.

#* Group dynamics and the social aspects of working as a team are at
teast as important as the mechanics of planning and implementing the
project. You should be prepared Yo deal with issues of control and lead-
ership, romance and jealousy, cliques and exclusion.

#* 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 ond have

some guidelines in the rules.
Develop routines.

#* Having rautines 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 agende 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 o team.

#* Explain how to develop an agenda and take 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 middie.

#* 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 for each activity, when it must be com
e f Ty, whe pleted by, and a clear de-
scription of the activity with enough information to }t;e able to do it

Train and practice the essential skills,

* The youth need to be trained in the basic skill i isi
making, and presenting ic skills for planning, decision

* For planning they need to know how to brai
ok oo y Instorm, evaluate, and moke

* For decision making they need to know h i -
by consensus, J ey. 0 know how fo decide by majority or

* For presenting they need to know how to pl ' '
_ plan a meeting, assign roles,
speak clearly and loudly enough, and how to engage the au%iencf.

Decide how you are going to make decisions.

¥ The youth should be part of the decision making process and it is
important to set up clear and consistent decision making processes.
Voting/majority rules is a simple way of making decisions and works in
many cases, In a small group, consensus semetimes works better for
Important decisions to maintain group cohesion,

* The adult coordinator should alse make it clear th

; Fe at there may be
certain decisions that s/he may need to make, such as making suze the
project fits funder requirements or town/ City regulations.

Everyone should have a role and responsibilities.

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

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

* It is important to have a regular time to reflect on learning, ev

the project, discuss problems. and come up with solutions. An?émaégﬁ?e
be very helpful in this process. The form should fit your program, be
easy 1o use and fun. The form allows each participant to put down his or
her 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. QUTREACH
Decide on how you are going to explain your project,
. % Once you know what your purpose is and you have a general idea of

what you are going to do, you need to decide how ’
ar . you dare going to ex-
plain it to other youth that you want to recruit for your p?‘e ,jegct

| Arco Iris' YouthPower and The Urban Places Project
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# Look to your core group to come up with both verbal and graphic
ways to describe the project and work with them to design a flyer and
informational material.

#* 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 1o reach people.

*  You can recruit infernaily inyour organization, have the core group
outreach to family and friends, de door-to-door outreach, make pre-
sentations to other youth groups, or distribute informational materials
o other programs and/or people in the neighborhood.

#* 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 ohe or more ways Yo de outreach. Decide how many people
you want to recruit and how many people you think you should outreach
Yo. Decide when you are going Yo do the outreach, whe is going to do it
and how you are geing 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 s0 they
feel confident. Also before doing any door-to-door outreach, make sure
everyone in the group knows the basic safety guidelines: always work af
least in pairs; always have ah aduft back up; know how to aveid and/er
handle belligerent people or dangerous situafiens (never be confronta-
tional and leave as quickly as possible).

Selection and orientation,

#* Decide how you are going 1o select members of the team (if mere
sign up than you can handle). I8 it going to be first-came first-served,
or are you going to interview and select people based on criteria such
ag interest and commitment? Work with the youth fo design an orienta-
tion session for new members.

* The orientation should cover the project's purpose and goals, the
basic ground rules, and the coniract. It should also be fun and give the
new participants the epportunity fo express their ideas and feelings.

4. BRAINSTORMING A VISION OF YOUR IDEAL COMMUNITY
Brainstorming a vision is the key to engaging young people.

% This i2 the one process that ear! i ici

' y on will engage all the participants
and give therm q sense of ownership. It will alse help to creste fhg
ingpiration 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 necessaril '

* ; . y to come up with real-
istic or doab‘!e_ ideas but o give the participants the opparfiﬁity to
express their ideos, their dreams, and their visions. It should be a fun
and creative process. There is no right way to do this activity. Tt's ckay

To use any combination of pictures, symbols, words, etc
work out how they want to do it i ’  e1c. bet the group

Everyone should be included.

* Youmay need to go around to the different groups
that everyone is included. groups and make sure

?ngsncourage people who are shy or have low self-esteem to give their

Avoid evaluating ideas.

*  This is not the time to dampen the creativity and spontaneity by
saying an idea is too unrealistic or expensive or complicated or weird,

Lock for the essence of the ideas.

* Some of the croziest ideas have good points. For example

might suggest building a water park or amisezmmt park. Tﬁis’fzg? :Z:g
be feasible because of space and cost, but the ideq of having a place
with water where you can play is a good one. Tt may be feasible to get
the city fo install a sprinkler poot and playground equipment.

* Have the group discuss the ideas and say why they ch
why they areimportant to them. Y why they chose them and

5. HOW DO YOU EXPERIENCE YOUR COMMUNITY?

Understanding how the group sees their community is important.

% This activity can reveal very important things ab ,
: out how peopl
the group experience their community. I beople in
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There are many ways Yo do this.

ide gi iti le do and don't
# The quide gives one example. In addition To where people "
go yougmay v?cm‘r to discuss things like safety, drugs, and visual, olfac
Yory and noise pollution.

