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The  
“digital divide” 

is changing. 

Collaboration 
is critical. 

Innovation 
starts here. 

Technology 
is the 

enabler. 



Increasingly, informal learning environments are 
serving as a testing ground for new ways of teaching 
and learning. The use of digital media and 
technology in afterschool programs can represent an 
opportunity to forge new partnerships and attract 
the interest of a wide variety of stakeholders. 
 
For a deeper understanding of the variety of ways 
that digital media and technology has been 
embraced by afterschool programs, libraries and 
museums, check out the below research report by 
the MacArthur Foundation. Since 2006, the 
Foundation has awarded grants totaling more 
than $100 million for research, development of 
innovative new technologies and new learning 
environments for youth. 
 
• Digital Media and Technology in Afterschool 

Programs, Libraries and Museums 
This report synthesizes research and examples 
of the diverse ways in which organizations 
approach and integrate digital media and 
technology into their youth programs, practices, 
and philosophies. 

Innovation starts here. 

Digital strategies are most 
effective when educators 
are passionate, supportive 
and willing to experiment 
with new ways of learning. 

http://dmlcentral.net/sites/dmlcentral/files/resource_files/Digital_Media_and_Technology_in_Afterschool_Programs.pdf
http://dmlcentral.net/sites/dmlcentral/files/resource_files/Digital_Media_and_Technology_in_Afterschool_Programs.pdf


ARTLAB+ is a radically inclusive digital media studio for 
local teens. Located inside the Hirshhorn  museum in 
Washington, D.C., ARTLAB+ is a member of the 
YOUmedia Network. Their programs give youth access 
to professional technology and art, connecting them to 
artist mentors who build a community of young 
creators. They develop critical thinkers and engaged 
citizens who have the marketable technological skills 
needed to lead the next generation of innovators. 

Innovation starts here. 

ARTLAB+ 

Click here to 
see ARTLAB+ 

in action! 

Program Spotlight 

http://artlabplus.si.edu/artlabplus/
http://www.youmedia.org/
http://youtu.be/eOSdIyblVUg


Hive NYC Learning Network fuels collaborations between 
cultural organizations to create new learning pathways 
and innovative education practices. Hive NYC is 
comprised of thirty-nine non-profit organizations—
museums, libraries, media and other youth-facing 
organizations—that create connected learning 
opportunities for youth. Network members have access 
to funding to support this work through Hive Digital 
Media. 

Innovation starts here. 

Click here to see 
a project 

created by Hive 
members! 

Program Spotlight 

http://explorecreateshare.org/
http://connectedlearning.tv/
http://www.nycommunitytrust.org/AboutTheTrust/CollaborativeFunds/HiveDigitalMediaLearningFund/tabid/620/Default.aspx
http://www.nycommunitytrust.org/AboutTheTrust/CollaborativeFunds/HiveDigitalMediaLearningFund/tabid/620/Default.aspx
http://www.nycommunitytrust.org/AboutTheTrust/CollaborativeFunds/HiveDigitalMediaLearningFund/tabid/620/Default.aspx
http://www.youtube.com/watch?v=sRqZxSW32vA&feature=youtu.be


The  
“digital divide” 

is changing. 

Collaboration 
is critical. 

Innovation 
starts here. 

Technology 
is the 

enabler. 



Technology cannot stand alone; it should be secondary to the 
goals of the program and incorporated to the extent that it helps 
to meet academic, social or emotional needs. Of primary 
concern is not what devices or software kids are using, but 
rather how they’re using them and what they’re getting out of it. 
 
Below are a couple of examples of how digital media can provide 
a new spin on traditional ideas. 
 

• Digital Storytelling 
 A popular method of engaging youth in creative writing 

through integrating words, images, music and other 
media. Click the link above to explore how the National 
Writing Project uses digital media to  strengthen 
literacy skills. 

 
• Cyberactivism 
 Includes projects that leverage digital media and 

technology to enable youth to explore 
social/environmental issues that matter to them in 
their local and global communities. Click the link above 
to  explore how digital media can support political and 
civic engagement. 

 

Technology is the enabler. 

There is no one formula 
for success, but rather a 

multitude of ways to 
integrate digital media. 

http://www.nwp.org/cs/public/print/resource/2410
http://dmlcentral.net/blog/howard-rheingold/how-does-digital-media-impact-youth-political-and-civic-engagement


Digital learning 
does not 

require huge 
investments in 

technology. 
 

