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1. Project Description. A brief (300 words or less) overall description of the project, 
including its subject, scope, content, and approach. State what is distinctive and 
compelling about the project. 

Power Lines: Connecting With Urban Teens Through Media Literacy In Libraries, 
provides a compelling perspective and intricately developed strategic guide towards 
implementing media literacy programming with urban teens in libraries. Now, more than 
ever before, information and digital literacies are essential skills for survival and to stay 
informed in a media saturated world. Unfortunately, minoritized and economically 
disadvantaged youth in urban communities score the lowest in Information and 
Communication Technology proficiency and lack critical media literacy skills to 
successfully navigate and disseminate information online according to national data 
(NAEP, 2018). Although libraries have began to invest in media literacy education 
initiatives with adults, immediate attention is needed to educate librarians on how to 
serve teens. Specifically, further insight on serving urban teens is warranted due to 
challenges with technology and internet accessibility, instructional inequity and their high 
risk of media and informational illiteracy. Therefore this work is extremely essential as it 
robustly asserts the challenges with teaching media literacy to urban teens, yet  expresses 
the quintessential obligation for librarians to provide transformative learning experiences 
for urban teens through media literacy programming. Additionally, this work will provide 
strategic and practical approaches towards building relationships and making a space for 
urban teens to engage and learn media literacy skills. Program profiles from practitioners 
in the field that serve urban teens through media literacy, teen reflections, along with 
resources will be provided for librarians. 

 

2. Intended Market. Who (use job titles if possible), approximately how many, and why 
they need this work. 

The intended market for this work will primarily include teen librarians and youth 
specialists that serve urban youth and both public and school libraries. We also 
recommend the resource for library managers, library directors, after school coordinators, 
library school students, non-profit directors, school or advisory board members, and state 
library coordinators.  

 



3. Authorship. A one-paragraph biography describing the credentials of each of the 
authors/editors for preparing the work, highlighting editing, writing, and other relevant 
experience. Also include a curriculum vitae/resume. 

Jimmeka Anderson is a Ph.D student in the Urban Education program at the University of 
North Carolina at Charlotte with a focus on urban students and critical digital media 
literacy.  She received her master's degree in Educational Media with a focus on New 
Media Literacies and Global Perspectives at Appalachian State University. Currently, 
Jimmeka is a Media Literacy instructor at the Carolina School of Broadcasting and 
worked for 10 years at Charlotte Mecklenburg Library in teen programming. 
Additionally, she has served as the Founder and Executive Director of  I AM not the 
Media, Inc. for eight years, a nonprofit that empowers youth through media literacy and 
media creation (www.iamnotthemedia.org). She is the North Carolina Chapter Lead for 
Media Literacy Now, creator of the Teen Media Literacy Conference in Charlotte, NC 
(www.tmlconference.com), and serves on the Student Leadership Council for the 
National Association of Media Literacy Education. 

Kelly Czarnecki completed her Master of Science in 2002 and a Master of Education in 
2001 at the University of Illinois Champaign-Urbana. She worked at the Bloomington 
Public Library in Illinois for four years as the Young Adult Services Librarian. Kelly 
started at the Charlotte Mecklenburg Library at the ImaginOn Branch in 2005 as the Teen 
Librarian and then the Teen Loft Manager at present. Kelly also has over twenty years 
experience in working with persons experiencing homelessness who are sheltered. Kelly 
has contributed extensively to the literature on teens and libraries, particularly with 
technology as a focus. She is currently a columnist for Tag Team Tech with VOYA. 

4. Competition. Brief notes on the major print and electronic resources that address your 
topic or a large part of it. Note the features that distinguish your project and give it a 
market advantage (for example, size, authority, timeliness, approach, or style). 

Currently, the major print and electronic resources covering media literacy include James 
Potter’s collection of Media Literacy books, the new Critical Media Literacy Guide 
published in 2019 by Douglas Kellner and Jeff Share. Media Literacy for middle grade 
educators by Mellissa Teacher and Teaching Media Literacy, 2nd Edition, by Belhina De 
Abreu in which Jimmeka Anderson contributed a Chapter in the text on teaching equity 
and equality to students (Chapter 8). The features that distinguish this project from the 
current text that are available is its focus on serving urban teens and understanding the 
challenges and barriers these patrons face with media literacy skills and accessibility to 
technology. Recommendations, successful case studies and experienced based 
programmatic solutions are embedded throughout the text for reaching and engaging 
urban teens through strategic planning and partnerships that combine research and 
practice. 

5. Preliminary TOC or Main Topic Outline. An outline of the major topics or a detailed 
preliminary table of contents. 

http://www.tmlconference.com/


The environmental, physical, and social aspects of urban city life and teens are 
thematically intertwined through threads of this text that connect media experiences. 
These thematic threads are seen in chapter titles, subheadings and the organization of 
content throughout the text. 
 
