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SECTION A: WHO THIS TOOLKIT IS FOR

Brief Overview of STARTArt

STARTArt was a 7-day Erasmus+ Youth Exchange that used non-formal

A

STARTArt

education to develop

entrepreneurial skills, foster creativity, and enhance the ability to use art as a vehicle for economic value
creation. Participants co-created art-based business models and a public celebratory showcase, capturing
their methods in this replicable “STARTArt - Enterprise Your Creativity” toolkit for wider youth work.

Audience

o Educators & Youth Workers: Working with young people (18-25) to equip them with the tools needed to
become proactive, creative entrepreneurs in the cultural and creative industries (CCl).
« Trainers & Facilitators: Seeking methodologies to teach business planning, digital marketing, and

pitching through an artistic lens.

« Community Groups & Cultural Centers: Looking to integrate social-impact workshops into events or

support young cultural entrepreneurs.

o Startup Incubators & Municipalities: Open to non-formal sessions for youth engagement and local

economic development.

If you deliver local activities, exchanges, or camps—and you value combining creative artistic expression

with sustainable economic strategies—this is for you .

What you'll get

+« Methodologies: Best practices for art
entrepreneurship, including Business Model
Canvas, Design Thinking, and Lean Startup.

¢ Ready-to-Run Sessions: Activity plans for SWOT,
PEST, SMART Goals, circular economy principles,
and pitching techniques.

e A Coherent Programme: A replicable arc from
icebreakers to business idea generation to a public

showcase.
¢ Recognition Tools: Youthpass mapping, peer
reviews, and reflection templates to make

competencies visible.

Use cases

Run a Weekend Intensive: Pick specific modules like
"Business Idea Generation" or "Circular Economy".
Build a 5-7 Day Exchange: Follow the programme
arc fromm team building to the final "Celebratory
Showcase".

Embed Sessions: Use the activities/workshops to
enhance existing creative projects.

Train Your Team: Use the mentorship and feedback
loops to build facilitation muscles in creative
entrepreneurship.

Prerequisites (minimum viable setup)

Facilitators: Skilled in youth work and managing
cross-cultural teams; able to guide creative and
entrepreneurial activities.

Materials: Access to digital tools (Miro, Trello, Canva)
and eco-friendly supplies for workshops (recycled
paper, basic art supplies).

Space: Flexible indoor rooms for workshops plus
access to a community venue for the public
showcase.

Time: Sessions range from 90-120 minutes; the full
exchange model runs for 7 working days.

Inclusion & wellbeing (how we keep it safe)

Psychological Safety: Dedicated safe spaces and
access to mental health resources (counseling) for
participants facing discrimination or instability.

Accessibility:  Inclusive  facilitation  techniques,
financial support for economic barriers, and
reinforced preparation for those with fewer

opportunities.
Environment: Culturally sensitive environments that
promote inclusivity and understanding.

What it’s not

« Not a traditional arts manual: It focuses on
the business of art.

¢ Not theory-heavy: Methods are participant-
centred and experience-based.

+ Not limited to one country: Developed by
partners from Slovakia, Austria, Greece,
Ukraine, Italy, and Spain.

Learning recognition (Youthpass)

¢ Micro-reflections: Daily "Circle Time" and
evaluation sessions help participants articulate
competence growth.

o Key Competences: Entrepreneurship, Cultural
Awareness, Digital, Personal/Social.

¢ Certification: Official Youthpass certificates plus
Attendance Certificates with local authority
endorsement.

How to navigate this toolkit

A. Who this Toolkit is For

B. Why STARTArt (Project Overview): Context,
needs, objectives.

C. Programme at a Glance: How the project
was organised.

D. Activities: Selected sessions like Business
Model Canvas and Pitching.

E. Learning Recognition: The role the
Youthpass.
F. Impact: Evaluation and community
engagement.

Success conditions (quick checklist)

e Set clear learning objectives early.

o [Debrief every session using peer reviews
and feedback loops.

e Capture evidence (business plans, videos,
photos).

¢ Engage local stakeholders for the final event.

¢ Use digital platforms  for ongoing
collaboration.

STARTArt - Enterprise Your Creativity
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SECTION B: WHY STARTART (PROJECT OVERVIEW) gTARTArt

CONTEXT & VISION
What we're building
[ STARTArt was a youth learning lab where art-making met business acumen. Visual arts, performance, and
digital creativity were used to unlock entrepreneurial potential—then turned into viable business
— ventures and a public moment of contribution. It responded to high youth unemployment and limited
Y access to entrepreneurial education in the arts by proving that creativity can drive economic value.
-l .
0 The arc of the experience
(@) The Arc of the Experience The programme moved through three distinct phases:
-
1. Connecting & Foundations: 2. Co-create & Innovate: 3. Contribute
— lIcebreakers and team- — Participants used the — The group finalized business
building to foster trust; Business Model Canvas and plans and delivered a public
introduction  to  essential Lean Startup methods to "Celebratory Showcase" and
business tools (SWOT, PEST). generate and refine art-based pitch session to startup
business ideas, integrating incubators and the
sustainability and circular community.

economy principles.

Learning philosophy

Everything was rooted in non-formal, experiential learning: Do » Reflect » Apply. Daily "Circle Time" and
peer reviews kept the group growth-oriented; Youthpass anchored recognition so participants could explain
their new entrepreneurial and soft skills.

Where & when

Project Window: 01/01/2025 - 31/10/2025

APV (Leaders): Ruzomberok, Slovakia, 20-21 May 2025.

¢ Youth Exchange: 14-20 August 2025, 7 working days in Slovakia.

o Participants: 38 people (30 participants, 7 group leaders, 1 facilitator).

Problem analysis - why this matters now

+ The "Education-Market" Disconnect While the arts embody the essence of cultural heritage, traditional
arts education often fails to teach students how to use their talents for economic purposes. Young
creatives frequently lack the specific entrepreneurial capabilities needed to navigate the labor market ,
leaving a significant gap between their creative potential and their ability to generate a sustainable
livelihood.

