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EXECUTIVE SUMMARY

As part of its Innovation in Education initiative, Intel is
funding the development of the Intel Computer Clubhouse Network in the United
States and abroad. The Computer Clubhouse Network provides young people the oppor-
tunity to use technological tools to express and explore their own ideas and perspec-

tives while working in collaborative, supportive communities.  This program is intended to respond
to two of the key goals of Intel’s Innovation in Education initiative: to provide under-served youth
with increased access to technology, and to encourage female and minority youth to enter techni-
cal careers. As of Summer 2002, Intel has funded the creation of 66 Computer Clubhouses.  

The Center for Children and Technology (CCT), part of Educational Development Center, Inc., is
conducting a three-year independent evaluation of the Intel Computer Clubhouse Network.  The
first year of the evaluation focused on formative questions about the opportunities and challenges
host institutions encountered as they began to develop their Computer Clubhouses.  The second
year of this evaluation, as summarized in this report, turned to a careful examination of four
Computer Clubhouses where we conducted both institutional case studies and an analysis of
selected work young people produced.  Our goals were twofold:

• To map whether and how Clubhouse members’ projects reflect an engagement with the program
goals, and

• To understand which institutional and contextual factors shape members’ engagement with
these goals and the developmental progression of each Clubhouse.

In a successful Computer Clubhouse environment young people (ages 10-18) and adult mentors
share expertise and support one another in using a range of technological tools (including 3-D
imaging software, digital video recording and editing apparatus, and music recording and mixing
equipment) to explore or express ideas and/or issues of interest to the young people involved.
These qualities are summarized in the program goals, which are to improve young people’s ability
to:

• Express themselves with technology;

• Collaborate and work in teams;

• Solve complex problems;

• Develop, plan, and execute complex projects;

• Develop self-esteem and self-efficacy.

Essential to the Clubhouse model is the idea that young people develop a “technological fluency.”
That is, they learn to use a range of tools and media by creating original work, and come to
understand how these tools can carry important messages about themselves and their worlds.
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Our findings show that while many different kinds of activities take place in Computer Clubhouses,
some youth, including those with a wide range of technical abilities and interests, are better able
to pursue projects that are consistent with the program goals.  Youth who come to Clubhouses
with a specific area of  personal interest and some prior knowledge and interest in technology are
better able to engage in sustained design-based activity across a range of stages of Clubhouse pro-
gram development than those youth that come to Clubhouses without particular interests or
knowledge in hand. High level achievement by youth of the program’s goals, however, is in part a
developmental process.  That is, older youth are generally better prepared to engage in the more
higher-order program goals, such as problem solving, in an environment in which they are encour-
aged to do so, than are younger members.  

The likelihood that younger and older members alike, who come to Clubhouses without pre-exist-
ing knowledge and interests to drive their activities, will engage with the program goals and sus-
tain an interest in pursuing relevant activities is substantially increased when the culture of a
Clubhouse is informed by the following:

• A clear and consistent focus on activities that invite youth to engage with the program goals,
including collaborating, solving complex problems, and pursuing sustained, complex projects.

• Coordinator expertise with design-based learning, including an ability to draw on a range of
resources to support a culture focused on habitual and sustained design-based activity in infor-
mal settings. 

• Pathways for youth development towards program goals that are developmentally appropriate to
the range of ages and abilities of the youth who frequent Clubhouses. 

• Audiences youth can communicate with to share and develop ideas over time. 

• Youth leadership in Clubhouses and local communities to provide models to newer members and,
for more experienced members, opportunities to initiate connections to the larger community.

Our report concludes with recommendations intended to help guide the next phase of capacity
building across the Intel Computer Clubhouse Network.  These recommendations emphasize issues
relevant to the sustainability of Intel Computer Clubhouses in a variety of settings.  These recom-
mendations are discussed in more detail in the body of the report.

• Build content and resources that articulate and illustrate not only the core qualities but the
core activities (community practices, youth activities, teaching and support techniques, etc.)
that distinguish Intel Computer Clubhouses to ensure program uniformity and quality, while
acknowledging the need for local adaptation.

• Build and sustain networks among Coordinators by promoting ongoing professional development
opportunities and by identifying leadership roles within the Intel Computer Clubhouse Network. 

• Prepare for sustainability by forging strategic partnerships with universities, and by developing
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systemic mechanisms for documenting program activities and supporting local planning process-
es. 
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SECTION I.  INTRODUCTION

As part of its Innovation in Education initiative, Intel is funding the development of the Intel
Computer Clubhouse Network in the United States and abroad. This report reviews findings from
the second year evaluation of the Intel Computer Clubhouse Network conducted by the Education
Development Center, Inc.’s Center for Children and Technology. The Computer Clubhouse Network
provides young people the opportunity to use technological tools to express and explore their own
ideas and perspectives while working in a collaborative, supportive, community.  This program is
intended to respond to two of the key goals of Intel’s Innovation in Education initiative: to pro-
vide under-served youth with increased access to technology, and to encourage female and minori-
ty youth to enter technical careers. As of Summer 2002, Intel has funded the creation of 66
Computer Clubhouses.

Program goals
In a successful Computer Clubhouse environment young people (ages 10-18) and adult mentors
share expertise and support one another in using a range of technological tools (including 3-D
imaging software, digital video recording and editing tools, and music recording and mixing equip-
ment) to explore or express ideas or issues of interest to the young people involved. These quali-
ties are summarized in the program’s goals, which are to improve young people’s ability to:

• Express themselves with technology;

• Collaborate and work in teams;

• Solve complex problems;

• Develop, plan, and execute complex projects;

• Develop self-esteem and self-efficacy.

Essential to the Computer Clubhouse learning model is the idea that young people can benefit
from developing “technological fluency.”  Computer Clubhouses seek to support young people in
developing this skill, which refers to learning to use a range of tools and media to create original
work and coming to understand how these tools can carry important messages about oneself and
one’s world. 

The first year of this evaluation demonstrated that implementing this program effectively is chal-
lenging and requires intensive support and training.  Coordinators need extensive and detailed
guidance about how to create an environment in which young people with different abilities and
interests can engage in the kind of open-ended learning that is privileged in the Clubhouse.
Coordinators also need a wide range of technical skills in order to manage their Clubhouses effec-
tively, as well as a set of strategies for working with a range of age groups simultaneously. 
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In our Year One report we suggested that local Clubhouses are moving along a developmental pro-
gression and were, at the time of the report, at widely varying stages of program maturity.  The
pace of their progression is influenced by a number of factors related to the nature of the rela-
tionship between the Clubhouse and the host organization, the coordinator’s prior expertise and
experience, the needs and priorities of the local community, and the quality and extent of the
resources provided to the local Clubhouses by the program staff.  This developmental model was
premised on an expectation that sites would mature through the cultivation of local expertise and
resources and through continued interaction with the Network and its resources.

PROGRAM FEATURE STAGES OF CLUBHOUSE PROGRAM DEVELOPMENT

EARLY MIDDLE MATURE

Design-based activity Design-based work is Design-based work Design-based work
sporadic, serendipitous is encouraged inter- is central,habitual
and not supported. mittently and supported Clubhouse activity and

unevenly. is supported consistently.

Coordinator & Mentor Coordinators & Mentors have Coordinators & Mentors Coordinators & 
expertise limited technical expertise have varying technical Mentors share a

and/or youth development and/or youth development vision that includes 
experience. expertise; may be unsure clearly understood 

of how to elicit and approach to supporting
encourage design activity design activities with
with youth and/or how youth.  Expertise with
to use design software. design software is 

established and distributed
among all Clubhouse 
participants (e.g. Mentors,
Coordinators & Members).

Institutional support Clubhouse and host Clubhouse and host Clubhouse and host
organization missions are organization missions are organization missions are 
superficially compatible, but seen as compatible, but complementary and
Clubhouse remains isolated logistically tensions mutually reinforcing.
or poorly integrated into larger betweenhost organization 
program. and Clubhouse may impede

Clubhouse development.

Local resources Few connections to com- Community resources, such Coordinators, Mentors
munity resources that as consistent Mentor pool, & Members have  &
can be leveraged in are leveraged by Coordinator contribute resources that 
Clubhouse. for the Clubhouse. bear upon Clubhouse

development.

Technical support Local technical support Local technical sup- Local technical support is
is intermittent and/or port is generally readily available.
difficult to come by. available but may not 

be prioritized by host
organization.

The Year One research did suggest that, when well-executed, the Intel Computer Clubhouse
Network gives young people the opportunity to learn from and contribute to a community in
which a range of skills and behaviors are valued, including:
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• technical and social competence (made evident through, for example, peer mentoring and col-
laboration around project work);

• sustained commitment and responsibility (made evident through, for example, long-term atten-
dance and investment in local Clubhouse governance and junior mentoring structures);

• performance and productivity (made evident through, for example, the creation of a sustained
body of work that explores a set of technical or conceptual topics).

Finally, our Year One report emphasized that Coordinators require a clear, shared understanding of
the program vision and goals in order to develop their local programs effectively.  Such a shared
understanding of goals was explained to be a necessary first step toward a shared vision of what
concrete actions or accomplishments would constitute “success” at the level of the Network, the
Clubhouse, or the individual member.

The second year of this evaluation turned to a careful examination of a small group of Clubhouses,
which were our sites both for institutional case studies and for studies of the work young people
produced.  Our goals were twofold:

• to map whether and how Clubhouse members’ projects reflect an engagement with the program
goals, and

• to understand what institutional and contextual factors shape members’ engagement with these
goals and the developmental progression of each Clubhouse.

Methods

We have used an evaluation framework that is closely attuned to the distinctive qualities of the
Computer Clubhouse model, and have not sought to add to the body of research showing that
involvement in after-school programs in general leads to a range of positive outcomes, including
improved school performance, lowering of high-risk behaviors, and increased positive and pro-
social behaviors (Educational Leadership, 2000).  Instead, our evaluation considers the program’s
progress toward achieving those goals most tightly associated with the practices that are particular
to the Clubhouse model and the activities of Clubhouse members.  

This research is based on the premise that through the practices it promotes, the Clubhouse model
can help youth not only use a broad range of design tools in interesting ways, but that they can
also describe their accomplishments and reflect on them.  Our work with design curricula and pro-
grams for young people, as well as a wide range of research, has shown that young people’s ability
to articulate their work through, for example, conversation, peer mentoring, or the exhibition of
work, is an important part of making their learning apparent to themselves and an audience.
Anticipating an audience for their work, including for public showing, stimulates Computer
Clubhouse members to engage in the kinds of activities, and/or pursue the kinds of projects, that
are described in the program goals.  For example, members anticipating a public showing of their
work are more likely to invest sustained attention in a particular project, developing their ideas
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and pursuing revisions and extensions of an initial idea.  This type of activity connects with sever-
al of the program goals, including the ability to express oneself with technology, the ability to
develop, plan, execute complex projects and, often, the ability to solve complex problems. 