Go digital on  
a budget. 



Digital on a budget. 

How are other 
afterschool 

programs taking 
on the challenge 

of going digital on 
a budget? In the 

pages that follow, 
you’ll find a few 

examples of how 
it can be done.  

 

Wide Angle Youth Media  
Baltimore, MD  
This program partners with the Enoch Pratt Free Library and local 
schools to engage 10-15 year-old youth in an innovative program 
that challenges them to use digital tools as a means to explore 
issues impacting their communities. The most recent project 
involved the use of “photo walks” in the neighborhood where the 
program meets.  The students combined the photography with 
sound and narration to tell a compelling story about the 
inequalities within a neighborhood undergoing gentrification.   
 
Digital media projects can be very sophisticated or incredibly 
simple—depending on the resources you have at hand.  Photo 
walks, for example, can be accomplished using the students’ own 
mobile devices and basic software (like Prezi).  
 
For more information about Wide Angle Youth Media, check out 
the Afterschool Alliance’s digital learning Issue Brief, visit the 
program website and watch/share their student-produced films! 

http://prezi.com/
http://www.afterschoolalliance.org/issue_58_Digital_Learning.cfm
http://wideanglemedia.org/
http://wideanglemedia.org/watch/
http://wideanglemedia.org/watch/
http://wideanglemedia.org/watch/


Green Energy Technology in the City (GET City) 
Lansing, MI 
GET City seeks to develop middle school youth into science, 
technology, engineering and math (STEM) experts who use cyber-
tools to take on scientific problems of local and global relevance.  
Cyber-toolkits include digital public service announcements, 
podcasts and other multi-media artifacts that contain youth-
authored messages intended to educate their peers and 
communities about energy issues.   
 
In recent years, their multimedia artifacts have won statewide 
recognition and been featured on Detroit Public Television and 
Lansing’s WLNS television and in Ann Arbor’s Michigan Historic 
Theater.  They use their materials to provide workshops for 
student groups, churches and community centers, and to 
document the community impact of energy policy for local 
government. 
 
For more information about Green Energy Technology in the City, 
check out the Afterschool Alliance’s digital learning Issue Brief, 
visit the program website and watch/share their student-
produced public service announcements! 

Digital on a budget. 

Youth feel more 
empowered by 

their subject 
expertise and 

the knowledge 
that they have 

a voice that 
matters. 

http://www.afterschoolalliance.org/issue_58_Digital_Learning.cfm
http://getcity.org/
http://getcity.org/resources-2/psas-3/
http://getcity.org/resources-2/psas-3/
http://getcity.org/resources-2/psas-3/


YTECH Civic Voice Curriculum Programs 
Seattle, WA 
YTECH is based on a digital media and civics education model that 
enhances students’ digital literacy, communication and leadership 
skills while also developing their sense of belonging and investment 
in their communities.  The middle school program, Becoming 
Citizens, provides youth in low-income, urban communities with 
the opportunity to experiment and create digital projects with tools 
that are often banned in schools—such as YouTube and Facebook—
but are key to the students’ personal lives.   
 
YTECH youth review news articles, blogs and online videos created 
by both adults and peers, and they are led through the information-
seeking and evaluation process to develop the skills needed to 
effectively navigate our information-saturated world.  Youth are 
also challenged to interact in participatory online environments by 
synthesizing the information collected from the evaluation process 
with their own personal stories. 
 
For more information about YTECH, check out the Afterschool 
Alliance’s digital learning Issue Brief, visit the program website to 
browse digital resources and curriculum! 

Digital on a budget. 

Digital learning 
does not require 
educators to be 

experts, but rather 
enables them to 

be facilitators in an 
environment 

where youth are 
encouraged to 

explore and find 
the answers on  

their own.   

http://www.afterschoolalliance.org/issue_58_Digital_Learning.cfm
http://youthdigitalmedia.com/curriculum/


Innovation 
starts here. 

Technology 
is the 

enabler. 

Collaboration 
is critical. 

The  
“digital divide” 

is changing. 



Although we must still be concerned with issues surrounding access to technology for 
disadvantaged youth, we must also be aware of a new digital divide that is emerging  in the way 
that youth are interacting with digital media. 
 