Table of Contents ( 
 
Foreword- Belhina de Abreu 
Introduction 
Part 1- Having an “Empire State of Mind” with Teen Programming 
This section of the book focuses on preparing librarians to build relationships and create 
dialogic spaces for urban teens to learn, discuss and create with media literacy 
education. Each chapter will conclude with teen reflections and voices from the field. 
 
Chapter 1- Flashing Lights: What is Media Literacy? 
Chapter 2- Road Closed, Detour Ahead: Challenges And Opportunities With Serving 
Urban Teens 
Chapter 3- Under Construction: Creating Space and Relationships  
Chapter 4- The Train Has Arrived: Understanding Their World  
Chapter 5- Power Lines: Empowering Teens That Have Been Disempowered  

 
Part 2- Straight Outta The Library 
This section of the book focuses on successful program profiles that have been 
implemented in urban libraries. Each chapter focuses on different media formats or 
mediums for media literacy programming with teens and will highlight 3 to 5 programs. 
Program profiles will be collected from teen librarians in different urban cities across 
the US. An introduction (1,000 - 1,500 words) by the authors on how each medium can 
be utilized with teen programming will  begin each chapter prior to sharing the program 
profiles.  
 
Chapter 6- Traffic JAMS!: Music, Spoken Word and Podcasting  
Chapter 7- SCREEN Doors: TV, Film and Video Production  
Chapter 8- Bridges, Tunnels & City CONNECTIONS: Social Media & Online Research  
Chapter 9- Community PLAY-Grounds: Online Gaming And Mobile Apps  
Chapter 10-  Welcome to The Arts District: Comics and Graphic Novels  
Chapter 11- Spray On Graffiti!- Web and Graphic Design 
 
Part 3- The City Market 
Resources (Handout Templates, Lesson Plans, Books, Websites) 

6. Length of Manuscript. Projected length of the work in word count or double-spaced 
manuscript pages (at 275 words per double-spaced page). Also describe the type and 
approximate number of figures and/or tables you plan to include. 



The approximate page count for this work is 300 double spaced pages (approx. 150 pgs 
single space). This would be approximately 82,500 words.  

7. Schedule for Completion. Provide a realistic date of project completion. Allow time for 
all the parts (including illustrations and materials borrowed with permission) to be 
gathered, edited, revised, and reviewed as appropriate by your editor. Do not shortchange 
yourself on needed time, nor stretch out projects that are time-sensitive. If possible, also 
provide a timetable of the major phases in the project. 

Phase 1: Program Profiles Call for Submissions: 250 Word Abstract 

● Call for Program Profiles (March - May 2020)  
● Authors Complete Chapters 1 & 2 by May 2020 
●  Review and Program Profile Proposals Accepted (July 1, 2020) 

Phase 2: Program Profile Final Submissions (1,500 Word Limit) (3 or 5 Program Profiles 
per Chapter) 

● Authors Complete Chapters 3 by August 1, 2020 
● First Draft of Program Profiles from Librarians (September 1, 2020) 
● Authors’ Edits Sent to Librarians (September 30, 2020) 
● Authors Complete Chapter 4 & 5 by November 1, 2020 
● Final Program Profiles Received (November 1, 2020) 
● Foreword Received (November 1, 2020) 
● Part 2 Introductions Completed by January 31, 2021 
● Introduction Complete by February 28, 2021 

Phase 3: Editing by Authors and ALA 

● First Round of Edits Submitted to ALA by March 1, 2021 
● Revisions (April 2021 - June 2021) 
● Final Review and Completion July 2021 

 



8. Writing Sample. This may include a sample chapter of the proposed work or an article 
representative of the writing style for the proposed work.
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Wherever You Go, There You Are: Virtual 

College Visits 

Kelly Czarnecki 

Summer is here in most parts of the country! We probably also recently witnessed school graduations as youth make                   

their way to the next step in their future. School might be one of the furthest places from our minds as we have our                        
sights set on relaxing, unwinding, and reading for pleasure. Though a virtual college visit may be just the program you                    
need to help students keep their “head in the game” without being too “school-y.” It can even be a fun way to tackle a                        
potentially daunting topic at times. If teens at your library already have their family vacations planned out, this might                   
be a way to plant the idea in their mind to visit a nearby college. 

On the other hand, if they have no vacation plans on the immediate horizon, hosting a low-key virtual college visit                    

program might be a way to slip in that bit of learning in a way they hardly notice. Many summer break programs are                       
incorporating activities toward earning points toward overall completion. A virtual visit can satisfy that requirement.               
Alternatively, depending on your population and the kind of library, it may be best to keep it in your pocket for fall                      
planning. 

While the technology is not new as virtual college visits have been an option for years, more higher education bodies                    

are on board in terms of this being a robust option to aid potential students in deciding as to whether or not to attend.                        
More libraries have also narrowed the gap in having the technology needed to experience such a visit than years                   
prior as it has become more affordable for some. 