The core of our second year of program evaluation has been a sustained examination of work
products created by Computer Clubhouse members and of interviews conducted with youth about
the process of creating those artifacts.  We have based this study on portfolio assessment prac-
tices, a well-established method for systematically reviewing the work processes and products rela-
tive to some set of relevant critera.  This approach to the analysis of young people’s work and
work process is most often used in classroom settings that privilege the work learners create in
order to understand what they know.  It is also a central feature in design-oriented educational
settings (such as “crit sessions” for architecture students).  Since the Intel Computer Clubhouse
Network draws on both of these traditions, as evidenced by its focus on youth learning through
design and through self-directed exploration, this method was well-suited to understanding the
work young people are producing in Clubhouses.

Our analysis of young people’s work products was done using a rubric that articulates concrete
dimensions of each Computer Clubhouse program goal and describes criteria for each of five levels
of developmental achievement in each of these dimensions.  This research began from an assump-
tion that success for this program is not best measured by judging youth mastery of program
goals (as each of the program goals references sociocognitive skills that are developmentally pro-
gressive and not perfectible), but by capturing evidence of whether and how youth are engaged
with and progressing toward higher levels of achievement regarding these goals.  Two secondary
questions asked in our analysis were, “What factors – such as member age, longevity of Clubhouse
membership, prior expertise with technology –  map closely to progression through the stages
described in this rubric?” and “Is there evidence that young people are progressing over time in
relation to these goals?”

Who is included in this study. During the Winter and Spring of 2002, our research team made
several visits to each of four Intel Computer Clubhouses.  These four Clubhouses were selected for
this study because they were sites that had been part of our Year One study, which allowed us to
build on a prior base of knowledge about each site, and because they were relatively “mature” and
stable Clubhouses, each one having been open for at least six months, and each had a single, con-
sistent coordinator for the duration of their operation.  

During our visits to these sites, researchers engaged in a range of activities, including systematic
observations of Clubhouse activities, interviews with host organization staff, and informal discus-
sions with Clubhouse members.  Most importantly, researchers met individually with a subset of
Clubhouse members to review and discuss projects that they were working on. These youth were
interviewed more extensively, each one on two different occasions, and examples of their work
were collected.  This subset was identified in several ways:

• Coordinators pointed us toward members who they considered “exemplary” in either their com-
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mitment to the Clubhouse community, the nature of their work, or both.

• Researchers sought out youth who were engaged in sustained work on projects (i.e., working
over several hours or days to complete a piece of work). 

Some youth included in these two categories were not included in the final sample, because they
were unavailable for follow-up interviews during subsequent visits, or because samples of their
work were not available to be collected by researchers. Our final sample includes 18 young people,
ranging in age from 9-18 years old.  We analyzed 22 pieces of work collected from these young
people, and informally reviewed another dozen pieces of work.  Our findings are reported below.

It is also important to note that this evaluation engages in a relatively unorthodox use of the
analysis of young peoples’ work, in that the work and work process is being analyzed with refer-
ence to a set of program goals that young people were typically not aware of.  For example, our
analysis considers whether there is evidence of substantial collaboration among young people in
the work that they have produced, although none of the young people included in this study were
aware that collaboration was something that was privileged by Computer Clubhouses and some-
thing they were expected to be working on and developing as a skill.  Further, there was not a
concerted effort on the part of the Network staff to share or discuss the programs goals with the
coordinators.  Therefore it is particularly important that this study not be understood as a judg-
ment of the relative success or failure of the young people in any way, simply because neither
they or the staff were aware of the goals against which their work practices were to be measured.
Our Year One report discusses the importance of sharing the program goals across the Network,
and of making progression toward those goals an explicit part of the day-to-day expectations of
Clubhouse activity.
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SECTION II.  CONTEXT FOR UNDERSTANDING YEAR 2
WORK

In Year 2 we continued to pay close attention to the key factors that inform Clubhouse develop-

ment because of our interest in understanding the interaction between site maturation and mem-

ber activity.  In order to explore this interaction we identified and began to work with two sites at

which implementation and ownership of the Clubhouse model has developed at a quick pace and

two sites at which program implementation has not been as rapid, but shows steady development.

Site Soft launch Hard launch Avg. number Avg. number of No. of members Nature of Coordin-
of members/ mentors/ interviewed design- ator  
day1 day based turn-

activity over

Bedford Fall 2000 Spring 2001 23 1 17 Middle No

Charles Winter 2000 Fall 2001 25 3 4 Early No 

Orono Fall 2000 Winter 2001 33 3 10 Early No

Seawall Winter 2000 Spring 2001 22 5 11 Mature No

Youth attendance
We were unable to collect reliable, objective attendance data at any of the sites included in this
study, and no such data exists for the program overall.  The absence of data is a major obstacle to
drawing strong conclusions in this study, or in any future evaluation about the relative success of
this program in engaging youth with the program goals.  As we note in the recommendations sec-
tion of this report, establishing a reliable mechanism for collecting this data will be crucial to
building on this year’s evaluation and conducting more extensive research on how youth develop
over time in the program and its relative success in reaching male and female members and mem-
bers of a range of ages.

Girls and boys attended Seawall in fairly equal numbers during our visits.  There was also a fairly
even distribution in age from 7 – 17, with a somewhat higher concentration of teens, ages 15 –
16.  This was consistent during both years of our evaluation. The most significant change was a
distinct member population shift at the Clubhouse, which staff attributed to general trends in the
community, including a lack of stable housing arrangements for families, and varying employ-
ment/economic prospects.  These shifts brought a different mix of ethnic communities into the
area, and as newer groups of youth entered the Clubhouse with their own peer networks, earlier
participants tended to stay away.  Later in the year, these earlier members had begun returning to
the Clubhouse with regularity and there was greater integration of members in the space.  

Unlike Seawall, which is a relatively closed space—that is, the Clubhouse is the sole program for

1 Average number of members and mentors are for the observation days conducted by the research team.
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youth to attend at the space, which they enter directly from the street— Charles is a multi-serv-
ice center with a range of activities for youth. As a result, youth attendance in Charles is much
more fluid over the course of a day, with an average of about 10 young people at any given time,
fluctuating between three to 20 members in attendance at any given moment.  In general, howev-
er, youth attendance appeared on the whole to be down at Charles, compared with Year 1, when
average attendance during our visits was 25.

Members at Charles range in age from 9 – 17 years, with a significantly higher percentage of teens
(13 – 15).  By and large, the active membership at Charles is split evenly between boys and girls,
with sometimes higher numbers of females, unlike in Year 1 when there was a higher percentage
of males. 

Although Orono has some active members as young as seven, and a few older members about 15
or 16, with one or two consistent 17-year-olds, the large majority of the active Clubhouse members
were 10 – 12 during our  visits, with a notable presence of eight and nine-year-olds as well. Youth
attendance ranged from five during slow periods (several times a day) to the low 20s. As at
Charles, attendance was down at Orono from the previous year when there were up to 31 members
present at one time in the Clubhouse.  Likewise, there was a notable decline in youth attendance
between our first site visit (in late February) and our second site visit (in late April). The gender
participation ratio ranged from an even male-to-female split to twice as many males as females. On
occasion, as the population ebbed and flowed, there were more female members than males using
the Clubhouse, but only for short periods of time. 

Bedford continues to have an active membership.  During our Year 1 visits Bedford had twice as
many males in attendance as females (not including a weekly “Girls’ Day”), but this year the
imbalance seemed to have faded away. In our observations, about 80% of Bedford’s members were
ages 8 – 13, with some 14-year-olds, and a heavier concentration of 9-10-year olds. Generally,
when older teens were present at this Clubhouse they were a small group and were present either
because they were paid staff from the host organization (Junior Staff), or it was the last hours of
the day, when the space was informally dedicated to teens. 

Program vision and goals
In the case of the Intel Computer Clubhouse Network it is important to distinguish between the
program vision and its goals.  During both years of our evaluation we have observed a clear and
consistent shared vision of the appropriate tone, culture and values for Computer Clubhouses.
However, the goals of the program are rarely discussed and rarely referenced in program activities,
workshops, or print or online materials.  This distinction has had significant and far-reaching
implications for the growth and development of this program.

The core of the Computer Clubhouse vision is the importance of providing young people the oppor-
tunity to express their thoughts and ideas by learning how to create design-based projects in an
environment of respect and trust and with the support of adult mentors.  We repeatedly observed
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particular features of local Clubhouses consistent with this vision:  For example, every coordinator
we worked with understands that in Clubhouses youth should create projects that “start from their
own interests,” and that “express their own ideas.”  They also uniformly seek to bring adult men-
tors into their Clubhouses.  We see these efforts as reflective of coordinators’ understanding of,
and commitment to, a general vision of the collaborative, creative, expressive qualities of a
Computer Clubhouse.  

However, we also saw great variation in the amount of sustained, design-based project work that
was underway in these Clubhouses, and little similarity in how or whether specific goals were
defined or specific practices were encouraged to guide members’ experiences in the Clubhouses. We
understand these two issues – the amount of sustained, design-based activity underway in a
Clubhouse and its focus on the program goals – to be intertwined and mutually reinforcing.
Unless the Clubhouse Coordinator is consciously choosing to support and encourage work that
involves behavior related to the program goals, such as collaboration and complex problem-solv-
ing, young people’s development in these areas will be serendipitous, and only marginally more
likely to occur in a Computer Clubhouse (due to the resources available) than in any other setting.
In some cases, Coordinators may encourage these kinds of activities because of prior teaching
experience or personal priorities for guiding youth development.  But in most cases, Clubhouse
Coordinators are guiding their members’ work in the absence of any clear sense of how to translate
the broad Clubhouse vision into specific practices and expectations for Clubhouse activity. 

In fact, at each of the sites included in this study, Coordinators acknowledged that they were not
familiar with the program goals, and as a result do not reference them in their decisions regarding
program development, in conversations with their members, or when recruiting and/or training
mentors.  The following descriptions of the four Clubhouses we worked with this year will illus-
trate these variations. 