6. THE NEIGHBORHOOD TOUR

Working in feams works best.

' fwo to four. Have
% Tt works best to have the group work in teams of
each team pick someone to write down the ideas and one or two people
to present them.

Have each team present their ideas.

their ideas to the
% When the teams are done, they should present !

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.

i i i d four is very

% The information you gather from the neighborhoo

valuable. Make sure ;ou have copies of the teams’ ideas and any o'r:'\er
records such as photos and video and keep them in a file or safe place.

i [ the
her way of keeping records that is more fun and can engage
j:ou&ng;’rg r.rnctk‘:a a scragbgok and/or poster boards of different stages

of the project.

7. MAKING A MAP OF WHAT'S 600D AND WHAT'S BAD

Be creative with your map.

i i inga” i “ You can
% The Guide gives a suggestion for making a community map.
add drawn pict%r‘es, quo%es, 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.

i ' i ith ideas, they
% Although you can still use brainstorming to come up wi .
should be r?\or?e or less realistic and relevant to the heighborhood/

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 particuiar project.

# Use the information from the neighborhoed 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 Yo see. ,

Some other ways to do this activity.,

* (etting people to think ocutside of the box of their own particular
perspective 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.

#* The participants can work in feams 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

This step is one of the most important steps. This is when you evaluate the
ideas and 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 the
community,

% Inthe Guide, fun, learning potential, and community service are given
as examples.

# Your group will need to decide what are their most imporfant criteria

for choosing the ideas. Your group should have a discussion about what
factors 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 can also use this process fo 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 cheose 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” con equal 2, "OK" = 1, and "not OK" = 0, 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 the ideas, you may need
te “weight” the criteria. For example, you may decide that community
service is fwice as important as learning.

*  An alternative is to choose "threshold” criteria. For example you may
decide that fun is a threshoeld 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 agood 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
BETTER

Another way to show your ideas on a map ig with “icons.”
#* Lcons 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
heed 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 smailer space with icons that with drawn pictures.

#* You can often place the icons right on the sites on your map, which
makes it easier to read than having to folfow a line o 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 fo show existing conditions, your ideas, and
projects completed. {See also Making o Map of What's Good and Bad in
Your Community.)

¥ You can make a map with pictures of your community, showi

‘ ‘ ) ng the
good and bad things and sites that need to be improveg, ano’rhag map of
your ideas, and a third map with pictures of projects you complete,

11. 6ETTING COMMUNITY INPUT AND SUPPORT

It is important Yo know how others in your community respond 1o your ideas.
* Make sure you give people a chance to say it they don't like certai
: ain
ideas and why. For example, residents of an apar‘rm;n’r building may not

want a basketball court next to their apartments bec -
at night would make noise. P ause people playing

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

Make sure you get input and support from key “pl "
/ et ] y “players” (groups that hav
influence or decision making powers in your community) ar?d “sgakahaidars“
(people and groups who will be affected By your project).
* Some key players are the City Council, the Planning Board. the Publi
Works Department and some stakeholders are re,sidegms of the ¢
cotmmunity, business people, and property owners.

* You can have a discussion with your group about who the key pl
and stakeholders are and why they are ?mp og;‘mn + ey players

It is a big chalienge to get people to come to meetin i
] ‘ S. You will need to d
intensive outreach or try other ways to get people's ?nput °

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

* If you send invitations by mail, make sure they give alf the i
; L : mportant
information (what, why, where, when, who and hez; %‘e) contact), P

*  Follow up invitations with a reminder card and/or phone call, if pos-
sible. Ask for a commitment to come and bring other pecple,

* Other ways to get input are by approachin i i
s to g ) g people directly with
surveys/questionnaires or by having small “focus groups” wi’za?:e 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, LET'S DO SOME PROJECTS

This is o time for your group o decide which projects they can do. Seme
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 the cwner of the property and/or The
city/town to do the project?

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

% Brainstorm ways you could make the project guork. For example if you
don't have the maney or resources to do the project, brainstorm how
you right be able to work with the city fo get funds and/or collaborate
with other groups {see below),

13. COLLABORATING WITH OTHER G6ROUPS
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 of fer resources and technical
skiils you might not have.

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

* Collaborating is often necessary in order Yo do larger and more com-
plex projects.

Collaborating is also complex and fime consuming. Be aware of the “costs” of
collaborating.

% Collaborating requires attending planning and 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 Yo compromise.

* Itisimportant to be very clear from the start who is going ta do
what and who has what powers.

14. 6ETTING HELP AND ADVICE
Know when you need help and advice.

* Professionals can help you avoid errors and help you to solve prob-
fems that would be dif ficult 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 end rigid idea of how things shouid be
done. They also de not necessarily understand the needs of your commu-

hity.

