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“MouSE Squad helps 

students in middle and high 

school work together to 

improve their school”

MOUSE Students 
Using Technology 
to Change the 
World 

sUsan scHWartZ and mereditH sUmms  

Four impressive high school students 
traveled from New York to San Diego to 

present their digital media and technology 
projects at ISTE, one of the largest education 
technology events in the world.

These students are part of the MOUSE Na-
tional Network, youth who play a leader-
ship role with technology in their schools. 
When asked about his experience with 
MOUSE, Neimat, a twelfth-grade student 
responded, “We are innovators who use 
technology to change our world.”

MOUSE is a youth development organi-
zation that empowers and inspires under-
served youth to learn, lead, and create with 
technology, preparing them with skills es-
sential for their academic and career suc-
cess. Today, MOUSE involves over 4,200 
students in more than 375 schools across 
the country.

The MOUSE Squad program trains stu-
dents to be the digital media and technol-
ogy experts in their schools. As the tech-
nology support team, members take on 
important roles that give them the chance 
to lead, build confi dence in their ideas, and 
become the makers of change for the world 
around them. 

“MOUSE Squad helps students in middle 
and high school work together to improve 
their school,” said Hiram. Joshua added, 
“My favorite part about being a member of 
the MOUSE Squad is that I not only learned 
more about technology, but also about my-
self.”

In addition, MOUSE Squad students 
have the opportunity to receive certifi ca-
tions, explore new technologies, and attend 
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events around shared interests with their 
peers.

High school students from MOUSE 
Squads in New York City can also partici-
pate in MOUSE Corps, a design and tech-
nology program that develops emerging 
leadership and professional and technical 
skills. In this after-school program, stu-
dents who are self-proclaimed techies, in-
novators, and tinkerers achieve over one 
hundred hours of applied design, technol-
ogy, workplace, and leadership experience. 
MOUSE Corps students brainstorm, proto-
type, and present technology projects that 
address social needs while growing their 
skills and discovering career paths with 
technology mentors across diverse profes-
sional settings.

In MOUSE Corps, youth pursue their 
technology interests and develop skills vi-
tal in today’s workforce: teamwork, project 
management, design, research, analytical 

thinking, problem solving, and leadership. 
MOUSE Corps members work with design 
professionals from organizations like IDEO 
and Cooper Hewitt, where they learn the 
essentials of human-centered design and 
create legacy projects focusing on social is-
sues. They receive valuable guidance from 
technology mentors, build their digital 
portfolios, and prepare captivating presen-
tations for local and national events.

MOUSE students have designed several 
extraordinary projects that have been rec-
ognized and awarded much praise. 

This past year, MOUSE Corps researched, 
designed, and prototyped innovative proj-
ects addressing technology needs identified 
by the blind and visually impaired. They 
met with volunteers from Visions, an orga-
nization providing services for blind youth, 
adults, and seniors. In one of their inter-
views, a volunteer spoke about how her 
vision impairment made it difficult to eat 

in public. Inspired by her situation and the 
possibilities, the team brainstormed with 
their mentors on a technology that could 
help address this issue. “She had a problem 
and we wanted to help,” said Youssef.

The end result was the Dining Band, a 
technology that addresses a problem that 
had never been solved before, as described 
by Visions’ specialists. The Dining Band, 
created by seven MOUSE Corps members, 
helps the blind or vision-impaired identify 
where food is on their plate. The device is 
an Arduino circuit with a temperature sen-
sor and distance sensor attached to a wrist-
band, which vibrates as their fork hovers 
over food on the plate.

Commenting on her involvement in this 
project, Zainab said, “I learned a lot more 
about the blind and visually impaired. I 
learned about the challenges that they face 
in their day-to-day lives and how it differs 
from the challenges of people with sight.” 

Another project designed for the visu-
ally impaired is called Your Path, created 
by five MOUSE Corps members. Your Path 
is a smartphone app that records how vi-
sion impaired and blind users adapt Google 
Maps directions to accommodate their 
specific needs and challenges. The phone 
stores the adapted path for later use or to 
create reverse directions. These more ac-
cessible routes can be uploaded to an on-
line database of adapted paths so others 
with similar needs can get from location to 
location safely.