Digital learning must go beyond incorporating superficial means of consuming digital media (e.g. 
watching videos and browsing other online content) and instead empower youth with the skills 
to synthesize and produce their own digital content.  In short, digital learning strategies should 
promote active digital citizenship. 
 
For a deeper understanding of how afterschool programs can support digital literacy and active 
digital citizenship, check out the below report: 
 
• Confronting the Challenges of Participatory Culture: Media Education for the 21st Century  
 A central goal of this report is to shift the focus of the conversation about the digital divide 

from questions of technological access to those of opportunities to participate and to 
develop the cultural competencies and social skills needed for  

 full involvement. 

The digital divide is changing. 

http://digitallearning.macfound.org/atf/cf/{7E45C7E0-A3E0-4B89-AC9C-E807E1B0AE4E}/JENKINS_WHITE_PAPER.PDF


The  
“digital divide” 

is changing. Innovation 
starts here. 

Technology 
is the 

enabler. 

Collaboration 
is critical. 



The spread of effective digital learning practices is 
entirely dependent on informal and formal 
educators having access to the resources, tools, 
case studies and ideas generated by those that are 
actively experimenting with new ways of teaching 
and learning. 
 
Change is happening all around us at a dizzying 
speed; our challenge is to capture and share our 
individual successes, failures, stories and lessons 
learned so that others may learn from them.  

Collaboration is critical. 

Collaboration is about developing 
an online ecosystem that connects  
people across physical spaces,  
institutions and communities. We must  
create opportunities for others to replicate  
or remix what we know works. 

We live in a world 
where information 
is everywhere, but 

yet it can still be 
incredibly difficult 

to find what  
you need. 



Don’t 
reinvent 
the wheel. 
 

Digital Is 
As an emerging and open knowledge base created and curated by its community of members, 
Digital Is gathers resources, collections, reflections, inquiries, and stories about what it means to 
teach writing in our digital, interconnected world. 
 
Playforce  
An online community built for and by players, parents and educators to discover and share 
learning experiences from games. For parents and educators, this provides a searchable database 
of games with learning potential, by specific content area or skill.  
  
Gamekit  
A digital platform to connect aspiring teen game designers to professionals through curated game 
design challenges. The site recently launched in beta, and there are currently 4 warm-up 
challenges on the site. New ones will be published monthly beginning in March.  
 
SimCityEDU 
Developed by the Institute of Play's GlassLab, SimCityEDU will be a community for educators to 
create and share standards-aligned curricular tools that support use of the game in the classroom.  

Digital media and learning is bigger than a set of tools and strategies, it’s a way 
of interacting with, and existing in, all of our local and global communities. 

Community.             Build it. Nurture it. 

http://digitalis.nwp.org/
http://digitalis.nwp.org/
http://digitalis.nwp.org/
http://digitalis.nwp.org/
http://beta.playforce.org/
http://beta.playforce.org/
http://beta.gamek.it/
http://www.instituteofplay.org/work/projects/simcityedu/


Don’t 
reinvent 
the wheel. 
 

Remix 
ideas. 



Remix ideas. 
Below are a few examples of curriculum and other digital resources that have been developed by 
and/or for leaders of informal learning environments. Borrow, remix and make them your own! 
 
Short Circuit Guides  
Complete curriculum and professional development modules for an afterschool program in 
electronics and physical computing.  

 
TASCasaurus Curriculum 
Co-developed by The After-School Corporation (TASC), Hive NYC and Mozilla, for educators to 
teach youth how to move from digital consumers to active web producers. 
 
Green Machine Curriculum  
Developed by Institute for Play, the Green Machine is a program that explores sustainability, 
design and engineering in informal learning space.  
 
Global Action Project Curriculum 
Afterschool media arts program, geared towards community organizers who want to harness the 
power of youth media. 
 
The Curiosity Machine  
Website and mobile app that hosts a collection of exciting and challenging engineering projects 
designed to help families move beyond passive consumption of information and encourage them 
to build hands-on engineering projects. 

 

http://www.instituteofplay.org/work/projects/short-circuit-guides/
http://www.expandedschools.org/tools/remixing-web-tascasaurus-after-school-curriculum
http://www.slideshare.net/hivelearningnyc/institute-of-play-green-machine-curriculum-pilot
http://curriculum.global-action.org/
http://www.curiositymachine.org/

