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(NAPSA)—Over the past 10
years, more than 60,000 middle
and high school students across
the country have been recognized
for doing something seldom associ-
ated with teenagers: volunteering. 

Rather than spending all their
free time socializing, shopping,
skateboarding or playing video
games, these young heroes—all
honorees in the Prudential Spirit
of Community Awards program—
have devoted significant time and
energy to making their communi-
ties better places to live. And they
have had a remarkable effect on a
wide variety of important causes. 

What kinds of causes are they
most interested in? A recent study
of the program’s top 1,000 hon-
orees revealed that the most popu-
lar volunteer activity is helping
sick or disabled people. Twenty-two
percent of the honorees pursued
this goal, by raising money for
medical treatment and research,
providing support and cheer to ill
children, conducting public infor-
mation campaigns and working
with disabled kids and adults.

Projects to aid the disadvan-
taged were almost as prevalent,
undertaken by 20 percent of the
honorees. Most of these focused
on feeding the hungry or collect-
ing needed items for poor fami-

lies, homeless people, foster chil-
dren, victims of abuse or violence
and others in desperate or diffi-
cult circumstances.

Other causes that attracted
considerable effort from the young
volunteers included:

Enhancing school or commu-
nity resources; teaching, tutoring
or mentoring other young people;
promoting health and safety; reach-
ing out to senior citizens; protecting
the environment; addressing needs
in other countries; promoting toler-
ance or diversity; and taking care of
animals. 

“Despite common stereotypes,
many young Americans are clearly
concerned about the broad range
of needs that exist in most com-
munities and they are taking
action to address those needs,”
said Scott Peterson, executive
director of The Prudential Spirit
of Community Awards. 

Every year, the awards pro-
gram, which is co-sponsored by the
National Association of Secondary
School Principals, searches for
more young people in grades 5
through 12 who have distin-
guished themselves through vol-
unteer work. For more informa-
tion about the program and its
honorees, visit www.prudential.
com/spirit.

A Decade Of Service By Young People

What Young Volunteers Are Doing

• Helping/comforting the sick and disabled   22.2%
• Aiding the disadvantaged    20.2%
• Enhancing school or community resources   10.0%
• Teaching, tutoring or mentoring other young people        9.4%
• Promoting health and safety            9.1%
• Reaching out to senior citizens            6.7%
• Protecting the environment           4.7%
• Addressing needs in other countries        3.4%
• Promoting tolerance or diversity          1.9%
• Providing disaster relief            1.8%
• Taking care of animals            1.6%
• Supporting/honoring servicemen and women      0.9%
• Helping in other ways            8.1%

(NAPSA)—Sales people in elec-
tronic stores these days spend
more time trying to sell an
extended warranty than the prod-
uct you’re buying.

Do you wonder why? 
It’s because extended war-

ranties can make up more than
half of profits at most big elec-
tronic retailers. The store makes
more money from the extended
warranty than from the manufac-
turer’s product. That’s why sales
people are urged to promote these
warranties.

Yet, most consumer watchdog
groups generally caution against
buying these plans. So why are
they so popular?

“The reason may be how much
we rely on technology, especially
computers,” says Rob Enderle,
analyst at Enderle Group. “Hav-
ing a computer crash at home may
put some in an absolute panic.
They pay for the peace of mind
these extended warranties give.”

So, if you want the peace of
mind, it’s important to choose who
to buy the warranty from.  

Experts agree it is best to buy
it from the manufacturer. One
reason is obvious. Who better to
fix the product than the company
that made it?

And buying a plan from the
manufacturer can have additional
benefits. While manufacturers
have trained technicians who can
help solve the problem over the
phone in your home, retailers gen-
erally don’t. Since the majority of
issues can be solved over the
phone, purchasing a manufac-
turer ’s warranty may save you
time and help you avoid having to
lug the computer down the street
and wait in line.

Also, you get more time to
decide if you need the protection.
Unlike retailers who demand that
you buy the extended warranty on

the spot, most PC makers allow
you to purchase an extended war-
ranty up to a year later, and in
some cases up to two years later.

As it happens, this can make
sense because most computer
problems happen later in the com-
puter’s life when viruses, spyware
and old, unused files can bog it
down. Some PC makers offer ser-
vices with these problems in
mind.

So, when should you buy a ser-
vice plan? 

“You really have to think of an
extended warranty as a separate
purchase. Decide whether it is
something that will be worth hav-
ing fixed,” said Steve Baker, ana-
lyst for NPD Group.

Ask yourself the following
questions to decide if it is worth
the money:

• Is it a new technology such
as a plasma TV?

• Are you comfortable tinker-
ing with the product if it doesn’t
work?

• Is it a big investment? 
• Who provides the service?

What training do they have?
• Are you hard on products?

Do they frequently break?
• Do you need a replacement

product immediately if this
breaks?

• Will you be ready for a new
model by the time it breaks down?

Warranty Watch

Is it wise to get that extended
warranty? It depends.

Stories For Dog Lovers
(NAPSA)—If your heart melts

at the sound of a woof or the sight
of a wagging tail, you may fall for
a new book full of shaggy—and
non-shaggy—dog tales.

“Chicken Soup for the Dog
Lover’s Soul” (Health Communica-
tions, $12.95) contains stories that

capture the spe-
cial  joy that
these four-legged
creatures can
bring.

