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Lesson 8: Social Branding

PASA &

Building a brand that youth identify with can make or break after-school programs.

by Jenny Parma; tutorial provided by Hillary Salmons and Elizabeth Devaney

Just because you have built a high-quality after-school program doesn’t guarantee you'll get

good attendance. After all, many youth would prefer to hang out, unsupervised, with friends than
participate in after-school learning activities. What's the trick to getting youth to engage in your
program? According to PASA, marketing after-school programs so they’re cool and engaging to kids

is key to gaining and retaining student participation.

Here are some of the ways PASA has captured student attention.

Brand Development

During the beginning stages of branding the program, PASA held focus groups with
middle-school youth to understand their perception of after-school. Many youth saw
after-school as “detention” and “more homework.” To help turn this negative perception
around, PASA worked with Rescue Social Change Group, a social marketing firm. PASA,
and a cadre of students coined the term “AfterZone”; then the firm helped to further
develop the AfterZone brand to appeal to youth.

Findings show that developing a program brand that youth can relate to makes after-
school programs more successful. PASA developed programs and an image around youth
independence and program authenticity, letting young people know that the AfterZone
was very different from school and a place where they could try new skills, meet new
people, and have fun.

Branding Techniques

You can emulate the AfterZone branding model by sticking to the same key components:
separating the school day from after school, treating youth as young adults, and creat-
ing a fun environment. Here are some tips for achieving this:

» Make the environment conducive to interaction and noise using music and special
areas like “chill zones” for reading.

» Surround students with other young adults, such as college volunteers or AmeriCorps
members.

» Give students complete flexibility to choose the programs they like, which will
make the program more enjoyable and engaging, while differentiating it from the
mandatory nature of school time.

» Stay on message. The entire staff, from providers to AfterZone volunteers, are required
to participate in Branding 101, a training meeting about retaining the AfterZone
identity. Staff, volunteers, and providers are taught how to market their programs to
appeal to youth, and how to deliver on that promise of an engaging, fun program that
is not like school.
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VOCABULARY

» Chill zones: A physical
location in Club AfterZone
where youth can read and
relax. Creating unique areas
with youth-friendly names
makes after-school programs
more acceptable.

» Club AfterZone: Daily
“learning time” for youth
involved in one-hour
enrichment programs on
school grounds; administered
by young staff members or
volunteers.

» Social brand: An identity that
includes personality, voice,
and style.
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Social Branding (continued)

PASA &

Recruitment and Celebrations
In addition to staying on message, PASA has created the following recruitment events,
showcases, and celebrations to attract and retain students.

Recruitment events put after-school programs on display for youth. Providers are re-
quired to attend fairs two to three weeks before the AfterZone session begins in schools
throughout all the AfterZones. Often, recruitment events are held in the cafeteria or
gymnasium where students can “shop” for their favorite programs.

Post-session showcases allow youth to demonstrate to families, peers, and teachers

the skills they have learned in their AfterZone program, which can build momentum for
prospective attendees. Showcases sometimes blend youth from several middle schools.
On occasion, targeted celebrations are held at the end of sessions for youth who have
met specific attendance and participation levels. These celebrations include DJs, refresh-
ments, and student performances at a location off school grounds.

Citywide End-of-Year celebration is held the week immediately following the end of both
the AfterZone program and the school year, usually at a local college campus. Celebra-
tions include performances and recreational activities and youth are invited based on
their attendance throughout the year. Families, teachers, community partners, and
AfterZone providers are also invited.

KEY POINTS

» Branding after-school programs as cool and fun for youth is important for program
participation and retention.

» The AfterZone brand resonates with youth; it depicts a fun and relaxed environment in
which youth are treated like young adults.

» After-school environments should be a place where youth want to hang out. Music,
young volunteers and staff, and aesthetics help.

» Staff should stay on message; develop training to this end.

» Post-session and end-of-year celebrations keep students interested and engaged in
after-school programs. Combine recruiting events and celebrations with fun activities,
all of which appeal to youth.
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SUPPLEMENTARY
MATERIAL

To learn more about branding
techniques see:

»“A New Brand of Learning” at
edutopia.org/pasa-branding

» PASA’s PowerPoint
presentation “The AfterZone
Brand: Using Social Branding
to Increase Program
Participation and Retention”
at edutopia.org/pasa-lesson-
branding-marketing
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A Glossary of Common PASA Terms

PASAA

A list of terms used throughout the PASA tutorial.

After-school: The hours after school, primarily the time be-
tween 2 and 6 P.M.

AfterZone: A geographic area that defines a “community cam-
pus” of schools and community providers in the area. Students
from different schools can attend a network of after-school
programs within the zone.

AfterZone program grants: Grants distributed to providers
that offer programs in the arts, sports, and skills masteryin
compliance with AfterZone requirements.

AfterZone session: The term during which after-school
programs operate: eleven weeks in the fall, ten weeks in the
winter, six weeks in the spring, and four weeks in the summer.

Chill zones: A physical location in Club AfterZone where youth
can read and relax. Creating unique areas with youth-friendly
names makes after-school programs more acceptable.

Club AfterZone: Daily “learning time” for youth involved in
one-hour enrichment programs on school grounds; adminis-
tered by young staff members or volunteers.

Data-Tracking Tool: A computer-based data collection program
that can be used to store data on program participants, track
attendance and participation, and generate reports.

Endorsed programs: Recurrent AfterZone providers who have
maintained certain quality benchmarks in running programs
toward the arts, sports, or skills mastery.

Instructional workshops: thirty- to forty-five-minute discus-
sions in which individuals or professionals can share about
their profession or passion during Club AfterZone.

Program provider: Any organization or person providing
activities for children and/or youth during the after-school
hours.

Providence After School Alliance (PASA): An intermediary
agency responsible for creating a system of high-quality
after-school opportunities for middle school youth in
Providence, Rhode Island. Initially funded by the Wallace
Foundation and Bank of America, PASA is driven by the col-
lective efforts of over 150 public and nonprofit after-school
providers and is spearheaded by Mayor David N. Cicilline.

Provider programs: Enrichment programs in the arts,
sports, or skills mastery that take place on or off school
grounds during one-, two-, or two and a half-hour time
blocks.

Quality-Assessment Tool: An applied tool (usually in paper
form) used to assess certain aspects of an after-school
activity or program. It can be used by after-school program
staff as part of their ongoing quality improvement or by

an outside observer. Participants may also use self-assess-
ment tools to assess their own growth or progress.

Quality standards: A set of agreed-upon benchmarks that

after-school programs identify as being important to their
success. They also serve as guides to continuous improve-

ment and accountability.

Site-management agency: Community-based organizations
that oversee the day-to-day AfterZone operations and
logistics, often located at one school for each AfterZone.

Social brand: Anidentity that includes personality, voice,
and style.

21st Century Community Learning Center grant: Provided
by the U.S Department of Education to community learning
centers that provide academic enrichment opportunities
during nonschool hours for children, particularly students
who attend high-poverty and low-performing schools.

Young Athletes sport grants: Grants distributed to provid-
ers that sponsor sports programs.
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