At Charles, the Coordinator is often busy with attending to behavioral issues of youth, managing
technical issues, and assisting with program-wide matters for the host organization.  In Year 1,
three mentors were generally available to work with young people, but by Year 2 there were no
mentors coming to the Clubhouse on a regular basis, although the Coordinator anticipated having
a new mentor arrive soon after our visit.  Without the dedicated time from the Coordinator to
focus solely on supporting member work and with no consistent mentor presence, most members
spent their time collecting images from the Internet in relation to hobbies, or searched for, down-
loaded, saved and listened to music. Most instances of more engaged work were the result of undi-
rected tinkering on the part of members and often resulted in cards made for relatives to celebrate
special occasions (e.g. birthdays, anniversaries or holidays).  At other times, members used digital
cameras to take pictures of each other, or used the video camera to record activity in the
Clubhouse, or to record the choreography of a new dance routine.  These spurts of activity were
generally spontaneous and did not benefit from any subsequent support that would have encour-
aged the development of a sustained project or the development of a skill set.
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Orono has the largest paid staff of any of the Clubhouses included in this study. At any time,
there may be from two to six paid staff members in the Clubhouse. However, as with Charles, the
Coordinator of Orono is heavily involved in responsibilities at the host organization. Many respon-
sibilities that would typically fall to a coordinator are distributed among this staff, who have posi-
tive relationships with members, but lack technical expertise or an informed approach to engaging
young people in design-based activities.  This staff has also experienced considerable turnover ear-
lier in the year while this research was underway.  This staff turnover seemed to have contributed
to the failure of attempts by staff to jumpstart organized projects, such as a digital still photo
program and a video program, which had languished. 

At Orono, most members tend to focus their activities exclusively on one or two design programs.
Members were producing images that were quite similar in style.  Members were generally produc-
ing multiple pieces of work in a single day and did not, typically, tackle problems in their projects
that challenged them. Some younger members practiced typing or devoted time to school assign-
ments, while some older members wrote, produced, and recorded their own music.  The music stu-
dio was largely used by one group of approximately five male members and was primarily support-
ed by the interest and motivation of an older member who discovered the Clubhouse as a platform
from which to pursue a prior interest in music.  

More design-based work takes place at Bedford, where members participated in a relatively diverse
array of activities.  Some of these activities have built-in support mechanisms, such as Lego con-
structions that members created by following provided instructions.  Other members frequented
Web-based gaming sites; others spent time playing games like the Sims, which offer scaffolded
environments in which to create social networks and neighborhoods. Members also created images,
using digital cameras to put themselves into pictures (for example, of cars, or unusual landscapes);
they occasionally drew on paper and scanned their drawings (adding color and shading); and they
downloaded images and altered them.  A few members have created semi-animated action power-
point presentations using downloaded images and their own digital drawings, in effect making
short click-by-click comic books.   One or two older members have created more complex, original,
technically-challenging 2-D artworks, using Photoshop and other graphics programs. Also, a music
club was formed with the help of a staff person to help members write, record and produce music
in teams.

The Bedford Coordinator has the benefit of at least one mentor who is in the Clubhouse every day
during prime attendance hours, as well as a handful of other mentors who participate less regular-
ly. The core mentor is a student at a local college and brings enthusiasm to the job as well as prior
experience working with youth.  There is a concerted effort by both the Coordinator and mentor
to encourage members to rely on each other when problems arise, such as when a computer screen
freezes or when trying to locate a program, rather than always relying on staff.  This has resulted
in the creation of a team of junior mentors, Clubhouse members who attend regularly and have
shown an interest in contributing to this community.  These junior mentors meet once weekly
with the Coordinator to receive “training” on a particular software program and are encouraged to
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help out in the Clubhouse when other members need guidance or support.  

At Seawall, members engaged in a variety of design-based activities that incorporated everything
from basic computer drawing and painting (such as in Corel Draw or Photoshop); 2-D animation
(using Flash software); music recording (including writing and composition of original verse and
lyrics); to group work with digital still cameras; website creation; video shooting and editing; and
3-D figure animation. 

These activities featured three distinct qualities. 

• First is the common utilization of Flash. Though none of the other Clubhouses we visited had
made extensive (or even initial) use of Flash, members of all ages in Seawall were encouraged to
use this program. Flash is a unique program in that it allows the user to draw freehand, to
insert objects and pictures from other programs, and to animate the final product. It provides a
sense of accomplishment for members with a wide range of levels of technical skill.  Novices can
create powerful images in a relatively short amount of time, while expert users can create more
complex artifacts through more sustained engagement. 

• Second, discussions with Seawall members revealed that their design and animation activities
were, in many cases, infused with a sense of teaching and audience.   As at Bedford, the
Coordinator strongly and consistently encouraged members to share their knowledge with one
another.  There is a clear, explicitly expressed culture in the Clubhouse that honored the
resources, assistance, and suggestions members are able to share with each other.

• Third, Seawall members were willing to take on longer and more complicated projects than were
typically pursued in other Clubhouses included in this study.  This is evident in project features
such as final products that include elements created in multiple media or multiple software
packages, and projects that are dedicated to solving specific technical challenges in the service
of some larger project goal.

Complex, sustained activities are possible at Seawall in large part because of an environment that
privileges what young people know about the range of technology in the Clubhouse and their abil-
ity to share that knowledge with their peers.  A constant mentoring pool of volunteers familiar
both with the design tools available in the Clubhouse and with a learning model compatible with
the open-ended nature of the Clubhouse environment, creates the right conditions for supporting
youth with a range of abilities in sustained project work. At Seawall, it is not uncommon for mem-
bers to be engaged with single projects over several weeks.

Institutional support & local resources
Across all four sites, Clubhouses and host organizations remained unsure of how best to leverage
the strengths of the Computer Clubhouse program for other local programmatic goals.  In many
instances, the executive directors at the host organizations referenced attempts to build stronger
partnerships or collaborations between the Clubhouse and other programs, but there was little evi-
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dence that these efforts were in fact occurring or successful. 

• At Bedford, the other technology programs at the host organization were perceived to be in
competition with the Clubhouse. The coordinator has cited instances of trying to create cross-
program initiatives, but has generally not felt supported in these efforts. 

• At Charles, a number of community organizations share the building space under the umbrella
of the host organization, and though other host organization staff were sometimes present in
the Clubhouse—often to make materials (posters, permission forms) for other programs—few
attempts are made to build on or create links with local resources. 

• Orono’s host organization has a history of successful fundraising and recently received monies
to expand its teen center, which staff members hope will boost teen participation across all its
programs.  The organization also expects to further invest in its computer lab, which is seen as
a complement to the Clubhouse since it is the place where members are expected to do school-
related tasks.  However, a clear vision for how to leverage the strengths of the various programs
to the benefit of members remains unclear, as does a strategy for the requisite professional
development of program staff. 

• The Seawall Coordinator draws on an extensive community support network to provide ample
opportunities for members to extend the work they develop in the Clubhouse.  This included
creating opportunities for youth to exhibit their technical expertise through public viewing of
their work and to further develop their skills through mini projects with community members,
and through internships at other community programs. However, this was all done without any
visible day-to-day involvement of the host organization in Clubhouse activities.

Technical support
All of the sites noted some technical issue that they relied on Intel staff to help troubleshoot.
One of the major challenges that had the most direct impact on the Year 2 evaluation was the
absence of any system for saving files to local servers or for making them accessible to members,
except from the hard drives of individual machines.  Except at Charles, where members had a well-
developed system for storing individual files, it was often difficult for members or Coordinators to
locate member work without great persistence.  

The relationship between Intel Computer Clubhouse devel-
opment, member activity, and program goals
Each Computer Clubhouse has a distinct culture that becomes apparent the minute you enter the
room and is largely indicative of how common design-based activities are at that Clubhouse. This
is in large part a reflection of a Coordinator’s expertise that they either bring to the job or are
able to develop in the role.  Every Coordinator faces multiple institutional challenges and responsi-
bilities, including the relationship with her/his host organization, the consistency and turnover in
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youth attendance, and the level of technical support available.  These factors can be a major barri-
er to member engagement in design-based activities for less experienced Coordinators, but become
minor obstacles when Coordinators know how to guide a learning process for members that exem-
plifies the program goals.

This is most evident in the case of Orono, which at first glance seems to have many of the neces-
sary elements for Clubhouse development in place, but lacks a coherent interaction among these
elements to support sustained, design-based activities among members.  Although there is a
steady mentor pool, most of whom are paid staff and who have some technical expertise, there is
no clearly understood or shared strategy for supporting member work. An interesting example of
this relates to the Clubhouse’s music studio.  A small group of members were interested in produc-
ing their own rap songs, but found little support for this because the mentors responsible for
working with the music studio had a preference for other music genres. It was the expertise of an
older member who was working towards developing an independent business that enabled these
members to write and record their songs.  This work was largely cut off from the rest of the activi-
ty in the Clubhouse, where members’ project work usually reflected the expertise and interests of
the mentors. 

At Orono, although many members are comfortable with some design tools, mentors and
Coordinators do not have strategies for building on youth interests and guiding young people
toward more complex, sustained activities over time, or for engaging members with design tools
outside of a specific group of tools the current mentor group is familiar with. As a result, most of
the work created at Orono is repetitive—members produce illustrations or other work products
that are minor variations on similar themes, make use of one or two software packages, and
address no particular audience or purpose. Although members’ work is often displayed on the
Clubhouse walls, members are not encouraged to think about how to connect their work to an
audience or to develop project ideas over time. 

Likewise, while the mission of Orono’s host organization is, in theory, compatible with the
Computer Clubhouse learning model and the Clubhouse receives wide recognition in the communi-
ty, few tangible benefits of this programmatic fit are evident in the day-to-day engagement
between the Clubhouse and other programs within the organization. Finally, Orono also has signif-
icant turnover among its Clubhouse members, with few young people making a sustained commit-
ment to participation in the Clubhouse.  Each of these factors suggests the challenges facing
Orono’s further maturity as a Computer Clubhouse, and each has an impact on the amount of sus-
tained project work that can take place at this site.

At Bedford and Seawall, youth interest in creating design-based projects is supported by
Coordinators and mentors who feel confident working with a variety of design tools and who have
taken care to encourage their members to create products for an audience. The significant differ-
ence between these two sites is the relative prevalence of design-based activity in proportion to
the number of members that attend each of the Clubhouses. At Bedford, a wide range of activities
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are underway on any given day.  Members move in and out of the Clubhouse on a schedule, and at
any given time some members will be playing games, browsing Internet sites related to hobbies, or
doing homework, while others are constructing Lego objects in groups or individually, and others
are making cards, or taking digital pictures and altering them in Photoshop. Members at Bedford
are encouraged to create design-focused projects and to pursue them over time, but the Clubhouse
culture remains fluid and loosely structured, keeping the primary responsibility for choosing what
activities to pursue with the members.  

