








from the Project IT Girl Web site (http://www.girlstart.
org/itgirl/games.html).

To keep the girls engaged, IT Girl employs the following
strategies:

Career Exploration. The project has reached out to

the surrounding community and the girls have had the
opportunity to interview experts. As part of the summer
academy, women from the technology community were
invited to come and talk about their jobs, their lives,

and the journeys that brought them into the technology
field. In particular, the girls are interested to know how
these professionals balance their lives and families with
their careers. Girls are also taken to the University of
Texas for open houses to explore different majors. At the
university, they had the opportunity to see a supercom-
puter in action. “By exposing them to different things,
the girls come up with some great ideas,” said Zakiyyah.
“One of these was creating an avatar to interact with the
supercomputer—the scientist showing us around said it
was a good idea and that he never would have thought of
it himself!”

Modeling. Exposing the girls to college-aged women pursu-
ing STEM studies helps foster a supportive and comfort-
able atmosphere for the girls. Recently, women profes-
sionals with backgrounds in programming were brought

in to trouble-shoot and debug the girls’ programs, and

the girls have really welcomed their help. “We have lots
of celebrations once we get the code errors fixed,” said
Zakiyyah.

Mentoring. As Sarita and Jill illustrated, mentoring is a
key component to a successful program. IT Girl empha-
sizes a particular aspect of mentoring: “Our goal is to
connect the middle school girls with the high school girls
in ways that are meaningful for both of them.” (High
school-aged girls get college-aged mentors.) “This vision
of multi-generational mentoring is something we’re really

Resources

The ITEST Learning Resource Center at EDC:
http://www2.edc.org/itestlrc/

Girl Game Company at ETR Associates:
http://programservices.etr.org/index.
cfm?fuseaction=projects.summary&ProjectIiD=108

Girls Creating Games:
http://psweb.etr.org/gcgweb/public/games/index.html

Project IT Girl at Girlstart:
http://www.girlstart.org/itgirl/

excited about. We’re finding great ways to connect the
girls to the larger community; and the larger community to
our program.”

Selected Q & A

Q: How many staff work with the Girl Game Company?

A: (Jill Denner) We have a lead teacher and a program coord-
inator. They both work directly with the girls. We're also working
with the school to involve some of the regular teachers who are

on-site.

Q: Are the materials available in Spanish? Are they culturally rel-
evant and accessible for the girls and their parents?

A: (Jill Denner) Some of our materials are translated, and done

so that they are as culturally relevant as possible. We also pair
girls that are considered ELL with girls who are English dominant.
We are still trying to determine whether this is enough; or if we do
need to translate all our materials. What we have is available on
our Web site.

Q: How are your free Saturday programs funded?

A: (Zakiyyah Kareem) We are funded through different grants
and have foundation support as well as support from various com-
panies and individuals.

Q: How do you measure the change in girls’ self-confidence?

A: (Zakiyyah Kareem) Each girl is given a pre-survey which asks
attitudinal questions including their thoughts and feeling regarding
science and technology. We also do a post-survey on those same
questions, so we are able to look at what has shifted.

Q: What criteria do you use in pairing girls?

A: (Jill Denner) We ask the girls to tell us three people they would
be willing to be paired with. Then we pair them based on level of
confidence and experience with computing (trying to match levels.)
We also spend some time watching them work together before the
final matches are made.

About NGCP

The National Girls Collaborative Project brings together
organizations throughout the United States and Puerto Rico
that are committed to informing and encouraging girls to
pursue careers in science, technology, engineering, and math-
ematics (STEM).

Questions about NGCP can be directed to
Brenda Britsch, Principal Investigator, Puget
Sound Center for Teaching, Learning and
Technology at bbritsch@psctlt.org. Questions
about this publication can be directed to
Suzanne Reynolds-Alpert, Research Associate,
Education Development Center, Inc. at
sreynoldsalpert@edc.org.