+« Untapped Economic Potential The Cultural and Creative Industries (CCl) generate approximately 183
billion euros of economic value in Europe. However, the landscape remains uneven. In Slovakia, for
instance, only 3.1% of enterprises operate within the arts and performance sectors—one of the lowest
rates in Europe. STARTArt addressed this specific disparity by fostering a new generation of cultural
entrepreneurs capable of boosting this percentage.

¢ Youth Unemployment & Local Context The project responded to broader challenges of high youth
unemployment and social exclusion. In regions like Ruzomberok (the host city), which has shifted from
heavy industry to service-based economies, young people face distinct barriers to entry. By equipping
participants with skills for employability—particularly innovative thinking—the project provided a
concrete pathway to navigate a changing labor market.

« The Need for New Business Models The arts sector is ripe for innovation, yet it lacks models that merge
artistic expression with sustainable economic strategies. STARTArt identified that simply "making art" is
no longer enough; young people need to understand how to integrate sustainability and digitalization
into their business logic to create ventures that are not only culturally significant but economically

viable.
STARTArt - Enterprise Your Creativity - Co-funded by
Project Code: 2024-3-SK02-KA152-YOU-000287550 the European Union



SPECIFIC OBJECTIVES (SMART) —
How Success Was Defined A

1. Entrepreneurial Skills: Increase STARTArt
participant knowledge of entrepreneurial

skills by 25% (business models, marketing).

2. Soft Skills: Achieve a 30% increase in

communication, teamwork, and leadership

competencies.

3. Economic Value: Participants develop at

least five business ideas centred around art

by the end of the project.

HOW THESE WERE MEASURED
* Youthpass self-assessment and daily reflection sessions.
« Pre/post questionnaires.
* Audience feedback at the final showcase and pitch sessions.
* Evaluation of the quality of business plans and creative outputs.
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Approaches & Methods
Non-Formal & Experiential Learning
Everything in STARTArt is rooted in the cycle of Do » Reflect » Apply. We
move away from traditional lectures, utilizing interactive workshops,
gamification, and role-play to make business concepts accessible.

» From Theory to Action: Concepts like the Business Model Canvas are
not just taught; they are physically created and critiqued.

« Daily Reflection: "Circle Time" and peer reviews are used daily to
ensure continuous feedback, allowing participants to adapt their
learning in real-time.

A Scaffolded Journey

The programme is designed as a progressive arc:

1. Foundation: It begins with team building and soft skills to create
psychological safety.

2. Hard Skills: It moves into technical entrepreneurial tools (SWOT, PEST,
Canvas).

3. Innovation: |t challenges participants to integrate complex concepts
like the Circular Economy .

4. Real-World Application: It culminates in a high-stakes public showcase,
giving young people a real audience and stakeholders to engage with .

Participant-Centric Facilitation

Facilitators act as guides rather than teachers, fostering a culture of co-
creation. Participants are not passive recipients; they take on rotating
responsibilities (e.g., documenting daily learnings, leading warm-ups) and
actively co-develop the toolkit, ensuring the methods remain relevant to
youth needs.

Evidence & Recognition
Learning is made visible and tangible through multiple channels:
o Validation: Feedback from real-world experts (Startup Incubators) and
audience engagement at the Final Event.
e Outputs: Tangible creations including business plans, digital
marketing strategies, and video pitches.
e Certification: The Youthpass self-assessment and daily debrief notes
help participants translate their experience into recognized European
competencies.

STARTArt - Enterprise Your Creativity - Co-funded by
Project Code: 2024-3-SK02-KA152-YOU-000287550 the European Union
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SECTION C: STARTArt
PROGRAMME AT A GLANCE

DAY 1 — CONNECTING

Focus: Trust Building & Goal Setting
e Objectives: Build group cohesion and psychological safety; establish personal
learning goals.
o Key Activities:
Icebreakers: "2 Truths and 1 Lie" and "Speed Networking" to break down barriers.
Youthpass ntro: Introducing the reflection tool immediately to track growth from
day one.
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DAY 2 — BUSINESS TOOLS

Focus: Strategic Foundations

o Objectives: Understand the landscape of business planning and how
art can be an economic driver.

« Key Activities:

The Business Doctor: Learning essential entrepreneurial tools (SWOT, PEST,

SMART Goals) to diagnose business viability.

Art in Business: Brainstorming sessions on leveraging artistic talent for

economic value.

DAY 3 — BUSINESS IDEA GENERATION

Focus: Structure & Strategy

e« Objectives: Structure creative abstract ideas into viable business
models; understand market positioning.

¢ Key Activities:

Canvas Your Art: A workshop on the Business Model Canvas guiding

participants through value propositions and revenue streams.

Branding & Marketing: Sessions on digital marketing strategies to position

artistic concepts.

DAY 4 — CIRCULAR ECONOMY & LEAN STARTUP

Focus: Sustainability & Innovation
e Objectives: Integrate sustainability into business logic; learn to pivot
and prototype quickly.
o Key Activities:
Green Art Challenge: Exploring circular economy principles to create eco-
friendly business models.
Lean Startup Scenarios: Teaching rapid

STARTArt - Enterprise Your Creativity - Co-funded by
Project Code: 2024-3-SK02-KA152-YOU-000287550 the European Union
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SECTION C: STARTArt
PROGRAMME AT A GLANCE

DAY 5 — BUSINESS PLAN & PITCHING

Focus: Refine & Prepare
e Objectives: Develop comprehensive plans and hone public speaking
confidence.
o Key Activities:
The Perfect Pitch: A workshop on persuasion techniques and storytelling.
Peer Reviews: Mock presentations where participants critique and refine each
other's work.
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DAY 6 — BUSINESS IDEA FINALIZATION

Focus: Validation

o Objectives: Polish ideas based on professional standards and real-world

feedback.

o Key Activities:

Incubator Pitch: Participants pitch finalized ideas to a Startup Incubator (or
external experts) for professional feedback.

Integration: Reflection sessions to integrate this real-world advice before
the public reveal.