At Seawall, most members understand that the Clubhouse is place where they are expected to be
engaged in some kind of design-based, sustained project work.  It is typical for the Coordinator at
this Clubhouse to suggest project ideas to members who are undirected, or to pair members with
different levels of expertise to collaborate on projects.  Members are also often encouraged to cre-
ate projects for particular audiences, including local community groups and scheduled visitors.
Members at Seawall usually remain at the Clubhouse for an uninterrupted time that lasts for the
bulk of the Clubhouse’s hours of operation. 

At Charles, the Coordinator continues to find supporting youth in design-based activities to be
extremely challenging.  This is compounded by the absence of a reliable pool of mentors and a
number of other youth programs at the host organization that inadvertently impede the develop-
ment of the Clubhouse.  The result is that young people move in and out of the physical space of
the Clubhouse frequently throughout the day, and most activity in the Clubhouse is unfocused and
primarily guided by social interactions rather than by the content or goal of the activity itself.

As we noted in the first year of our evaluation, implementing this design-based program effective-
ly is challenging and requires intensive support and training. The expertise the Coordinator brings
to bear on a Clubhouse has a significant impact on the nature of design-based activity taking
place there.  While this would be true of any leader in any learning environment, it is particularly
true for the Intel Computer Clubhouse Network because there is no single reference or manual for
planning and supporting design-based activities for the Coordinators or mentors to refer to and
limited opportunities for sustained training.  In the absence of resources that articulate ways for
Coordinators to approach the program goals, only young people who enter Clubhouses with some
prior technical expertise and motivation are likely to engage in sustained design-based work,
while members who require more support from adults are not likely to engage with the program
goals or to develop their abilities in those areas. 
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SECTION III.  YOUTH ARTIFACTS:  WHAT WE FOUND

Primary data collection occurred during two- to three-day-long site visits conducted between
January and May 2002.  In addition to the in-depth, one-on-one interviews conducted with select-
ed youth, visits also included observations of youth activities during Clubhouse hours; interviews
with program staff, including Clubhouse coordinators and mentors; and, where possible, interviews
with key staff at the host organization, including the executive director, program coordinator
and/or technical support person.  

Prior to our initial visit to each site, Coordinators were asked to identify those youth who exhibit-
ed a significant engagement in their Clubhouse:  those who showed interest in particular projects
or activities, who were regularly attending, and who showed interest in contributing to their
Clubhouse community.  We did not ask Coordinators to focus their attention exclusively on those
youth who had been at their Clubhouse the longest, nor on those youth who exhibited the most
technical ability.  What was important to us was to work with youth who were motivated to create
design-based projects using the vast array of resources available to them in their Clubhouse.  In
some instances, members of the research team identified youth to participate in the study who
were not identified by the Coordinator, but who were similarly engaged in design-based projects.

An interview protocol was designed by the research team that guided youth through a discussion
of their work and the process behind it with indirect reference to each of the program goals.
Youth were asked to identify at least one example of work that they had a particular interest in
(e.g. a good example of working through a problem; had personal significance; represented an
attempt at something new and different from previous samples of work).  These interviews lasted
between thirty and forty-five minutes.  When possible, interviews with the same youth were con-
ducted at more than one site visit, however, this was not always possible given the drop-in nature
of program participation. Researchers conducted a total of 47 interviews and collected a total of 31
samples of work in a range of media, including Lego constructions, short videos, animation clips,
2-D and 3-D illustrations and images, and music compilations.  Examples of work discussed with
youth were either collected at the time of the interview, or following a visit, and were collected in
paper and electronic form (including printouts of work, audio files of original music compositions,
and movie and animation files on CD). 

Analysis of youth work samples and work processes
The research team designed a rubric representing the program goals and articulating related crite-
ria for meeting these goals across five developmental levels of achievement.  It is not a tool that
measures mastery of particular skills.  Rather, it enabled us to pinpoint how youth are progressing
toward higher-order, more complex levels of expression of the qualities emphasized in the program
goals.  The design of the rubric was greatly informed by several meetings conducted with Mitchel
Resnick and others at the MIT Media Lab.  These meetings afforded us the opportunity to investi-
gate in greater detail the core concepts that inform the goals, in particular the relationship
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between the broad notion of “technological fluency” and the specific program goals. 

Each of the program goals were further articulated across three-to-five component parts, and each
of these were linked to criteria identifying three levels of achievement.  On each scale, one repre-
sented the lowest possible score and three was the highest score.  

After preliminary group scoring and discussion sessions to align interpretations of the scales and
establish reliability, four researchers worked in rotating pairs to conduct the scoring.  All scores
were reviewed and discussed by the entire group. Out of the 31 work samples collected across the
four sites, 22 were scored by the research team. Others were not scored because they were pro-
duced by members who we were only able to interview once, or because members had not focused
on those pieces of work in their interviews.

Goal 1: Ability to express oneself with technology

Four criteria formed the basis for this goal.  

• The first has to do with how personally invested a youth was in the content or style of the
project at hand.  In some instances, a youth might have been motivated by a personal interest
in a topic or by a desire to create something with a particular person in mind.  In other
instances, there may have been no personal motivation for a particular project, but the act of
making something met a momentary need.  

• Second was the form of the project, in particular, the motivation for creating this particular
project in this format or media (for example, the motive to create a piece of music rather than
an illustration).  Was the youth inspired by what was most popular among Clubhouse members
at the time?  Or did this particular form allow her to express something specific that was
important to her? 

• Third, we wanted to know about the tools the member used and how open-ended they were.
Did the youth primarily use prefabricated elements embedded in a program (such as a template
or clip art), or did the youth draw on elements she created just for this project?  

• Last, we identified the degree to which youth described themselves as creators.  In this
instance we were most interested in whether the youth saw herself as a passive learner, as an
executor of specific tasks, as an inventor, or something in between. 
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GOAL 1: ABILITY TO EXPRESS ONESELF WITH TECHNOLOGY 

Content Form Structure Identification
How personally invested What drove choice How open-ended were Does member identify
is the member in the of project type were the tools used? self as a creator?
style of the piece? (form, genre)?

1 No, or minor, personal Copied activity. Project consists entirely, Youth describes self as a 
relevance/connection to Project is identical or almost entirely, passive learner or passive
the content or style or almost identical of prefab elements executor of tasks. Or, 
being explored. to others in the Clubhouse (such as clip art), or youth expresses interest

in form.  Youth may add a filled-in template. in learning a skill but
one formal element that is Pre-made materials may not in creating an origin- 
personally distinguishing. be modified or reposi- al expression. Project

tioned. Little or no is focused on mastering
personal choice is technical skill, no 
reflected in choice connection to an 
or use of  project expressive goal.
elements.

2 There is an explicit Project follows established Project uses combin- Youth focuses on self 
personal connection pathways (i.e., Sparks) ation of original and as technical learner,
to the content or style but form reflects individ- prefab elements. Prefab but ties what she/he
being explored, but ual ideas about audience parts are placed, is learning to ideas 
it was chosen for or purpose that enlarge contextualized, elabor- about inventing
convenience. on the original notion. ated on with clear or creating something

personal choices. personally meaningful.
No clear focus on com-
municating  with others
through the product.

3 There is an explicit Original activity. Genre Project elements Youth focuses on self as 
personal investment in or form is innovative, are all or almost all creator, inventor, investi-
topic or style.  Evidence particularly in relation made or selected by gator. Youth may have a
of sustained exploration to other current local youth. All elements larger  agenda that is 
of content, or refinement Clubhouse activity. contribute to a personal  met or exceeded
of style, across multiple Project form reflects expression (this can through the execution
projects. personal interests and include projects with of this particular 

ideas.     an underlying template project.
or some prefab elements). 
Project may synthesize 
elements from multiple 
platforms, or use tools 
in innovative ways.

How projects scored on this goal.  Though the average score for this goal was 2.8, there was a
wide spread of scores for each of the criteria.  Most members scored highest in relation to the
structure of their project.  Seven projects (out of 22) scored a three, ten scored a two, and five
scored a one.  This suggests that members were typically creating a significant portion of their
projects “from scratch,” and making clear personal choices in their constructions, as opposed to
using clip art, templates, or other pre-fabricated elements.

Members tended to score the lowest on their personal investment in the content of their projects
and on the choice of form for their project.  Eight members described either no or minor personal
investment in the content or style they were exploring in their project, and seven described creat-
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ing a project very similar to others done in their Clubhouse.   

Goal 2:  Ability to collaborate, work in teams, and contribute to the
community

The goal was understood via four components. 

• First, we wanted to understand who contributed what parts to the project whole.

• The second looks at how the project was put together, situating the work process within a par-
allel-play or shared-idea environment, and looking at group process.

• The third was a discernment of the degree to which the project was shared either within or
outside of the Clubhouse community. 

• The fourth has to do with roles and shared knowledge.

GOAL 2: ABILITY TO COLLABORATE, WORK IN TEAMS, AND CONTRIBUTE TO THE COMMUNITY   

Composition of Degree of collaboration Connection to larger Roles
project How was the whole community How much teaching or

Who made the parts put together? How is the project or being taught is 
of the whole? shared, how does it represented in the 

contribute to others project?
in or out of the 
Clubhouse?

1 One youth. Another No collaboration, but some Others are not aware Youth may have 
young person or adult parallel play may occur, of the project or are received some secific
may have had minimal such as youth doing aware of it only in piece of instruction 
input. a similar activity, working passing. It is not viewed from others (mem-

side-by-side, and sharing publicly, or shared or bers or mentors)
ideas.(Sharing may be used in other ways. in relation to some
explicitly promoted by piece of the project.
coordinator or be a
consequence of members
working on similar types 
of projects.)         

2 Multiple youth or Ideas and suggestions Project is displayed; More than one 
adults contributed that substantially influence collected for future project element
parts that they created the project are shared through reference, and/or exists due to 
independently.    parallel play, but projects shared with others. interaction with 

remain individual. Sharing or instruction from
of ideas and suggestions others.
is spontaneous and sporadic.  