Whatever the case may be, a Virtual College Visit has many benefits. Here are a few to get you started if you need to                        

convince anyone: 

○ A virtual college visit can be less costly than an in-person visit. 
○ It can be less time-consuming, especially if the college is far away. 
○ It can help make the choices clearer as to which is the right college to attend 

A few years ago, my coworker came up with the idea for a library program of having a virtual college visit. She                      

brought out the mobile Aquos Board, which is an interactive whiteboard, and took the youth on a digital journey. The                    

http://voyamagazine.com/tags/college-visits/
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technology we have since acquired at the library in the past few years offers an even more captivating experience,                   
but this was a good start. It met the youth where they were at and started their wheels turning for what college might                       
be like. Before you dismiss a virtual visit to a college at your library as not the real thing, think of it as one of several                          
tools or even as a gateway that we have available with which to make those valuable college connections with teens. 

Additional technology may include Google cardboard (https://vr.google.com/cardboard/), which is a viewer that is             

used in conjunction with a smartphone to create a VR experience. The cardboard retails for about $20. You can also                    
purchase a generic version for a bit less or build your own if you have access to the materials                   
(https://www.instructables.com/id/Google-Cardboard-20/). An Oculus Go retails at $200-$250       
(https://ocul.us/2WaGdTB) or an HTC Vive (https://www.vive.com/us/) is a headset that sells around 500. The Sony               
PlayStation VR headset falls in between the two in pricing at $350. All can do much more than virtual college tour                     
visits, including gaming, art, and exploration of countless places. Even just having a projector and screen along with a                   
laptop with an internet connection will enhance the experience—it is just not an all-encompassing experience like                
when wearing a headset. 

On the other end of the spectrum, the Virtual College Visit program that my library system offers is for middle                    

schoolers to participate in person on a field trip to a local college. During this one day journey, the youth are exposed                      
to the facets of college life including how students live in the dorms, what the classrooms and workload are like, and                     
the best part of all—the food court. The youth can interact with the students who are giving the tour and sharing their                      
advice and experience. Nothing can beat such an unclose and personal exposure. While we are fortunate to have                  
higher education contacts that work with the public library to support this event, it can also take time and coordination                    
to orchestrate. That is not to say that it is not entirely worth it because it is about exposing youth to the possibility of a                         
future in higher education. Depending on the availability of your resources such as time or if the local colleges and                    
universities are willing to partner, you might consider the option of a Virtual College Visit as an alternative or a                    
stepping stone to an in-person one. 

As mentioned earlier, many colleges and universities now have capabilities for immersive tours by potential students.                

Most youth go online to learn more about a particular school; an immersive experience brings it even one step closer                    
to a real possibility. For those that are comfortable in more immersive environments by being surrounded by                 
it—whether through gaming, surround sound television, or movies, or even as a training mechanism—visiting a               
college in this way might seem like second nature or even less abstract than they might have initially thought.                   
Because there are so many ways to attend college nowadays—even all online –it is not that big of a leap that the first                       
experience with a college might be through a digital means. According to a U.S. News and World Report, enrollment                   
in online classes grew 5 percent within recent years (https://bit.ly/2D0B3QK). 

If you already own the technology or are working on developing a case to make the purchase, add the virtual college                     

visit as one more reason for your library to invest. Here are a few more ideas to get you started: 

○ You can have a virtual component in conjunction with a college fair. Who is not going to want to stop by 
the booth where you get to wear a headset and experience the campus? 

○ A virtual visit is not just for youth. Think of the parents that might be sold on visiting a school in person 
only after they were to encounter it virtually. 

○ Make the program into a scavenger hunt. Infuse information literacy by seeing if youth can locate certain 
landmarks or other details. 

https://vr.google.com/cardboard/
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○ As mentioned at the beginning of the article, run the program as a broader exploratory visit to particular 
regions in the country with can’t-miss college visits along the way! 

Here are some sites to get you started: 

Campus Tours. http://campustours.com/. This is a searchable site by school name and location. 

YouTube EDU. https://www.youtube.com/education?b=400). Students can view videos online on perspective          

universities without needing additional technologies. 

While there still might be naysayers to offering a virtual college visit program at the library, think of it as one more way                       

to get youth interested in options for their future! 

Kelly Czarnecki is the manager of the Teen Loft at ImaginOn, Charlotte,            
North Carolina. She has written extensively on teens and technology in libraries and teaches online classes for the                  
American Library Association. In her spare time, she enjoys cooking, running, and exploring the city. 

 

9. Software Used. Word processing information should include the software, version, and 
platform. We encourage the use of MS Word. 

This project will use MS Word. 

10.Special Considerations. e.g., illustrations, permissions, etc. that will be required. 
● Permissions from NAMLE to utilize Media Literacy Resources 
● Critical Media Literacy Framework (Kellner & Share, 2019) 
● Graphic and Photo permissions from Libraries 
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