DAY 7 — CELEBRATORY SHOWCASE

Focus: Go Public
e Objectives: Test networking and presentation skills in a real-world
setting.

o Key Activities:

Community Event: Participants present their business ideas to local
stakeholders, potential investors, and the general public.

Networking: Engaging directly with the community to test the viability of
their concepts.

DAY 8 — FAREWELL REFLECTIONS
Focus: Consolidation

e Objectives: Articulate competence growth and plan for the future.

+ Key Activities:
Youthpass Finalization: Documenting specific skills learned
(Entrepreneurship, Digital, Cultural).
Future Collaborations: Planning follow-up projects and local
implementations.

STARTArt - Enterprise Your Creativity Co-funded by
Project Code: 2024-3-SK02-KA152-YOU-000287550 the European Union
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HOW TO USE THIS TOOLKIT STARTArt

What this gives you

A set of field-tested, non-formal education sessions from the STARTArt Youth Exchange—designed so
educators and youth workers can equip young creatives with entrepreneurial skills. Each activity includes
steps, timings, digital tool recommmendations (Miro, Trello, Canva), debrief prompts, inclusion adaptations,
sustainability notes, Youthpass mapping, and evidence capture notes.

Quick start (3 steps)

1.Pick your arc — Choose specific modules that match your context, from the "Business Tools" foundation
to "Circular Economy" innovation, or run the full flow from team building to the "Celebratory Showcase."

2.Prep light — Set up your digital collaborative spaces (Slack, Google Drive), gather eco-friendly workshop
materials, and confirm access to a commmunity venue for the final pitch event.

3.Run » Reflect » Recognise — Deliver the session, debrief using peer reviews and "Circle Time," then log
competence growth toward Youthpass.
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Replication characters

e Low barrier: Uses accessible digital platforms and flexible indoor spaces; minimizes heavy theory in favor
of experiential learning like role-play and brainstorming.

o Adaptable: Methods are tested across seven cultural contexts (Slovakia, Austria, Greece, Ukraine, Italy,
Spain) and can be scaled for local workshops or international camps.

¢ Recognisable: Every activity maps to key competencies—specifically Entrepreneurship, Cultural
Awareness, and Personal/Social skills—so learning is validated via Youthpass and Attendance Certificates.

Customising your programme

« Time: Most sessions fit into standard workshop blocks (90-120 mins). The full exchange runs for 7 working
days, but modules like "Business Model Canvas" or "Lean Startup" can be run as standalone intensives.

e Group Size: Designed for around 30-40 participants. Split larger groups into multicultural teams for
business planning and pitching exercises to ensure diversity of thought.

e Setting: Requires flexible indoor rooms for digital and creative work, plus access to local startup
incubators or community spaces for real-world validation and the final showcase.

¢ Inclusion: Pre-identify barriers (economic, geographical, social). Use the toolkit's strategies for creating
safe spaces—especially for participants facing discrimination or instability—and utilize mentorship and
buddy systems to ensure active participation.

Evidence & recognition

o Before/After: Pre- and post-questionnaires targeting a 25% increase in entrepreneurial skills and 30% in
soft skills.

e During: Business Model Canvases, digital marketing plans, video pitches, and photos of prototypes or
artistic outputs.

e After: Youthpass self-assessment, Attendance Certificates with local authority endorsement, and
audience feedback from the public showcase.

STARTArt - Enterprise Your Creativity
Project Code: 2024-3-SK02-KA152-YOU-000287550

Co-funded by
the European Union




SECTION D: ACTIVITY SHEETS IN PHASES A

PHASE 1. CONNECTION AND FOUNDATIONS

ACTIVITY SHEET - ICEBREAKERS & SPEED NETWORKING STARTArt

Purpose

To break down initial barriers, foster psychological safety, and rapidly build connections among a diverse
group of participants. By using gamified introductions like "2 Truths and 1 Lie" and structured "Speed
Networking," the session sets the tone for a collaborative, non-hierarchical learning environment essential
for the week ahead.

Time
90 minutes (15' Intro » 30' 2 Truths » 30' Speed Networking - 15' Debrief)
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Group
Whole group (approx. 38 people), moving freely and then forming concentric circles.

Materials

Name tags, upbeat background music, timer/bell,
"Topic Cards" or a slide deck for speed networking
prompts.

Setup

¢ Open Space: Clear chairs to the side to allow free
movement.

e Audio: Sound system ready for background
music.

e Circles: For the second half, arrange space for
two large concentric circles (inner facing out,
outer facing in).

Steps

1.Frame the Space (10'): Welcome participants. Establish that
this is a safe space for experimentation and making mistakes.

2.Truths and 1 Lie (30'):

Participants write down 3 statements about themselves (2 true,
1 false) on their name tags or a piece of paper. Facilitator Note:
Encourage sharing culturally unique or artistic facts (e.g., "l play
the ukulele," "l have a pet pig," "l run a graphic design blog").

In small mixed groups of 4-5, they share their statements. The
group votes on the lie.

Rotate groups once if time permits.

3. Speed Networking (30'):
e Form two concentric circles (inner circle faces out, outer
circle faces in).
e Participants have 2 minutes to discuss a specific prompt
given by the facilitator.
o When the bell rings/music starts, the outer circle rotates one
step to the right to meet a new partner.
Prompts:
m "What is your favorite art form and why?"
» "|f you started a business tomorrow, what would it be?"
= "One thing from your culture you want everyone to know."
m "A fear you have about this week." 4. Debrief (15'): Gather in
a plenary circle to close the session.

.'.I R

STARTArt - Enterprise Your Creativity - Co-funded by
Project Code: 2024-3-SK02-KA152-YOU-000287550 the European Union
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Debrief STARTATrt

¢ What is one surprising thing you learned about someone from a different country?
¢ Did you find any commmon "fears" or "hopes" regarding entrepreneurship?
¢ How did it feel to share your artistic passion with a stranger?

Inclusion adaptations

¢ Language: Provide the speed networking prompts on visual cards or a large screen for those with
lower English proficiency.