3 Most or all components Most or all elements Project provides, or Multiple projects
are conceived of of the project are created intends to provide elements were created
and created jointly.  through negotiation, shared input into the through interaction

construction.  The process of community. Project that taught one or
creating the project involves may be part of a more contributor
sustained communication and larger whole, or something new. 
the integration of multiple undertaken by a larger Project may produce
viewpoints. community.    significant new know-

ledge for one or 
more contributors.
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How projects scored on this goal. Scores tended to be quite low in this category overall, partic-
ularly in the area of composition (the mean score was 1.6).  Most components were made and
assembled by one youth.  In four instances youth developed their projects in parallel to similar
activity by other Clubhouse members, but these various projects were not integrated or combined
in any way.  Likewise, most of these samples were not connected to the larger Clubhouse commu-
nity, either through public viewing in the Clubhouse or other opportunities for sharing.  In these
cases others might have been aware of the project, but only in passing.

Projects tended to score highest in the area of instruction and feedback they received from or pro-
vided to peers, mentors or Coordinators, in the context of that particular project.  For most proj-
ects (9 of the 22), youth acknowledged that at least one or more project elements came about as a
result of input or “instruction” from someone in the Clubhouse, or related to their instruction to
another youth (in the case of projects that did reflect some co-construction or collaboration).
Two projects had elements that were the result of interaction that taught the creator or contribu-
tor something new.

Goal 3:  Building self-esteem and self-efficacy

This goal has three component parts:  confidence in skill, pride in product and investment in
process.  We understood this goal to relate to a young person’s perception of her ability to learn
and use technical skills, her sense of the product as an effective means to communicate a person-
ally-relevant message to an audience, and the value she places on the creative process as an
opportunity for discovery and personal growth. 

GOAL 3: BUILDING SELF-ESTEEM AND SELF-EFFICENCY

Confidence in skills Pride in Product Investment in process
How does the young How does the young person view How does the young person 
person view their ability what they made and its purpose? understand and value the process
to learn and use technical (Emphasis is on communication with of creating the product?
skills? audience and continued revision, 

not on “success” or completion.)

1 Primarily views his/herself as Neutral about the project, or Neutral about the process, or 
passive learner who needs to may identify positive qualities little or no reference to process. 
be guided in use of the tech- but does not express further Does not identify any personally 
nology.  May acknowledge interest in how it is received valuable aspects of process.
avoiding tasks that would or responded to. 
require learning new skills.
May make some attempts
to learn independently
or to seek out assistance,
but prefers to have others
take over unfamiliar tasks.

2 Feels mastery over a procedure, Is interested in, receptive to Can explain process with some
a set of rules, is confident  response to the project by others. detail, may reference valuable
within those boundaries Is discovering the communica- aspects of it. Product is primary.
There’s one way to do it, tive dimension of the project.
and I can do that.”) 

3 Is comfortable drawing on Identifies audience, is focused on Describes process and identifies
multiple skills.  Shows signs on creating work for/sharing work valuable aspects of it. May
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of being a flexible learner, with that audience, is able to  describe process as opportun-
seeing technical skills as a elaborate on the purpose of work. ity for growth, connect aspects of
toolkit that can be expanded process to personal development
to meet his/her needs (gaining skills, learning from
(may be developing this others).
ability, not fully mastered yet). 
May be recognized in the 
Clubhouse as an expert 
regarding particular skills and 
be invested in teaching others 
what he/she knows. 

How projects scored on this goal. Overall, projects tended to score higher on this goal than on
any other (average score was 2.3).  Nine projects scored a three on each component of this goal.
These scores reflect a general ability among youth to describe an approach to creating a piece of
work that they feel comfortable with, to show some recognition of the communicative aspect of a
project, and to have some sense of an audience for the work at hand.

Goal 4:  Ability to solve complex problems

Problem solving was broken into four subcomponents.  

• The first, identification, has to do with the young person’s ability to identify relevant chal-
lenges or questions embedded in the process of creating a project. 

• The response component relates to the member’s ability to describe a problem-solving process
and the benefits and/or drawbacks of the problem-solving process employed.  Was a problem
solved by an arbitrary or opaque intervention (e.g. “I hit this button and it worked” or “I asked
someone and they did it”)? Was there some degree of trial and error involved in the problem-
solving process?  Or was there a systematic investigation process of question asking- and -
answering?

• The tools component addresses the degree to which youth were able to make the best possible
match between the range of design tools at hand to the problem or goal in mind.  This compo-
nent captures the importance of being reflective and deliberate in considering the capacities of
various tools and choosing among them to meet a particular technical or expressive need.

• The outcome component captures the technical complexity of the work or problem solution.
While technical complexity on its own is not indicative of the quality of a member’s problem-
solving process, it is important to include this dimension of the project and to document it in
relation to the other qualities of their problem-solving process.
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GOAL 4: ABILITY TO SOLVE COMPLEX PROBLEMS

Identification Response Tools Outcome
What challenges does How does the young How does the How technically complex
the young person person describe the young person is the final product or 
identify in their work process of solving match the tools problem solution?
process? challenges encountered? available to the

problem at hand?

1 Does not identify any Describes problem solution No recognition of Single effect is used (e.g.,
challenges associated with as happening by chance, choice in tools (e.g., pasting clip art pictures),

the project, or references or gives procedural explan- only aware of one or multiple effects are
one problem area but does ation of problem-solving type of software). used but are not inte-
not reflect on it or describe technique (“I did ‘edit’ and grated.
solution. ‘paste’ and it worked.”)

2 Describes one or more Describes some process of Identifies one or Intergrated effects (e.g.,
challenges involved in problem-solving (trial and more qualities of image & sound), al-
the project and how error, planning an approach). the tools/resources though coordination
it/they were addressed used that were may not be completely

appropriate to the thought through (clip
tasl at hand, and/or art and drawn images
references other create a generally 
tools/resources chose coherent picture).
he/she not to use
and explains the
choice.

3 Describes one or more Describes problem-solving Describes tools and Integrated effects with
challenges involved in process and identifies ben- resources sought out reasoned, clear rela-
the project and how it/they efits and drawbacks of the and/or used, identi- tionships among them,
were solved.  Evaluates the method(s) used to solve fies benefits and and/or layering of 
solutions reached or attempted, problems. Acknowledges the drawbacks of choices effects (picture
articulating strengths and approach he/she took to made. makes use of multiple 
weaknesses of the outcome.    the problem as one drawing tools and 

among multiple possible animation to create
strategies. a coherent whole).

How projects scored on this goal. Overall, projects scored in the lower end of this scale (average
score 1.6), particularly in the “response” component of the goal.  In general, youth did not identi-
fy challenges that they were addressing in their design process.  When they did, the problem solv-
ing method was described in fairly straightforward ways that did not suggest that the members’
problem-solving skills were being stretched or extended.  Scores tended to be higher in the “out-
come” component, reflective of a general tendency toward projects that used multiple, integrated
effects, that indicated a substantial level of procedural technical knowledge.   

Goal 5:  Ability to develop, plan, and execute complex projects

We examined how youth developed, planned and executed complex projects by describing this goal
across three dimensions.  Goal-setting captures how and whether a member defines a goal for a
particular project.  Planning and persistence indicates how extensively the member pursued that
goal, and resourcefulness captures the scope and quality of the resources the member drew upon
to pursue that goal.
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GOAL 5: ABILITY TO DEVELP, PLAN, AND EXECATE COMPLEX PROJECTS

Goal-setting Planning & Persistence Resourcefulness
What goals does the How extensive are the How creative is the 
young person associate young person’s attempts young person in bring-
with his/her activity? to pursue/achieve ing together the

his/her goal(s)? resources needed to 
pursue/achieve his/her 
goal(s)?

1 Pursuing the activity at The project is a single References no resources or
hand is perceived as the attempt,there is no follow one resource (other people,
goal in itself.  There is no -up (and the project itself information, tools) that
larger conceptual context is not a follow-up to other, influenced project.

prior work). Or, project is
one in a series of pieces
of work with little or no
variation across them (e.g.,
scanned photographs
modified in PhotoShop).

2 Identifies some larger goal Project is part of a persistent Identifies more than one 
that is partially expressed attempt to work toward a goal. resource that influenced 
by the project.  Discusses Tactical or strategic planning project and what those
the project in terms of the for improvement is absent resources contributed
conceptual goal. or sporadic. to the work.

3 Discusses the conceptual Project is the result of Able to identify and connect
goal apart from specific project, (or is part of) a process of with a range of resources to 
and is able to explain other systematic planning, testing, meet different aspects of 
possible directions, outcomes and redesign.  Young person project goals. Resources
for further work.   has moved through a process may be other people, tools,

with a clear strategy and or information. Able to 
clear goals. discuss their choices, 

explain why they sought out 
those resources and whether 
they were useful.  

How projects scored on this goal. Scores for this program goal were low (average score 1.8), par-
ticularly because youth typically did not identify or describe their projects as being part of an on-
going or sustained area of investigation.  Half of work samples scored were described as “ends in
themselves,” not connected to any larger conceptual area of interest.  In seven instances the work
was clearly described as being part of a larger goal.  Projects also typically drew on a small and
predictable scope of resources, primarily coordinator knowledge and member’s own prior knowl-
edge.  Manuals, Internet resources, and other resources available within the host organization or
the community were rarely if ever cited as influences on the projects.
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SECTION IV.  WHAT OUR FINDINGS SHOW

The projects reviewed in this research clearly fell into three distinct categories reflecting low,
medium, and high cumulative scores on the rubric.  In this section we explain the distinctions
among the three groups and discuss examples of projects representative of each group.  The exam-
ples presented are not the actual artifacts we collected as part of our research, but were created by
the research team, based on actual projects, to represent the core qualities of each category. The
conclusion of this report presents an overview of how factors, including youth age, youth relation-
ship to the Clubhouse, and Clubhouse level of maturity relate, to these categories.

High

Nine of the twenty-two samples of work (created by eight different Clubhouse members) fell in
this category, with cumulative scores ranging from 11 to 14.  What is most distinctive about this
group of projects is the high level of personal investment they reflect.  Six of the nine samples in
this group were rated a “3” in this dimension of Goal 1, “Ability to Express Oneself with
Technology.” In particular, these projects tended to reflect members’ investment in a topic of per-
sonal interest that was being developed through sustained project work over time.  Youth in this
group tend to see themselves quite explicitly as designers, producers, or performers (e.g. as a
singer, a music producer, an animator). 