The stories
feature an in-
timidating Do-
berman who be-
comes a loving
mother to an
orphaned duck-

ling; a homeless man whose life is
changed when he meets a special
dog; a pocket-size dog who dials 9-
1-1; a crafty beagle mix who gets
his own munchies from the refrig-
erator; and a sick Lab who
teaches his family the true mean-
ing of Christmas.

From exciting and entertaining
accounts of courage and humor to
heartwarming tales of healing and
learning, each touching story cele-
brates the bond between humans
and dogs.

A portion of the book’s proceeds
will benefit the Humane Society’s
(HSUS) Pets for Life program. For
more information, visit www.hci
books.com.

(NAPSA)—Whether they’re
about fantasy, action or sports,
some of today’s most popular video
games are driven by girl power.
The number of girls who consider
themselves video gamers has dou-
bled in the past five years (it’s now
39 percent), and 47 percent of all
console game buyers are women. 

In addition, first-grade girls
now play video games for about
nine hours per week and eighth-
to ninth-grade girls play about
five hours per week. 

While girls and boys both seem
to like video games, their tastes in
games tend to differ. Research
shows that girls often want to iden-
tify with video game characters or
play the role of a main character in
games. They’re interested in realis-
tic themes (boys tend to say they
prefer fantasy-themed games) and
prefer to play games centered on
situations with which they can
identify. 

Girls also tend to prefer charac-
ters that are identifiable and lik-
able. For instance, two popular
games for girls and available on
Game Boy Advance are “Disney’s
Kim Possible 3: Team Possible” and
“Disney’s Lizzie McGuire 3: Home-
coming Havoc.” Both games feature
girls who are strong and indepen-
dent as their leading characters. 

The first game teams Kim Pos-
sible—a crime-fighting cheer-
leader—with Ron Stoppable to

battle evil villains and save the
world. The second game follows
the character Lizzie McGuire as
she builds friendships and gains
votes on her way to the homecom-
ing dance—all in an effort to
become homecoming queen.

In a third game, “Disney’s
That’s So Raven 2: Supernatural
Style,” girls get to control the
character Raven as she gets her-
self into some sticky situations on
the way to the season’s premiere
fashion show. Raven has to use
her psychic ability, some clever
disguises and a little help from
her friends and family to find her
way out of the dilemmas. 

For more information on video
games that girls may enjoy, visit
http://www.buenavistagames.com.

The New Face Of Video Games

Game On—Girls are now some of
the top video gamers.
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(NAPSA)—Parents today are
looking for fun, creative ways to
encourage their kids to enjoy fam-
ily mealtimes. A recent Heinz Silly
Squirts Ketchup survey showed
that six in ten moms with kids at
home serve foods in fun shapes,
colors or sizes to get their kids to
eat their meals.

To spark kids’ imaginations
and let them feel a sense of inde-
pendence, moms like to choose
products that come in kid-friendly
sizes and packaging. In fact, the
survey showed that more than
three out of four moms (76 per-
cent) say they wish there were
more products designed specifi-
cally for kid-sized hands. 

Cutting loose and enjoying
mealtime with the family takes a
little imagination and a lot of love,
but it’ll be worth it! Here are some
ways to get creative and even a
little silly: 

• Keep it Lively—Encourage
kids to use their imaginations
during dinner by playing games
like 20 questions, trivia or “I spy”
—all revolving around the foods
being served.

• Kid “Kreations”—Involve the
kids while getting dinner ready
and make it fun! Let them twirl
the salad spinner, snap veggie
stems or put healthy toppings on
pizza.

• Take it Outside—Enjoy the
weather together. Pack up and
take your meal to the backyard,
beach or park for some fresh air,
activity and a grill-out. Be sure to
fire up summer-favorite foods like
hamburgers, hot dogs and corn,
along with pasta salad and apple-

sauce on the side and don’t forget
the condiments.

• Creative Caps—Let the kids
get creative. For example, new
Silly Squirts Ketchup has a cool
cap with three flip-top drawing
nozzles, each dispensing ketchup
in a different design that lets kids
squirt ketchup in fun shapes,
squiggles or designs. With an
easy-to-squeeze bottle, it’s the
right size for kids’ hands to control
application.  

• Artistic Inspiration—Have
the kids transform the kitchen or
dining room with their artistic
skills and some decorations like col-
ored pencils, construction paper
and markers. Use big sheets of
paper for a tablecloth and encour-
age kids to draw their own designs
on it. Let the kids set their places
at the table with their favorite col-
ors to make them feel extra special.

• Taking Tasks—Make games
out of dinner chores. Pull tasks
from a hat and reward everyone
at the end of dinner with a “do-it-
yourself” dessert like smores or
root beer floats.

Mom-Approved Mealtime Fun
(NAPSA)—For many people,

the best part of Thanksgiving is
gobbling down the leftovers.
Turkey and stuffing in particular
make a great lunch on cleanup
Friday. You can find leftover ideas
and tips at www.stovetop.com and
www.miraclewhip.com.

To find time amidst all the
happy hustle and bustle of the
holidays to sit down to a good
meal together, many families
keep items such as smoked
sausage, canned and frozen veg-
etables, quick rice mixes and
refrigerated potatoes on hand.
For recipes and meal solutions,
visit www.hillshirefarm.com.