¢ Introverts: Allow a "pass" option or provide written prompts to ease social pressure.

¢ Mobility: Ensure the rotation in speed networking is accessible; if standing is difficult, use two rows of
facing chairs.
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Green tips

o Use reusable name tags or recycled paper/cardboard.
e Project prompts digitally to avoid printing "Topic
Cards."

Risks & safeguarding

¢ Anxiety: Some participants may feel overwhelmed

by rapid social interaction. Monitor the room and i b
allow people to step out if needed. HALAKA ws
e Cultural Insensitivity: Briefly set ground rules about W L
respectful listening before starting. TR m Y|
w oy
Youthpass mapping s s
1[I Sk
i W% =
« Personal, Social & Learning to Learn: Overcoming 8 ) st PR
social anxiety, active listening, building trust. : e 3, §
« Multilingual: Communicating in a foreign language o . o
in a social setting. ; - 5"..;"%_-
e Cultural Awareness & Expression: Initial exposure to A TIBIN L..Ik )
diverse cultural backgrounds. g | B KX | R
7 o w1 4B (MK

Evidence capture

e Photos of the concentric circles (dynamic interaction).

¢ A "Harvest Wall" where participants stick post-it notes
with the most interesting fact they learned about
someone else.

Replication notes

e Budget: Very low (zero cost if using digital prompts).

e Online Variant: Use Zoom Breakout Rooms for "Speed
Networking" (randomized pairs, 3 minutes each). Use a
digital whiteboard (Miro) for "2 Truths and 1 Lie" where
participants vote with digital dots.

STARTArt - Enterprise Your Creativity
Project Code: 2024-3-SK02-KA152-YOU-000287550

Co-funded by
the European Union




ACTIVITY SHEET - MY YOUTHPASS, MY LEARNING GOALS A
Purpose STARTArt

To introduce the Youthpass competence framework immediately, shifting the
focus from "just fun" to conscious professional development. By establishing
specific learning intentions on Day 1, participants are empowered to track their
own growth in entrepreneurial and soft skills throughout the exchange.

Time
60 minutes

Group
Individual reflection » Small peer groups (Buddies). Materials

TOOLKIT

Materials

"Key Competences" posters (visual icons for the 8 Youthpass competences).
Personal notebooks/journals (one per participant).

Pens/Markers.

Optional: Sticky notes for the "Competence Walk."

Setup

« Prioritise scrap/reused paper; avoid plastic glitter; share paint trays.
¢ Photograph artifacts instead of laminating; reuse displays at final event.

Risks & safeguarding

e Competence Stations: Place posters of the 8 Key Competences around the room (eg.,
Entrepreneurship, Digital, Cultural Awareness) to create distinct stations.
¢ Circle: Chairs arranged for a closing plenary.

Steps

1. The "Why" of Recognition (10'): Explain that Youthpass translates "fun experiences" into
"employable skills" Frame the week not just as an art camp, but as a professional development
opportunity.

2. Competence Walk (15'):
e Ask participants to walk around the room and read the competence definitions.
e Prompt 1: Stand by the competence you feel strongest in. (Brief share with a neighbor).
¢ Prompt 2: Move to the competence you want to improve the most this week. (Brief share).

3. Goal Setting (20'):
o Individually, participants open their journals.
e They must write down 3 SMART goals for the week (Specific, Measurable, Achievable, Relevant,
Time-bound).
¢ Example: "l want to pitch my idea without looking at my notes," or "l want to learn 3 new digital
marketing tools."

4. Buddy System (10'):
e Participants pair up with a "Learning Buddy" (ideally from a different country).
¢ They share their goals with their buddy. They will check in with this person daily to hold each other
accountable.

5. Closing (5'): Emphasize that reflection will happen daily during "Circle Time" and that these journals
are their evidence for the final certificate.

STARTArt - Enterprise Your Creativity - Co-funded by
Project Code: 2024-3-SK02-KA152-YOU-000287550 the European Union
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STARTArt

Debrief

¢ Which competence feels most difficult to measure? Why?
¢ How can we support each other in achieving these goals?
e Why is "Learning to Learn" important for an entrepreneur?

Youthpass — More than a paper!

UL HERSS
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Inclusion adaptations

¢ Visual Learners: Use icons and simple keywords on the competence posters rather
than dense text blocks.

e Language Support: Allow "Buddies" to be from the same language group if a
participant has very low English proficiency, to ensure they deeply understand the
goal-setting process.

¢ Neurodiversity: Provide a quiet corner for the journaling phase if the main room
becomes too noisy.

Green tips

o Encourage the use of digital journals on phones/tablets instead of paper notebooks.
¢ Reuse the Competence Posters for the daily "Circle Time" reflections throughout the week.

Risks & safeguarding

¢ Overwhelm: Some participants may feel intimidated by "professional" or "EU"
terminology. Reassure them that all growth counts, even small steps, and keep
definitions simple.

e« Comparison: Remind the group that this is a self-assessment, not a competition.

Youthpass mapping

« Personal, Social & Learning to Learn: Self-regulation, goal setting, managing one's
own learning journey.

o Entrepreneurship: Taking initiative to define one's own success criteria.

¢ Multilingual: discussing complex concepts (goals) in a foreign language.

Evidence capture

e Photos of participants standing at different "Competence Stations."
¢ Anonymized photos of sample "SMART Goals" from notebooks (with consent).

Replication notes

¢ Budget: Low (printing posters + notebooks).
¢ Online Variant: Use a Miro board with "Competence Islands." Participants move
their avatars to the islands. Use Breakout Rooms for the Buddy System sharing.

STARTArt - Enterprise Your Creativity - Co-funded by
Project Code: 2024-3-SK02-KA152-YOU-000287550 the European Union
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STARTArt

ACTIVITY SHEET - OWNING THE FOUNDATIONS: BUSINESS TOOLS IN HAND

Purpose

To equip participants with essential "hard skills" for strategic analysis. By framing the session as a
"Business Diagnosis," participants learn to assess the internal health (SWOT) and external environment
(PEST) of a creative project. This session bridges the gap between artistic intuition and structured

business planning.