A clear sense of audience also informed the development of these projects.  Youth were able to dis-
cuss who they hoped to communicate with through the work and how they hoped to distribute or
display what they were making.  They often referenced specific choices they had made or features
of their projects that were designed with specific audiences in mind.  These projects tended to be
the result of sustained work, undertaken over several days or weeks.  These projects were also
often innovative relative to typical activities in each respective Clubhouse – rather than following
popular models within the Clubhouse, they reflected outside interests or new ideas for using the
available media. 

Work samples in this category also tended to reflect more technical complexity than projects in
the other categories, such as multiple, integrated effects used for specific communicative or
expressive purposes.  In some cases, technical complexity reflected the fact that a project was a
component part of a larger project-development process, and was being pursued by a member to
explore particular expressive styles or technical processes. 

Who are the youth in this group? The eight members whose projects fell into this category were
teenagers between the ages of 15 and 18.  Five of the youth were girls.  Clubhouses members in
this group share the following qualities:

• They come to the Clubhouse with a pre-existing area of interest and a goal for what they wish
to accomplish at the Clubhouse (i.e., an interest in video and a desire to make a movie).

• They come to the Clubhouse with one or more friends who share or are aware of the young per-
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son’s interest and/or their existing technical knowledge.

• They generally have access to relevant technologies outside of the Clubhouse and know how to
use them (i.e., youth making videos who have video cameras at home).

• They have identified specific resources or pieces of knowledge that they do not yet have and
want to develop at the Clubhouse (i.e., a youth who knows how to plan and shoot a video but
has not used digital editing software before).

• They use the Clubhouse as a site to support shared work with a pre-existing peer group.

In our observations, these youth tend to operate largely in parallel with other activities going on
in the Clubhouse.  Their knowledge is not usually spread to others beyond their pre-existing peer
group, and they rarely engage in any activities other than those they came to the Clubhouse
intending to pursue.  Coordinators often allow these youth to pursue their activities in this way
precisely because these youth are both self-motivated and largely building on their own pre-exist-
ing knowledge. Coordinators typically maintain periodic contact with these youth and devote more
energy to supporting young people with less knowledge in hand and fewer ideas about what activ-
ities they might want to pursue.  But in instances where Coordinators encourage knowledge shar-
ing among these youth and other Clubhouse members, these members become important leaders in
their Clubhouses.

Project example. One such member interviewed was a 15-year-old girl who demonstrated enormous
personal interest and motivation to learn animation, a career goal she sees herself working toward.
This member had a tendency to work on a number of projects each of which she described as
meeting a technical goal (e.g., how to move an figure’s mouth to represent talking) and a concep-
tual goal (e.g., a language tutorial).  This project had one of the overall highest scores of any
included in this study, and was particularly strong in both the personal investment of the member
in the project and the degree to which it was connected to a larger project goal. It was also an
original activity motivated by external suggestion, and consisted of mostly original project ele-
ments over an underlying template.  While this work was created primarily by one individual and
was not a collaborative project, it nevertheless provided input into the Clubhouse community as a
model for others and as an opportunity for the member to share her expertise. This member was
highly motivated to learn from this project and continue pursuing her longer-term goal.  She
exhibited a high degree of confidence in her ability to use and expand her technical skills, and a
willingness to take on challenges to pursue her goals. 
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Middle

Nine projects by six members fell into this category, with cumulative scores ranging from 7 to 10.
Projects in this category tended to be the result of completed, discrete activities pursued in
response to either a specific personal goal (such as making an advertisement for an upcoming con-
cert) or an external prompt (such as a Clubhouse contest, imitating a friends’ recent work, or a
Sparks activity).  The content of the work usually reflected a topic of personal interest.  A number
of the projects in this group were done with family members in mind, and had very specific com-
municative purposes, and a clear target audience. However, unlike projects in the “high” category,
though a particular audience was often in mind for youth in this category, their projects were not
shaped by any reflection on or consideration of how best to connect or communicate with that
audience. 

The projects in this category tended to reflect a substantial amount of parallel play and little or
no collaboration (except for one project, which involved building a Lego robot through a highly
collaborative process).  In these instances of parallel play, more than one member might have
made elements of the final product, but the development and production process was individual,
not collaborative.  Youth in this category were able to describe challenges they encountered while
completing their projects and exhibited persistence towards a goal by pursuing their projects
through these challenges.  These youth did not, though, generally move through a coherent inde-
pendent (or collaborative) problem-solving process when facing these challenges.  Typically, they
sought out adults or peers to resolve the problem, or moved through a period of trial-and-error,
attempting various solutions without reasoning through what they were discovering.
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Who are the youth in this group? The six members whose work is represented in this category
range in age from 9 to 17 (three of the six were ten years old), and one of them is a girl. These
members tend to come to the Clubhouse without a pre-existing area of interest or goal to accom-
plish at the Clubhouse and they generally do not have access to relevant technologies outside of
the Clubhouse.  These youth do exhibit strong ties to their Clubhouse community, coming on a
regular basis for extended periods of time.  They see the Clubhouse as a place they want to be a
part of.  In particular, they speak about the Clubhouse as an important place in which they have
positive peer relationships they may not experience in other settings.  They also express the
importance of their Clubhouse relationships as a key factor for their daily participation. This is,
again, a contrast to the members in the “high” category, who may be less interested in contribut-
ing to a community and are more focused on pursuing a particular project goal.

Project examples. This image is an example of a robot created from a Lego “Mindstorms” kit and is
representative of one created by a group of youth at one of the Clubhouses in this study. The proj-
ect was unusual because of the high level of collaboration it involved. In the example, a 12-year-
old girl described a careful collaboration process for creating the object, accounting for each mem-
ber’s role in building it.  She was also able to describe in detail the challenges she and other mem-
bers encountered as they built their robot and how they dealt with these challenges.  However,
despite the high degree of collaboration that went into the creation of the Lego object, the mem-
ber did not describe any personal significance of the object or any motivation to engage in other
similar work, or an interest in connecting it to other goals or interests.
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The image below is very similar to a Spark activity in which a young person is invited to take a
digital photo of him- or herself and then modify the picture. In the example, a member built on
previous experience with scanning and using Photoshop by integrating a self portrait with light-
ning effects.

The member was given a sheet with instructions on how to import and layer images and set out to
compose the project herself, although some elements of the project were created with direction
from a mentor who introduced the idea to the member, and a family member who observed some
of the process. Like many of the members we interviewed, this young person described her motiva-
tion for the project as interest in learning a technical skill, rather than a desire to express an idea
or a perspective. Typically for projects in this category, the member was not able to identify any
challenges she encountered in creating this image. Finally, while multiple effects were integrated
in the final product (modifying colors in the original picture, altering the image in Photoshop to
remove the background, placing the image over an alternate background) the interview revealed
that the member had made only arbitrary choices about how to coordinate these effects, rather
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than using them together to achieve some desired outcome.

Low

A smaller number of projects (four) scored in this category, with three of the projects receiving
total scores of 5, and one a total score of 6.  Youth whose work scored in this category had little
personal interest in what they were doing and had generally created an image or product that was
essentially a byproduct of exploring a program or kit in an undirected way.  These projects were
not technically complex.  These youth primarily worked alone and did not connect their projects
with any larger goal or idea.  While some of these projects were created for an audience and some
were not, there was little to no discussion about particular choices made to connect with that
audience. 

Who are the youth in this group? The four youth in this group range in age from 9 – 13, and three
of the four are girls.  As with the members in the Middle group, these members come to the
Clubhouse without a particular interest or goal to accomplish.

Project examples. This card represents a fairly
common Clubhouse activity.  Members often
create cards for relatives and friends for spe-
cial occasions.  Many Clubhouses use card-
making practices as Sparks to get members
engaged in activities.  Sometimes members
create cards as a way of “doodling” in an
unstructured or unsupported way.  This partic-
ular type of card demonstrates high personal
investment, but there was little decision-mak-
ing involved in the process (e.g. “I just did it
because I had to do something”) and it was
very similar to many other cards this member
had produced over a period of weeks.  This
card was shared incidentally in the Clubhouse
(the member showing it to friends standing
near her monitor), and other cards were
shared more broadly during periods when
most other members were also making them
(such as during holidays).  This card was not
connected to any larger ideas or goals this

member had, or related to either personal expression or developing further technical skills. This
member did not identify any challenges or problems encountered in the process of creating this
card. 
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The image below represents an example of a still from an animated sequence. The work had only
incidental personal relevance to the member who created it, and is similar to other kinds of work
members at this Clubhouse tended to create.  This member created this image during a period of
parallel play (other, nearby members were working on very similar tasks, and ideas and actions
were being shared informally as they unfolded), but not in collaboration with other members. 

In making this image, the member was most
concerned with the technical aspects of the
work.  Almost all of the elements were person-
ally created with the help of a mentor who
suggested and guided the creation of the
image. This project was not connected to any
preexisting or ongoing area of investigation,
and was created in a single period of activity.
When finished it was casually shared in the
Clubhouse. The creator was not able to identify
any particular challenges encountered while
creating the image.  The project does display
multiple technical effects (the member drew
and shaded the objects, and then animated
them).

Common themes
The member projects included in this study represent one portion of the entire range of activity
that we observed taking place in the Computer Clubhouses.  Despite the varying levels of engage-
ment with the project goals that they display, these projects are all more focused on design-based
learning than much of the activity we observed in each Clubhouse as a whole. 

Although the four sites included in this study vary widely in their structure, tone, population and
community context, in each case the majority of youth, the majority of the time, are engaged in
passing activities that do not require sustained attention or effort on the part of members.  In
some cases this work is of value relative to the program goals, as when a young person is review-
ing what they have learned so far about how to use a piece of software.  In other cases it is rela-
tively value-neutral with respect to the program goals, as when a young person is working on his
or her homework.  And at other times the activity runs contrary to the program goals, as when
young people play computer games, chat over the Internet, or engage in conflictual social behav-
ior among themselves.  We observed all of these activities in each of the Clubhouses, in widely
varying combinations both across sites and within sites from day to day.

These findings suggest the many pathways that a Computer Clubhouse member can follow from an
initial area of interest or period of open-ended exploration.  From any starting point, the possibility
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exists that a young person may begin to uncover a topic of interest, tackle a design challenge that
stimulates his or her thinking, or tell compelling stories through music or images.  However, the
possibility also exists that this same young person, for any of a number of reasons, may not move
on from that initial activity in any productive way.  A member may lose interest in the topic, be
intimidated by challenges encountered, or be unwilling to take the social risks inherent in seeking
out collaborators to learn from and share ideas with. 