15, MAKING A TIMELINE TO IMPROVE YOUR COMMUNITY

Especially at the beginning, it is very important ta try fo 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 fo 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 Erajec? sc that the planning activities are in bad
weather times and the outside building activities are in good weather.

t6. PREPARING TO DO A PROJECT

Get your group invelved 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 wili feel.

* This process alsoe 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. DRAWING 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 experience of
the site and a better sense of what is realistic and how things will look
and work fogether.

#*  They will also have a lot of fun and fearn a lot from measuring and
drawing a plan of the site. ‘

First give a short lesson on using a tape measure,

#* Make sure everyane knows hew 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 "95"

and vice versa. This happens a ot

# Tt 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, and where you think
new things should go.

* You can have the teams report measurements to one person 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'sagood 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. 6o to the library

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

* Anarchitect's drawing fable with a parailef ruler is very helpful if you
can afford it. A simple small portable drawing table with a paraile! ruler

can be obtained for about $50. A more professional X
about $200. professional set up will cost

* 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 pldy 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. Yeu can mark Things on the site using

chalk, string, or cardboard to get a more realistic idea of how they fit to-
gether on the site.

* Itisdifficult to visudlize from a drawn plan how things are really
going to be.

* Peeﬁie often try to fif Yoo 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 ane session on site and onhe 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 revigions.

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 Yo get community feedback and input.
* For projects with high visibility and impact, it is good to make sure

Fhat the immediate community likes your ideas and has an o i
give feedback and their own ideas. 4 pporfunity to
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18. MAKING A PROJECT WORK PLAN

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

# The short/intensive approach has the advantage 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 get bored and frus-
trated with not seeing results quickly. It is also less efficient because of

having to set up and clean up each time you go fo the site.

#* A compromise is to break larger 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 the timing required. For
example, take into account the time it fakes for paint to dry. (There are quick-
drying primer paints that dry in about 20 minutes in dry warm weather.)

* Remember that different age groups have different attention spans. Don't
expect people to go for more than one-and-a-half hours without a break. Gen-
erally speaking two 1-1/2 hour sessions are about right for a group of youth in
the 9-13 age range. It is possible to go for longer periods if there are enough

breaks and snacks.

* Don't expect people to necessarily want 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 people
don't get Yoo confused and need to keep coming to the project supervisor for

instructions. -
#* Make sure you leave enough time at the end for clean up.

* Tt's a good idea to go over the work plan before the project. Pick feam
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 prob -assigni
Keeping frack of fime. < <=5 9G tasks when necessary, and

You can also add a "notes” coly
things 1o remerior mn to the work plan to make notes of special

* For example, under “clean up”
, P" You can note that the participants
hever touch broken glass, needles, or anything that maypbe darfger'ousshomd

19. DOING THE PROJECT

Make sure all the materi i " " .
firme. er:a‘ls are on site and that "prep” work is done ahead of

* Being prepared and read

, y to get to work helps get people started ri
away. They will get frustrated and i i pecple started right
around for things to be ready. anctlose inferest if they have to wait

Safety should be one of your main priorities.
* Always have a complete first aid kit available.

% Any power tool is a potential dan ‘
_ ’ ger. Make sure anyone wh
":g::i:r;; :3311:13 :Id 'enougdh an? Tlrs1 trained in how to use hz Nevvgrol:as\?: gower'
I plugged in. (They may be a great temptation £
pfl.oplle.) Hand tools (especially sharp ones) can also bz dangerc?t?syelyglg ;
should always be used only for their intended use, i

* All power equipment must be i
P : grounded, preferably with q
circut interrupter that will cut the power if there ?:3 a shor?ggggi‘f adlt

* Extremes ' -
Stagine afety precautions should be taken when working on Jadders or

* The basic safety rule is to
- use cammon sense. Some other rules are:
Zﬂi??rggggi?:' v;ﬁanyzsmg gou;erfequiﬁmen‘r, hammers, and/or when ar'oulriie
: ; use tools for their intended use; f
with tools; use dust masks or respi st ar wapround
X : piraters when around ;
gloves when handling sharp, dirty, or messy things. aust ar vapors: use

#* Be sure to check liabilitv i i -
what kind of work they CI c:rm ;sjsues and any regulations regarding youth and

20. WE COMPLETED THE PROJECT — NOW WHAT?

Going over what was i ot
very important, as good about the project and what didn't work so well is

* Itisimportant for the i -
; youth to immediately celebrate thei -
phs'hmem‘ and also to express any fr'usfr'a'rions);r challenges. " accom

YouthPower and The Urban Places Project
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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 fimelines.

# 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
YouthPower 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:

*  Mcke 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. 6ETTING PUBLICITY

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

kinds 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 1o 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
sfores.

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. Te carry out a plan requires
working with other groups and doing severai 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 categaries are: residential,
industrial, business or commercial, mixed use, open
space, and agricultiure.

A s D o Y S -

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
Desigh 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 q
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 reguesting 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 5. 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/.

Slafer, 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 technigues aimed at high school students. Avail-
able for $19.95 from the National Building Museum,
401 F Street, NW, Washington, DC 20001.