Time

90 minutes (15' Intro » 30' Analysis » 20' Goal Setting -» 20' Presentations » 5' Debrief)

Group

5international teams (mixed nationalities/backgrounds) to ensure diverse perspectives on the analysis.

Materials

Flipchart paper (2 sheets per team).

Markers (Red, Green, Black, Blue).

"Case Study" cards (prepared in advance by the facilitator).
Optional: Sticky notes.

Setup

e Work Stations: Arrange 5 tables with materials.

o Visual Guides: Display a poster defining SWOT (Strengths,
Weaknesses, Opportunities, Threats) and PEST (Political,
Economic, Social, Technological) for reference.

Steps

1.The "Business Doctor" Intro (15'):

e Frame the activity: "Before you build a business, you must
diagnose the patient."

¢ Briefly explain the tools:

1. SWOT: Internal factors (what we are good/bad at) + External

factors (what the market offers).

2. PEST: The macro-environment that affects art (e.g., funding

cuts = Political; TikTok trends = Social).
2. Case Study Analysis (30'):

e Give each team a fictional "Patient" (e.g., "A traditional
pottery studio struggling to sell online" or "A breakdance
crew looking for corporate sponsorship").

e Phase 1: Teams draw a SWOT matrix on flipchart paper and
map the patient's current state.

e Phase 2: Teams perform a quick PEST analysis to identify
external risks or trends affecting the patient.

3. The Prescription (20'):

e Based on the diagnosis, teams must draft 3 SMART Goals
(Specific, Measurable, Achievable, Relevant, Time-bound) to
"save" or grow the business.

e Example: "Increase Instagram followers by 20% within 3
months by posting daily reels."

4. Ward Rounds (20'):

e Teams present their "Diagnosis" and "Prescription" to the
group.

e The facilitator (or other groups) gives feedback on whether
the goals are truly SMART.

5. Debrief (5'): Quick check-out circle.

STARTArt - Enterprise Your Creativity
Project Code: 2024-3-SK02-KA152-YOU-000287550

Co-funded by
the European Union
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Debrief STARTATrt

e Which was harder to identify: internal weaknesses or external threats?
e How can a "Threat" (e.g., Al art) be turned into an "Opportunity" using creativity?
e Why is it important for an artist to think about "Political" or "Economic" factors?

Inclusion adaptations

« Visual Thinking: Encourage teams to use symbols or drawings within the SWOT quadrants instead of
just text (e.g., a "storm cloud" for Threats).

+ Mixed Abilities: Ensure teams have a mix of "analytical' and "creative" thinkers so peer learning
happens naturally.

« Simplified Tools: For younger or less experienced groups, focus only on SWOT and drop PEST.

Green tips

e Challenge teams to include Sustainability as a specific
"Opportunity" or "Strength" in their analysis.
e Use digital flipcharts (projected tablets) or recycled paper.

Risks & safeguarding

o Boredom: Business theory can feel dry. Keep the "Doctor"
metaphor alive and keep the pace fast to maintain energy.

e Complexity: PEST analysis can be abstract. Provide a "Cheat
Sheet" with examples of Political, Economic, Social, and
Technological factors relevant to the arts.

Youthpass mapping STARTArt:.
o Entrepreneurship: Strategic thinking, planning, PEST Anahsys

analyzing context, setting goals.

e Literacy: Analyzing complex information and 0 nds
synthesizing it into actionable steps. ‘n seco

e Personal, Social & Learning to Learn: Critical
thinking and problem-solving.

Co-funded by \ Erasmus+
Evidence capture

e Photos of the SWOT flipcharts.
e A written record of the SMART goals created by each

team.
STAR Thrt

Replication notes

e Budget: Low (consumables only).

¢ Online Variant: Use a Miro or Mural board with pre-
made SWOT/PEST templates. Use Breakout Rooms for
the team analysis.

¢ Local Adaptation: Use real local news stories as the
"PEST" context to make it relevant to the participants'
actual environment.

STARTArt - Enterprise Your Creativity
Project Code: 2024-3-SK02-KA152-YOU-000287550

Co-funded by
the European Union




PHASE 2. IDEATION AND INNOVATION
ACTIVITY SHEET - THE ART BUSINESS CANVAS A

PURPOSE STARTATrt

To transition from abstract creative ideas to structured business models.
Participants adapt the traditional Business Model Canvas (BMC) specifically for
artistic ventures. By visualizing the 9 building blocks of a business (e.g., Value
Proposition, Revenue Streams), participants learn that structure does not Kkill
creativity—it protects it.

Time

120 minutes (15' Intro » 15' Selection » 60' Creation » 20' Gallery Walk » 10' Debrief)
Group

Small mixed teams (4-5 people). Note: Keep teams from the previous "Art in
Business" session if they have bonded, or mix them up to spark new ideas.

Materials

e Large Al or AO prints of the Business Model Canvas (or drawn on flipcharts).

e "Art Supplies" for the canvas: Old magazines for collage, paints, colored markers,
fabric scraps, glue.

e Sticky notes.

¢ "BMC Cheat Sheets" (explaining the 9 blocks in simple language).

Setup

« Creation Stations: Large tables with materials in the center to encourage collaboration.
o Gallery Walls: Clear wall space to hang the large canvases later for the walk.

Steps

1. Demystify the Canvas (15'):
¢ Explain the BMC not as a "form to fill out," but as a "map of your project."
¢ Walk through the 9 blocks using a famous creative example (e.g., Spotify or Cirque du Soleil ).
¢ Key Question: "Who is it for?" (Customer) and "Why do they care?" (Value Proposition).

2. Select the Idea (15'):
¢ Teams choose one viable idea from the previous "Art in Business" brainstorming session.
e They must agree on the core concept before starting.

3. Visualizing the Model (60'):
¢ The Challenge: Teams must create their canvas using visuals as much as possible, not just text.
e Value Proposition: Use collage to show the emotion the art creates.
o Customer Segments: Draw the "Avatar" of their typical audience member.
e Revenue Streams: Use symbols to show how money flows in.