The success of the Intel Computer Clubhouse Network depends on the ability of Clubhouse coordi-
nators, mentors, and members to maximize the likelihood that every Computer Clubhouse member
will find a pathway from their personal starting point toward sustained design-based project work
and engagement with the program goals. Our research suggests that the most important factor
determining whether those youth can find those pathways is the clarity and consistency of the
Coordinator’s understanding of the program goals, and the Coordinator’s ability to create a culture
of practice within their Clubhouse that is focused on those goals.  The conclusion of this report
suggests some more specific practices that our research suggests are particularly important parts
of this process.
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SECTION V.  CONCLUSIONS

[Kids at the Clubhouse] are just fun to be around and hang with ... because everybody knows
different things here and so you can always go to one different person and learn something
new that you didn’t already know on the computer. 

–Female Clubhouse member, age 17

Our findings show that young people with a range of technical abilities and interests are able to
develop projects that are compatible with the program goals of the Intel Computer Clubhouse
Network. Youth that come to Clubhouses with some personal knowledge and interest in technology
are better able to engage in sustained design-based activity across a range of Clubhouses at vary-
ing stages of program development than those youth that come to Clubhouses without particular
interests or knowledge in hand. In addition to prior knowledge and interest, members also bring
their developmental maturity into the Clubhouse with them, and this is also reflected in our find-
ings. In an environment where they are encouraged to do so, older youth are generally better pre-
pared to engage in more higher order program goals, such as problem solving, than are younger
members. 

The odds that younger and older members alike, who come into Clubhouses without pre-existing
knowledge and interests, will engage with the program goals and develop their abilities in these
areas over time, are substantially increased when the culture of Clubhouses are informed by the
following:

Coordinator expertise with design-based learning.

The role of the Clubhouse Coordinator remains crucial for setting the tone for how young people
engage in design-based activities in Clubhouses.  Our work with Coordinators across the Intel
Computer Clubhouse Network has continued to confirm a shared commitment to the challenging
work this program requires of them.  Coordinators bring a range of expertise, experience, and com-
mitment to their work that supports young people’s day-to-day participation in Clubhouses.
However, when a Coordinator’s expertise is informed by an understanding of how youth are able to
gain new knowledge through an open-ended engagement with a range of design technologies, the
young people they encounter are more likely to be involved in the kinds of activities that reflect
the program goals.

Pathways for youth development towards program goals. 

Youth from wide backgrounds and with different interests, ages and abilities come to Computer
Clubhouses to engage with a range of technologies.  Although all youth are able to engage in the
kinds of activities that reflect the program goals, there are many different ways for them to do so.
Providing clear pathways that illustrate how youth with many abilities can achieve the program
goals is important both for the development of young people who come to Clubhouses, but also for
the professional growth of the Coordinators and mentors who work to support their engagement.
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The importance of audience in relation to youth engagement. 

While the Clubhouse model places strong emphasis on the importance of young people’s personal
expression, there is an expectation that youth should, over time, gain greater ability to engage
with a larger community.  While exploring their personal interests, Clubhouse members need also
to develop the communicative capacity to share their ideas and engage in the world around them.
Our work showed that those members who were aware of communicating with an audience created
work that reflected more complex and sustained project work. Having an audience to communicate
with tended to reflect greater motivation and sustained commitment to an idea over time.

Youth leadership in Clubhouses and local communities.

Youth who are encouraged to develop leadership potential exhibit strong connections to the
Clubhouses, including an interest in learning from and sharing ideas with others.  These youth can
be encouraged to understand how their engagement in Clubhouse practices connects with their
larger communities. When young people are inspired through their Clubhouse experience to think
broadly about using their interests and skills to address larger goals, and are given the opportuni-
ty to respond concretely to what they see and experience in the world around them, they are
truly acting as designers and as active members of their communities.
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SECTION VI.  RECOMMENDATIONS

This report has consistently stressed two points: the inter-relationship between Coordinators’ abili-
ty to provide effective leadership and support for their members and increasing the level of clarity
and focus on program goals throughout the Network, and the need to provide members with mul-
tiple pathways into the process of developing initial areas of interest and moving into sustained
investigations of the technical, expressive, and communicative challenges of design, across a wide
range of media.  

Our Year Two evaluation efforts have produced a rubric that provides concrete criteria and frame-
work for organizing conversations within and across Clubhouses about what kinds of work and
work processes constitute meaningful evidence of youth engagement with the program goals. We
also demonstrated the relative strengths and weaknesses, relative to the program goals, of a sam-
ple of youth projects, and discussed how those projects were influenced by the age, prior experi-
ence, and interests of the youth who made them, as well as by specific qualities of the Clubhouses
themselves.

During Year 3 of this evaluation our efforts will be devoted to developing diagnostic tools based on
this rubric, which Coordinators can use to understand how youth are developing their abilities in
relation to the program goals and, perhaps more importantly, in relation to the existing activities
and typical practices within a particular Clubhouse.  We expect these instruments will also help
Coordinators reflect on how they might best focus their support in order to help members develop
relative to the program goals.

The following recommendations are made with an eye to a new phase of capacity building across
the Intel Computer Clubhouse Network that is already underway. 

Build content and resources to help Computer Coordinators
move beyond the “Sparks” stage with their members.   
• Create program curricula and guiding frameworks that directly address two key challenges of

implementing this learning model.  Creating a fully mature Computer Clubhouse requires bal-
ancing open-ended exploration with guidance toward certain kinds of activities and supporting
sustained development and growth, over time, for both the individual member and the
Clubhouse itself.  Our research shows that Coordinators are seeking guidance in addressing both
of these challenges.  Creating these materials is crucial to ensuring consistent and substantive
program quality across the Network, although they must also allow for local adaptation. 

• Promote media literacy.  Youth working in the Clubhouses are largely engaged with a range of
visual media.  A focus on consuming images (as opposed to producing original work) can be a
significant impediment to engaging in design-based activity.  While exploring these media is a
valid part of the Clubhouse experience, it is important that youth have the opportunity to
develop their capacities to evaluate and critique this information. 
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• Recognize the need for developmentally appropriate materials.  Age, prior experience, and
interest all impact the degree to which youth can engage with the program goals.  Younger
members are able to create design-based projects, but they will do so at a different pace and
level than older youth.

Build and sustain networks, both geographical and topical
• Coordinators need ongoing opportunities to share their ideas, learn new strategies, and renew

their knowledge.  They need opportunities to learn, through direct experience, what it means
to engage young people with the program goals.

• Identify Coordinators who exhibit, through leadership and engagement, approaches to support-
ing youth in design-based activity that reflect the program goals.  Develop their leadership
potential across the Intel Computer Clubhouse Network.

Prepare for sustainability.
• Build conceptual clarity across the Intel Computer Clubhouse Network, including among Intel

site coordinators, so that there is a shared understanding of what the program goals mean. This
will require sustained conversations rooted in concrete evidence (samples of member work,
shared informal observations in Clubhouses, peer coaching among Coordinators) and exploration
of other program models and how they have supported youth in similar areas.

• Establish systemic mechanisms for ongoing program documentation and provide supports to
help sites conduct local evaluations.  The key priority is to establish reliable mechanisms for
documenting youth participation (both the number of youth and frequency and duration of
attendance).

• Forge strategic partnerships with universities that can provide local and regional support to
Clubhouses.
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SECTION VII.  APPENDICES
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APPENDIX A:

Member Interview Protocol

This is a detailed protocol for one-on-one interviews with members, plus staff in some instances, if
appropriate.  Consideration should also be given to conducting protocol with small groups of mem-
bers as well.

Preconditions
CCT staff, young person, and coordinator/mentor if appropriate, are sitting together, focused on
this task, not moving in and out of the conversation to do other things.

Young person has picked out, prior to this conversation, at least one piece of work to share with
CCT staff, and the work is at hand.

Introduction
Explain (even if you did to the group previously) who we are, why we’re visiting, and that we’re
interested in learning more about the kinds of things young people make when they’re at
Computer Clubhouses.

Note name of coordinator or mentor if present: __________________________

Background
How old are you?

What grade are you in? (if in school – if not, do you work, etc.)

Do you have a computer at home that you use?  What do you use it for?

How long have you been coming to the Computer Clubhouse?  Do you remember the first time you
came?  Why did you decide to come that time?

After the first time you came, why did you decide to come back?

How often do you come to the Clubhouse these days?  How do you decide when to come/how
often to come?

Are there certain people you usually come with? (Has this changed over time?)

How would you describe who comes to the Clubhouse?  What do they mostly come here to do?
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Discussion of work and Clubhouse experience
We understand that you’ve picked out something that you’ve made to share with us.  Why don’t
you tell us something about this piece?

If the young person is able to start talking about the work, in whatever way (explaining what it
is, explaining how they made it, etc.), go with that and then fill in with the questions below.  If
they don’t have much to say, start using these questions. 

Creative process
First, why don’t you describe what it is.  

Can you tell us a little bit about how you made this?  

Okay, now let’s start at the beginning.  Tell us about how you started making this.  

How did you get the idea?  (* Here, get at both technical issues – How did you figure out how to
make it? – and conceptual issues – How did you decide what you wanted to represent?  Whichever
one they focus on first, pursue that, then ask about the other.)  

How did you decide what to do next?  Did you already know how to do that, or did you have to
figure that out?  How did you learn how to make that work?  

What was something that you had to learn to do in order to make this?

What was hard about doing this?

What else would you like to do with this project?  Are there things you would like to do to make
it different?  Are there other directions you’d like to go with the same ideas?

What do you think is interesting about what you’ve made?  Why might someone else be interested
in looking at what you’ve done here?

(Say this question as an aside, since it doesn’t flow very well – or, ask it elsewhere if you see a
better place.) What other things (software, etc.) have you used in the Clubhouse (besides the tools
they used to make the piece being discussed)?  Are there things that people do here that you are
interested in learning how to do? (Get a sense of how aware they are of the range of materials
available to them.)

THINGS TO LISTEN FOR, PROBE FOR:

Resourcefulness – how do they decide what tool to use? Where do they go to identify tools, locate
them, find how to use them to meet a need? Do they adjust the task to meet the tool or vice versa,
or both?  Probe for examples of this.
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Expressiveness
Would you say that this piece of work expresses something that’s important to you? 

If yes: what does it express?  Does it surprise you that you’ve made something that expresses
that idea/feeling?  

If no: Does that matter to you?  (Get at: Were they trying to express something and feel it didn’t
work, or were they not engaged with the idea of personal expression? Need to probe here as they
may be  tentative about this.)  

