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The Ten Values We Share

Youth development 

Brain research:
Scientists conducting research on the adolescent brain during the last ten years have discovered that a teen’s developing brain is as much a part of their erratic behavior as the newly present hormones coursing through the body.

Essentially, adolescents between the ages of 11 and 17 are still works in progress. What the research tells us is that the brain of a teenager is growing and changing and that this process of growth and change will continue through adolescence and into a young person’s early 20s. In a process very similar to the first stage of development that takes place in the brain of a 3 year-old, the second stage of development that takes place during adolescence produces a whole bunch of brain cells and then basically prunes (for lack of a better word) what is not needed. 

 Additionally, the prefrontal cortex of the adolescent brain (the part of the brain that allows us to process information and make decisions) is also changing and growing. This is one of the main reasons teens are notorious for problems with planning, organization, complex thinking, and impulse control. While the prefrontal cortex is developing, teens often use a small structure at the back of the brain called the “amygdale” to process information and make decisions. The problem with this is that the amygdale is also the home of emotional, impulsive, and instinctual behavior.

**You cannot change what is physically happening within a teen’s brain. You CAN change how you work with a teens by trying to accommodate them when they exhibit some of the characteristics adults find so annoying like requiring instant gratification, making terrible judgment calls, or reacting immediately and irrationally to an external stimulus.

Stages of adolescence:

Early Adolescence (11-13 years of age)

The “me bubble”

-Increases concern about appearance

-Seeks independence from family

-Displays rebellious/defiant behavior

-Importance of friends increases

-Peer group dominates

-Ego dominates viewing of all issues
Middle Adolescence (14-16 years of age)

The “we bubble”

-Becomes less self-absorbed

-Makes decisions on own

-Experiments with self image

-Takes risks and seeks out “adventure” 

-Becomes sexually aware

-Develops sense of values/morality
Late Adolescence (17-18 years of age)

-Views world idealistically

-Becomes involved with world outside school/home

-Relationships stabilize

-Sees adults as equals

-Seeks to firmly establish independence
Youth Participation: 
Definition (YALSA):
The involvement of YAs in responsible, action and significant decision making, which affects the design and delivery of communication of library and information services for their peers and their community.

Meaningful Participation:

Developmental Need #7: Teens need opportunities in which to express their social and intellectual skills. Participation allows teens to gain a sense of responsibility and to make meaningful contributions to their community
5 core values of quality service to teens:

#3: Empowering Youth Through participation

Your goal: to create worthwhile youth involvement programs that encourage, inspire, and give voice to 

young people

**By serving in leadership roles, teens give back to their community and develop confidence and skills (communication and teamwork) that will serve them in the future, both personally and professionally

Equity of Access/Intellectual Freedom:
Intellectual freedom 
The right of every individual to both seek and receive information from all points of view without restriction.
Why is it important? Libraries provide the ideas and information, in a variety of formats, to allow people to inform themselves. IF encompasses the freedom to hold, receive, and disseminate ideas.
Equality of Access

Identified by ALA as one of the guiding principles: advocating policies that support libraries as great democratic institutions, serving people of every age, income level, location, ethnicity, or physical ability, and providing the full range of information resources needed to live, learn, govern, and work.
5 core values of quality service to teens:

#2: Providing Equal Access

** self-censoring among librarians is one of the greatest threats to equity of access when it comes to serving teens. We don’t have the right to determine what is “appropriate” for the teens who visit the public library.
The Ten Trends That Drive Us

Digital Divide and Diversity: 

Old school: money issue - kids in low-income neighborhoods/schools had limited access to technology
New school: digital natives vs. digital immigrants 
Best Practices: Technology 