4. The Gallery Walk (20'):
¢ Hang the canvases on the wall.
¢ One person from each team stays as the "Guide" to explain. The rest rotate to other posters.
« Visiting teams leave feedback on sticky notes using the "l like /| wish /| wonder" method.

5. Debrief (10'):
e Regroup and discuss the feedback received.

STARTArt - Enterprise Your Creativity - Co-funded by
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Debrief STARTATrt

¢ Which block was the hardest to define? (Often "Revenue" for artists).
¢ How did making the canvas visual change how you see the business?
¢ Did you discover a new "Customer Segment" during the Gallery Walk?

Inclusion adaptations

o Language Barriers: The requirement to use collage/drawings is a built-in adaptation. It allows
participants to express complex business concepts (like "community feeling") without needing perfect
English vocabulary.

¢ Complexity: For younger groups, use a simplified 4-box canvas: Who? (Customer), What? (Value),
How? (Process), How Much? (Money).
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Green tips

e Challenge teams to add a "Green Line" to their canvas: How
does this business impact the planet? (e.g., in Key Resources
or Cost Structure).

e Use waste paper and recycled magazines for the collage
elements.

WAE<

Risks & safeguarding

T ——

A

e Conflict: Teams may disagree on the '"vision." Encourage
voting or splitting the team if ideas diverge too much.

e Overthinking: Participants might get stuck on "doing it
right." Remind them this is a prototype , not a final exam.

=)

&

Youthpass mapping

o Entrepreneurship: Planning, financial literacy,
analyzing market fit, valuing ideas.

e Cultural Awareness & Expression: Understanding
different cultural markets and audiences.

+ Personal, Social & Learning to Learn: Negotiating
and collaborating within a team.

Evidence capture

e High-resolution photos of the finished Art Business
Canvases.
¢ A photo of the "Gallery Walk" interaction.

Replication notes

e Budget: Low-Medium (printing large canvases + art
supplies).

e Online Variant: Use a collaborative whiteboard
(Miro/Mural) with a BMC template. Participants drag
and drop images/icons instead of collage.

¢ Annex: See Annex 1 for a "Creative Business Model
Canvas" template.

STARTArt - Enterprise Your Creativity
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STARTArt
ACTIVITY SHEET - BRANDING & DIGITAL MARKETING

Purpose

To equip young creatives with the digital skills needed to position and promote their artistic concepts.
Led by someone with experience in digital entrepreneurship, this session moves beyond simple logo
design to explore "Brand Identity" and "Digital Storytelling." Participants learn how to communicate the
value of their art to specific audiences online.

Time
90 minutes (15' Intro » 30' Brand Identity » 30' Content Creation » 15' Showcase & Debrief)

Group
Small teams (continuing with the business ideas from the previous Canvas session).

-
N4
-
O
O
-

Materials

e Smartphones (at least one per team).

o A4 paper & markers (for logo sketching).

e "Persona Cards" (descriptions of target audiences, e.g.,
"The Eco-Conscious Gen Z," "The High-End Art Collector").

o Optional: Access to Canva (free version) on tablets/laptops.

Setup

e Tech Stations: Tables arranged to allow teams to huddle
around a device.

e Projection: Screen available to show examples of
good/bad artist branding.

Steps

1. Brand vs. Business (15'):
e Short input: "A business sells things; a brand tells a story."
e Show examples of artists with strong personal brands (visual
style, tone of voice, values).
e Explain the "Golden Circle": Why do you do it? How do you
do it? What do you do?
2. Identity Workshop (30'):
e Teams define the Brand Identity for the business idea
created in the Canvas session.
¢ Name: Catchy and relevant.
e Visuals: Sketch a rough logo or choose a color palette.
o Tone: Are we serious/luxury or fun/accessible?
3 Digital Campaign Role-Play (30'):
Teams receive a "Persona Card" (their target audience).
e The Challenge: Create one piece of digital content targeting
that persona.
e Option A (Visual): Design an Instagram post (sketch or
Canva) announcing a launch.
e Option B (Video): Film a 30-second "Story" or "Reel"
introducing the artist/product.
4. Mini-Showcase (15'):
¢ Teams present their content.
e The group gives feedback: "Did this speak to the specific
Persona?"

STARTArt - Enterprise Your Creativity - Co-funded by
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STARTArt

Debrief

¢ How did changing the "Persona" change the way you spoke about your art?
o Isit difficult to "sell" yourself without feeling fake? How do we stay authentic?
¢ Why is digital presence crucial for a modern artist?

Inclusion adaptations

+ Digital Divide: Ensure every team has at least one person comfortable with
smartphones/apps. If devices are scarce, focus entirely on paper prototyping
(drawing the Instagram interface).

o Language: Visual storytelling (photos/videos) transcends language barriers.
Encourage teams to use music or visuals rather than heavy text.

Green tips

« Discuss "Digital Carbon Footprint" : Remind participants that servers use energy. Encourage
efficient web design and mindful posting over "spamming."
¢ Promote "Green Hosting" as a branding choice for sustainable art businesses.

Risks & safeguarding

e Privacy: If filming "Stories" on personal phones, clarify that these are for the
workshop only and should not be posted publicly without full group consent.

e Cyber Safety: Briefly touch upon separating personal profiles from professional
business profiles.

Youthpass mapping

+ Digital Competence: Creating digital content, understanding social media strategy.
e Cultural Awareness & Expression: Coomnmunicating artistic value to diverse audiences.
« Entrepreneurship: Marketing, strategic communication.

Evidence capture

e Screenshots or files of the digital content created (posts/videos).
e Photos of the "Brand Identity" sketches.

Replication notes

e Budget: Low (free apps).

e Online Variant: Use Canva's collaboration feature. Teams work in the same digital file to build a
"Brand Kit" in real-time.

« Facilitator Note: This session works best if led by someone with actual social media experience.