“This project taught me the process of 
designing a product. In the beginning, I 
thought that designers simply have ideas 
and magically make it happen. This ex-
perience has taught me that the process is 
much more complex than I had initially 
envisioned,” reflected Joshua, a member of 
the Your Path team.

In previous years, MOUSE Corps mem-
bers designed Sol-Tech, a prototype using 
wearable solar panels on a baseball hat 
or messenger bag to charge portable USB 
devices, and Immigrantville, a video game 
designed by a group of students who had 
all immigrated to the United States. “We 
wanted to have everything that we knew 
would be helpful for newcomers to the 
city, including information about subways, 

MOUSE Corps Brainstorm

They receive valuable guidance from technology 

mentors, build their digital portfolios, and pre-

pare captivating presentations for local and na-

tional events.
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taxis, housing, and jobs,” stated Dhondup. 
“After designing the prototype, I learned 
that you can create anything if you put 
your heart into it.”

MOUSE programs are designed to teach, 
inspire, and provide opportunities for 
youth to become creators and innovators. 
Students are taught technical skills, as well 
as soft skills, such as teamwork, critical 
thinking, and problem solving.

When asked why they join MOUSE, 
students cite an interest in learning more 
about technology, getting better prepared 
for careers, and having the opportunity to 
help others. As a result of participating in 
MOUSE, students report improved com-
munications, problem-solving and lead-
ership skills, a more positive outlook on 
their future, better college preparation, and 
more motivation to pursue careers in STEM 
fields. 

“My time with MOUSE has helped me 
realize that technology isn’t just about 
computers and printers—it’s also about 
involvement with the community and fig-
uring out a way to implement a project 
throughout the population,” said Joshua. “I 
have also learned about the many careers 
that are involved with technology through 

internships and visits to prominent tech-
nology-based companies.”

Youth are encouraged to lead, fail for-
ward, and innovate. “What I enjoy most 
about MOUSE is the sense of having a 
school-based family where we all look out 
for each other,” said Zainab. “I also enjoy 
being able to learn new things and be ex-
posed to different opportunities.”

Susan Schwartz is the communications di-
rector of MOUSE.

Meredith Summs is senior program 
manager of MOUSE.
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Dress. (Teen Rights and Freedoms). 
Roman Espejo. Greenhaven Press, 2012. 
157p. PLB $37.45. 978-0-7377-5823-8. 
Grades 9-12. Bill of Rights issues and 
teen-perceived rights are addressed in 
this new series of essays and viewpoints, 
covering items from abortion to social 
networking. In Chapter 1, “School Dress 
Codes, Free Speech, and the U.S. Courts: 
An Overview” is written by an attorney 
and concludes that a school may not 
win if the dress code violation does 
not interfere with education.  The title 
concludes with Organizations to Contact, 
Further Reading, and a detailed index.  

Frequently Asked Questions about 
Cosmetic Surgery. (FAQ, Teen Life). 
Nellie Vlad. Rosen Publishing, 2012. 64p. 
PLB $29. 978-1-4488-5559-9. Grades 
7-12. To questions asked from the 
teen perspective, answers are clearly 
and honestly given, such as “What 
are the risks and dangers of cosmetic 
surgery?” A glossary of medical terms, 
organizations to contact, Internet sites, 
and  Further Reading and index provide 
useful back matter. 

Safety Smarts: How to Manage 
Threats, Protect yourself, Get Help, 
and More. (USA Today Teen Wise 
Guides: Lifestyle Choices). Matt Doeden. 
Lerner Publishing, 2013. 64p. PLB $31.93. 
978-0-7613-7022-2. Grades 8-12. Chapter 
4, “Time to Talk,” gives practical advice 
for abuse victims, how to report an 
attack, and contact aid. The primary 
sources make this a useful research 
tool and personal guide. Pair this 
with Lerner’s prior series, USA Today 
Teen Wise Guides: Time, Money, and 
Relationships, to cover a broad range of 
issues. 
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At a conference, Eric explains Your Path, an app for the visually impaired 
designed by MOUSE Corps members.
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