· Teen Services Podcast (which allows individuals to broadcast original programming over the
Internet with widely available software, a microphone, and a computer) - Cheshire Public Library (CT)
· http://www.myowncafe.org/: Southeast MA Regional Library System; Armed with data from 
numerous focus groups of area teens, the library decided to build a site that stressed local resources—where teens could acquire tips on buying a prom dress as well as downloads of local bands' music. Not your average, static teen library website – it’s interactive, and local 
· Studio i – a blue screen animation studio and music editing software: ImaginOn (PLCMC) 
· IM Reference - http://www.homerlibrary.org/ Homer Township Public Library (IL) – AIM, Y!M, 
MSN – when they are open – reference is “live” via the internet
· My Space account
Hennepin County Public Library – whole library system

Denver Public Library’s Teen Services/Page: evolver-: http://www.myspace.com/denver_evolver
· eFlicks – Denver PL (CO) 
launched a new downloadable video service called eFlicks on March 21 (available on the same site as downloadable ebooks and Audio ebooks.  An eFlick is a digital video that can be viewed on a computer, laptop, or portable video device. All that is needed is the free Overdrive Media Console, Windows Media Player (both available on DPL’s downloadable media page) a DPL library card, and a high-speed connection to the Internet to select a video, check it out, and download it.
Format Explosion: MG

Best Practices: Video games in libraries
· Baker & Taylor: many libraries are now carrying video games, and Baker & Taylor is supplying them. There are approximately 1,000 video games appropriate for children or teens and more than 4,000 for adults. Ratings, annotations, and other important purchasing data are provided. Search TS3’s product type: Software and Games.
· Park Forest (IL) PL – been circulating videogames for years: http://www.pfpl.org: click on link to list of games for gamecube, xbox, xbox 360, and PS2
· Libgaming (Google group): A discussion forum for gaming in libraries
http://groups-beta.google.com/group/LibGaming
· Gaming Blog: Game On: Games in Libraries – moderated by Beth Gallaway, Library Consultant
http://libgaming.blogspot.com/
Best Practices: Anime
· Anime collection: Burbank PL(CA); San Antonio PL (TX)
Best Practices: Books on iPod Shuffle

· South Huntington PL in Suffolk County NY (can be checked out with audiobook loaded on it – patron returns ipod and book is erased)
Information Literacy:  MG

Best Practices:
· SWIFT: Student Web Instruction for Teachers (and Students): a partnership between Hennepin County Library and area secondary schools dedicated to improving online research skills among students and teachers through classroom visits and staff development.
· TILT: Texas Information Literacy Tutorial: http://tilt.lib.utsystem.edu/: an online tutorial for HS and college students where anyone can increase IL skills to more effectively select, search, and evaluate online sources; TILT is an educational Web site designed to introduce first-year students to research sources and skills. The tutorial offers an introduction and three modules, which you can complete in any order. Each should take you approximately 30 minutes; developed by the UT System Digital Library

· IPL Teen Space: InfoSearch – “Where’s the Information?” – six section that cover various resources to help a teen learn how to become a skilled researcher, both in the library and in cyberspace." http://www.ipl.org/div/teen/aplus/toc.htm
Youth Involvement Plus Programming
It is as much a philosophy as it is a practice:
Opportunities:

· Teen volunteers (year-round and with summer reading)
· TAG

· Members of the library board

· Part of the “Friends of the Library” group
· Library interns (maybe in specialty areas like IT, marketing)

· Employees

Examples:

Suggestion boxes, surveys, selection committee, focus groups, fundraisers, peer tutoring, website design team, program assistant, book buddy, technology tutor, TRW committee member, zine/newsletter contributor/editor. In C3 – list of at least 100 hundred volunteer activities for teens
Best Practices:
· Virginia Beach Public Library – teen library board member

· Arlington County Public Library (VA) – TAB, joint school and public library venture
· ImaginOn, Charlotte, NC - teen puppetry troupe

· Minneapolis PL (MN) – Teen Zine

· East Islip PL (NY) – YA Drama Group

· Johnson County Public Library (KS) – Intergenerational Programming with Teens