STARTArt - Enterprise Your Creativity - Co-funded by
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ACTIVITY SHEET - LEAN STARTUP & RAPID PROTOTYPING

Purpose

Purpose To teach agility and the art of "failing fast." Instead of spending months building a perfect
product, participants learn the Lean Startup methodology: Build, Measure, Learn. Through scenario-
based learning, teams create a "Minimum Viable Product" (MVP) and must immediately adapt it based on
simulated market feedback, curing the perfectionism that often paralyzes artists.

Time
90 minutes (10' Intro » 30' Build MVP » 20' The Market Shock » 20' Pivot & Iterate -» 10' Debrief)

Group
Small teams (continuing with their business ideas).
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Materials

e "Prototyping Kit": LEGO bricks, play-dough, pipe cleaners,
cardboard, tape, markers.

e "Scenario Cards" (The Market Shocks) prepared by the
facilitator (e.g., "A competitor launched the same thing for
half price," "New laws ban your main material," "Your target
audience has shifted to TikTok").

Setup

e The Lab: Tables cleared for building.
e Timer: Visible to everyone to create time pressure
(essential for rapid prototyping).

Steps

1.The MVP Concept (10'):
e Explain MVP (Minimum Viable Product): The smallest thing
you can build to test your idea.
e Artist Analogy: It's a sketch, not the final oil painting.
¢ Motto: "Don't fall in love with your first solution."

2. Rapid Build (30'):

e Teams have strictly 30 minutes to build a physical
representation of their business idea using the materials
provided.

e It doesn't need to work; it needs to show how it works (e.g., a
cardboard app interface, a LEGO stage design, a storyboard
of a service).

3. The Market Shock (20'):
e The Twist: Just as teams finish, the facilitator hands each
team a random "Scenario Card."
¢ Example: "Budget cuts! You lost 50% of your funding."
e Teams must immediately discuss how this impacts their
prototype. Is their business dead, or can they change?

4. Pivot & Iterate (20'):
e Teams modify their prototype to survive the shock. This is
the Pivot .
e They present the "Before" and "After" to a neighboring team
for feedback.

STARTArt - Enterprise Your Creativity
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Debrief STARTATrt

¢ How did it feel when the "Market Shock" hit? (Frustrated? Excited?)
e Why is it better to test a rough prototype than a finished product?
e« How does this apply to your artistic practice? (e.g., showing drafts to mentors).

Inclusion adaptations

¢ Tactile Learning: Using LECO and play-dough engages kinesthetic learners and removes language
barriers often present in written business planning.

+ Low-Stakes Environment: Emphasize that the goal is speed , not beauty. This reduces anxiety for
those who feel they "can't draw/build."

Green tips

¢ Use "found objects" from the room or reusable prototyping
kits (LEGO) rather than single-use paper/cardboard that gets
thrown away.

o Digital Option: Prototype an app interface using paper
sketches (low energy) rather than coding.

Risks & safeguarding

¢ Frustration: Creatives are often perfectionists. The "Market
Shock" can be annoying. Frame it as a game: "The market is
a game, and the rules just changed."

e Resource Guarding: Ensure teams share materials
equitably.

Youthpass mapping

« Entrepreneurship: Agility, managing uncertainty, risk
management, pivoting.

« Personal, Social & Learning to Learn: Resilience,
handling failure constructively.

« Digital Competence: Understanding user experience
(UX) design principles (if prototyping apps).

Evidence capture

o "Before and After" photos of the prototypes.
¢ A short video clip of teams explaining their "Pivot"
(how they solved the problem).

Replication notes

¢ Budget: Low-Medium (reusable building blocks).

¢ Online Variant: Use a digital whiteboard. The "Prototype" is
a wireframe or drawing. The "Shock" is delivered via chat
message.

+ Scenario Examples: O Tech: "The internet goes down. How
does your service work offline?" O Social: "Your main venue
just closed down." O Economic: "Inflation raised your costs
by 30%."

STARTArt - Enterprise Your Creativity
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ACTIVITY SHEET - BUSINESS PLAN DEVELOPMENT
PURPOSE STARTArt

Purpose To consolidate the creative work from the previous days into a cohesive,
simplified business plan. Led by the Slovak team (the hosts), this session bridges
the gap between a visual canvas and a structured document. It prepares
participants for the scrutiny of real-world stakeholders by asking the tough
questions about finance, operations, and timelines.

Time

PHASE 3. APPLICATION AND PRESENTATION g

90 minutes (10' Intro » 60' Drafting » 20' Peer Review)

Group
Small teams (finalizing their main business idea).

TOOLKIT

Materials

e "One-Page Business Plan" templates (printed A3 or digital).

e Calculators (phones are fine).

e Sample "Cost Cards" (e.g., Average rent for a studio, Cost of website hosting) to help
with realistic budgeting.

Setup

¢ Quiet Work Zones: Teams need focus time now. Separate tables to minimize noise.
+ Resource Desk: A central table with the "Cost Cards" and facilitator support.

Steps

1.The "One-Pager" Intro (10'):
¢ Explain that investors rarely read 50-page documents initially. They want a "One-Pager."
e Introduce the template sections: Executive Summary , Product/Service , Market Analysis ,
Marketing Strategy, Financial Plan (Budget).

2. Drafting the Plan (60'):
e Teams translate their colorful Business Model Canvas into text and numbers.
e The Financial Reality Check: Teams must estimate their "Startup Costs" (what they need to buy to
start) and "Monthly Expenses."
¢ Facilitator Role: Circulate and challenge their assumptions. ("ls €50 really enough for marketing?")

3. Peer Review (20'):

e Teams swap plans with a neighboring table.

e The "Red Pen" Exercise: The reviewing team acts as a "skeptical bank manager." They must circle
any part of the plan that is unclear or unrealistic.

e Teams receive their red-lined plans back to refine later.

STARTArt - Enterprise Your Creativity - Co-funded by
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¢ What was the hardest number to estimate?
e How did it feel to have your "baby" critiqued by another team?
¢ Why is a written plan different from a visual canvas?

Inclusion adaptations

« Math Anxiety: Many artists fear numbers. Provide pre-filled "Budget Templates" where they only need
to plug in quantities, or assign a "Treasurer" role to the team member most comfortable with math.