If no: How else might you use the tools and ideas you’ve used here to express something that is
important to you?  (Brainstorm this with them if you can.)

If no: What are some other things that you do that are important to you (sports, writing,
singing)?  Can you think of ways that you might draw on that interest in the things that you
make here?

Collaboration, community, working in teams
When you’re making things here, do you usually do that by yourself?  (If with other people, who?
Does it vary?)

Who do you ask for help when you need help?  Who helps you to come up with new ideas or ways
to do things?  Can you think of an example? 

Can you think of a time when someone at the Clubhouse asked you for help?  Tell us about that.
What did you do?

Who in the Clubhouse knows a lot about how to do things here?  What do they know?  How do
you think they learned that?  Would you ask (this person) for help?  Why/why not?

What makes it hard to ask for help or to ask someone to help you come up with new ideas?

Seeing self as a designer of technology
What was the most surprising thing you ever saw someone make here at the Clubhouse?  Have you
ever seen someone make something, or make something happen, that you had never seen before?

We want you to imagine something with us.  Can you imagine making a piece of technology, or
changing how things like computers work so that you could do something you can’t do now?  (If
necessary draw on something they’ve said to illustrate this).  What do you wish you could do with
a computer or some other kind of technology here at the Clubhouse?  Do you think you could fig-
ure out how to make a new kind of technology that did that thing? (If you get anything here, fol-
low up on it: brainstorm with them how they might design such a thing, who might help them?)
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Perception of self/Clubhouse
Think about a typical day when you’ve been in the Clubhouse and been working on a project –
maybe this piece of work we’ve been talking about.  Can you describe how you feel when you’re
working here?  Is it exciting?  Boring?  How is it similar to or different from other things that you
do (being at school, working at a job, playing on the computer at home)?  What do you think
makes this place different from those other places?

What would you like to see change about this Clubhouse?  What would you like to see stay the
same – what’s most important to you about it?

Is there anything else you’d like to tell us about or show us?

Thank you so much for talking with us.
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APPENDIX B:

Scoring rubric for member work
GOAL 1:  ABILITY TO EXPRESS ONESELF WITH TECHNOLOGY

Content Form Structure Identification
How personally invested What drove choice How open-ended were Does member identify
is the member in the of project type were the tools used? self as a creator?
style of the piece? (form, genre)?

1 No, or minor, personal Copied activity. Project consists entirely, Youth describes self as a 
relevance/connection to Project is identical or almost entirely, passive learner or passive
the content or style or almost identical of prefab elements executor of tasks. Or, 
being explored. to others in the Clubhouse (such as clip art), or youth expresses interest

in form.  Youth may add a filled-in template. in learning a skill but
one formal element that is Pre-made materials may not in creating an origin- 
personally distinguishing. be modified or reposi- al expression. Project

tioned. Little or no is focused on mastering
personal choice is technical skill, no 
reflected in choice connection to an 
or use of  project expressive goal.
elements.

2 There is an explicit Project follows established Project uses combin- Youth focuses on self 
personal connection pathways (i.e., Sparks) ation of original and as technical learner,
to the content or style but form reflects individ- prefab elements. Prefab but ties what she/he
being explored, but ual ideas about audience parts are placed, is learning to ideas 
it was chosen for or purpose that enlarge contextualized, elabor- about inventing
convenience. on the original notion. ated on with clear or creating something

personal choices. personally meaningful.
No clear focus on com
municating  with others
through the product.

3 There is an explicit Original activity. Genre Project elements Youth focuses on self as 
personal investment in or form is innovative, are all or almost all creator, inventor, investi-
topic or style.  Evidence  particularly in relation made or selected by gator. Youth may have a

of sustained exploration to other current local youth. All elements larger  agenda that is 
of content, or refinement Clubhouse activity. contribute to a personal  met or exceeded
of style, across multiple Project form reflects expression (this can through the execution
projects. personal interests and include projects with of this particular 

ideas.     an underlying template project.
or some prefab elements). 
Project may synthesize 
elements from multiple 
platforms, or use tools 
in innovative ways.
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GOAL 2:  ABILITY TO COLLABORATE, WORK IN TEAMS AND CONTRIBUTE TO THE COMMUNITY

Composition of Degree of collaboration Connection to larger Roles
project How was the whole community How much teaching or

Who made the parts put together? How is the project or being taught is 
of the whole? shared, how does it represented in the 

contribute to others project?
in or out of the 
Clubhouse?

1 One youth. Another No collaboration, but some Others are not aware Youth may have 
young person or adult parallel play may occur, of the project or are received some secific
may have had minimal such as youth doing aware of it only in piece of instruction 
input. a similar activity, working passing. It is not viewed from others (mem-

side-by-side, and sharing publicly, or shared or bers or mentors)
ideas.(Sharing may be used in other ways. in relation to some
explicitly promoted by piece of the project.
coordinator or be a
consequence of members
working on similar types 
of projects.)         

2 Multiple youth or Ideas and suggestions Project is displayed; More than one 
adults contributed that substantially influence collected for future project element
parts that they created the project are shared through reference, and/or exists due to 
independently.    parallel play, but projects shared with others. interaction with or 

remain individual. Sharing instruction from
of ideas and suggestions others.
is spontaneous and sporadic.  

3 Most or all components Most or all elements Project provides, or Multiple projects
are conceived of of the project are created intends to provide elements were created
and created jointly.  through negotiation, shared input into the through interaction

construction.  The process of community. Project that taught one or
creating the project involves may be part of a more contributor
sustained communication and larger whole, or something new. 
the integration of multiple undertaken by a larger Project may produce
viewpoints. community.    significant new know-

ledge for one or 
more contributors.
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GOAL 3:  BUILDING SELF-ESTEEM AND SELF-EFFICACY

Confidence in skills Pride in Product Investment in process
How does the young How does the young person view How does the young person 
person view their ability what they made and its purpose? understand and value the process
to learn and use technical (Emphasis is on communication with of creating the product?
skills? audience and continued revision, 

not on “success” or completion.)

1 Primarily views his/herself as Neutral about the project, or Neutral about the process, or 
passive learner who needs to may identify positive qualities little or no reference to process. 
be guided in use of the tech- but does not express further Does not identify any personally 
nology.  May acknowledge interest in how it is received valuable aspects of process.
avoiding tasks that would or responded to. 
require learning new skills.
May make some attempts
to learn independently
or to seek out assistance,
but prefers to have others
take over unfamiliar tasks.

2 Feels mastery over a procedure, Is interested in, receptive to Can explain process with some
a set of rules, is confident response to the project by others. detail, may reference valuable
within those boundaries  Is discovering the communica- aspects of it. Product is primary.
(“There’s  one way to do it, tive dimension of the project.
and  I can do that.”) 

3 Is comfortable drawing on Identifies audience, is focused on Describes process and identifies
multiple skills.  Shows signs on creating work for/sharing work valuable aspects of it. May
of being a flexible learner, with that audience, is able to  describe process as opportun-
seeing technical skills as a elaborate on the purpose of work. ity for growth, connect aspects of
toolkit that can be expanded process to personal development
to meet his/her needs (gaining skills, learning from
(may be developing this others).
ability, not fully mastered yet). 
May be recognized in the 
Clubhouse as an expert 
regarding particular skills and 
be invested in teaching others 
what he/she knows. 
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GOAL 4:  ABILITY TO SOLVE COMPLEX PROBLEMS

Identification Response Tools Outcome
What challenges does How does the young How does the How technically complex
the young person person describe the young person is the final product or 
identify in the work process of solving match the tools problem solution?
process? challenges encountered? available to the

problem at hand?

1 Does not identify any Describes problem solution No recognition of Single effect is used (e.g.,
challenges associated with as happening by chance, choice in tools (e.g., pasting clip art pictures),
the project, or references or gives procedural explan- only aware of one or multiple effects are
one problem area but does ation of problem-solving type of software). used but are not inte-
not reflect on it or describe technique (“I did ‘edit’ and grated.
solution. ‘paste’ and it worked.”)

2 Describes one or more Describes some process of Identifies one or Intergrated effects (e.g.,
challenges involved in problem-solving (trial and more qualities of image & sound), al-
the project and how error, planning an approach). the tools/resources though coordination
it/they were addressed used that were may not be completely

appropriate to the thought through (clip
tasl at hand, and/or art and drawn images
references other create a generally 
tools/resources chose coherent picture).
he/she not to use
and explains the
choice.

3 Describes one or more Describes problem-solving Describes tools and Integrated effects with
challenges involved in process and identifies ben- resources sought out reasoned, clear rela-
the project and how it/they efits and drawbacks of the and/or used, identi- tionships among them,
were solved.  Evaluates the method(s) used to solve fies benefits and and/or layering of 
solutions reached or attempted, problems. Acknowledges the drawbacks of choices effects (picture
articulating strengths and approach he/she took to made. makes use of multiple 
weaknesses of the outcome.    the problem as one drawing tools and 

among multiple possible animation to create
strategies. a coherent whole).
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GOAL 5:  ABILITY TO DEVELOP, PLAN, AND EXECUTE COMPLEX PROJECTS

Goal-setting Planning &Persistence Resourcefulness
What goals does the How extensive are the How creative is the 
young person associate young person’s attempts young person in bring-
with their activity? to pursue/achieve ing together the

his/her goal(s)? resources needed to 
pursue/achieve his/her 
goal(s)?

1 Pursuing the activity at The project is a single References no resources or
hand is perceived as the attempt,there is no follow one resource (other people,
goal in itself.  There is no -up (and the project itself information, tools) that
larger conceptual context is not a follow-up to other, influenced project.

prior work). Or, project is
one in a series of pieces
of work with little or no
variation across them (e.g.,
scanned photographs
modified in PhotoShop).

2 Identifies some larger goal Project is part of a persistent Identifies more than one 
that is partially expressed attempt to work toward a goal. resource that influenced 
by the project.  Discusses Tactical or strategic planning project and what those
the project in terms of the for improvement is absent resources contributed
conceptual goal. or sporadic. to the work.

3 Discusses the conceptual Project is the result of Able to identify and connect
goal apart from specific project, (or is part of) a process of with a range of resources to 
and is able to explain other systematic planning, testing meet different aspects of 
possible directions, outcomes and redesign.  Young person project goals. Resources
for further work.   has moved through  a process may be other people, tools,

with a clear strategy and or information. Able to 
clear goals. discuss their choices, 

explain why they sought out 
those resources and whether 
they were useful.  
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