¢ Language: Allow the draft to be written in bullet points or keywords rather than full paragraphs to
reduce linguistic load.
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Green tips

« Paperless Planning: Encourage teams to type directly into a
shared Google Doc or Canva template to save paper and
allow easy editing.

« Sustainable Finance: Ask teams to budget for "Green Costs"
(e.g., eco-packaging, carbon offsets) or show how
sustainability saves money (e.g., lower energy bills).

Risks & safeguarding

e Conflict: Money conversations can cause tension. Remind
teams that this is a hypothetical exercise to learn the skills,
not a binding contract.

¢ Overwhelm: The transition from "fun creativity" to "serious
finance" can be jarring. Keep the tone supportive and
emphasize that estimates are fine at this stage.

Youthpass mapping

o« Entrepreneurship: Financial literacy, resource
management, strategic planning.

« Mathematical Competence: Budgeting, estimating
costs, understanding profit margins.

¢ Literacy: Writing professional business summaries.

Evidence capture

e A photo of the teams deep in focus (the "serious
work" shot).
¢ Digital copies or photos of the "One-Page Plans."

Replication notes

¢ Budget: Low (printing templates).

¢ Online Variant: Use a collaborative document editor
(Google Docs/Notion). The "Peer Review" happens via
comments/suggestions mode.

e Template: See Annex 3 (implied) for a One-Page
Business Plan structure.
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STARTArt
ACTIVITY SHEET - PITCH PERFECT (PREPARATION WORKSHOP)

Purpose

Purpose To build public speaking confidence and teach the art of persuasion. Led by the Norwegian team
(experts in presentation), this session moves participants away from '"reading a script" to "telling a
compelling story." Using mock presentations and peer reviews, participants hone their body language,
vocal delivery, and clarity before facing real stakeholders.

Time
120 minutes (20' Intro » 45' Rehearsal » 25' Peer Feedback » 30' Mock Incubator)

Group
Small teams (presenting their specific business idea).
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Materials

"Pitch Structure" cards (Hook, Problem, Solution, Model,
Ask).

Stopwatch/Timer (essential for discipline).

Video recording devices (smartphones) for self-review.

A "Stage" area (marked on the floor with tape).

Setup

o The Stage: Clear a specific area to be the "stage." Stepping
onto it should feel significant.

e Audience: Arrange chairs in rows to simulate a formal
pitch environment.

Steps

1. Storytelling vs. Selling (20'):
¢ Workshop on the anatomy of a great pitch.

e The Hook: Grab attention in 10 seconds.

e The Narrative: Don't just list features; tell the story of the
customer .

e The Ask: Be clear about what you need (money, partners,
space).

2. Script & Rehearse (45'):

e Teams draft their 3-minute pitch .

e Role Division: Assign roles (The Orator, The Tech Support,
The Visualizer). Everyone must have a role, even if non-
verbal.

e Self-Correction: Teams record themselves on a phone and
watch it back immediately to spot ticks or mumbling.

3. Peer Feedback Loop (25'):
e Teams pair up. Team A performs for Team B.
e Feedback Sandwich: Team B gives feedback: 1 Positive
thing, 1 Critical improvement, 1 Positive encouragement.
e Swap roles.

4. The Mock Incubator (30'):
e Final performances in front of the whole group.
e Facilitators act as "Angel Investors," asking 1-2 tough
guestions after each pitch to test resilience.

STARTArt - Enterprise Your Creativity - Co-funded by
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Debrief

o How did it feel to ask for support/money?
¢ What story made you care the most about another team's product?
e How did your body language change when you felt confident vs. unsure?

TOOLKIT

Inclusion adaptations

¢ Language Support: Allow participants to use cue cards with key phrases.
Encourage "visual pitching" (using props or slides) to reduce reliance on perfect
verbal fluency.

« Anxiety: For those with severe stage fright, allow them to pre-record their pitch
section or take a non-speaking role (e.g., holding the prototype and demonstrating
it).

Green tips

« Digital Visuals: Use projected slides instead of printing handouts for the audience.
¢ Content: Encourage teams to include their "Sustainability Impact" as a key selling point in the
pitch script.

Risks & safeguarding

o Performance Anxiety: Public speaking is a top fear. Keep the atmosphere
supportive. Applause is mandatory after every attempt.

o Harsh Feedback: Monitor peer reviews to ensure criticism is constructive, not
destructive.

Youthpass mapping

o Entrepreneurship: Persuasion, selling a vision, professional communication.
¢ Personal, Social & Learning to Learn: Confidence, resilience, managing stress.
« Cultural Awareness & Expression: Using storytelling techniques from different cultures.

Evidence capture

¢ Video clips of the final "Mock Incubator" pitches (great for the final project video).
e Photos of the "Feedback Sandwich" sessions.

Replication notes

e Budget: Low (no special materials needed).

e Online Variant: Use screen sharing for slides. "Eye contact" means looking at the camera lens. Use
breakout rooms for the peer feedback loop.

« Facilitator Note: Be strict with time (3 minutes max). This constraint forces clarity.
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ACTIVITY SHEET - THE INCUBATOR CHALLENGE (VALIDATION) A
PURPOSE STARTArt

To validate business concepts in a real-world setting. This session takes participants
out of the 'classroom bubble" and places them in front of professional
stakeholders. By pitching to a local start-up or incubator hub, participants receive
professional, constructive criticism that validates their ideas and refines their
strategies before the public showcase.

Time

120 minutes (15' Welcome & Context » 60' Pitch Rounds » 30' Feedback & Q&A - 15'
Debrief)

Group
Small teams (presenting their finalized business idea).

Materials

Projector/Screen for digital presentations.

"Feedback Forms" for the jury (simple criteria: Innovation, Feasibility, Presentation).
Notepads for participants to record feedback.

Optional: Business cards (mock or real) to practice networking.

Setup

¢ The Boardroom: Set up a formal table for the "Jury" (Incubator representatives) facing the presentation area.
+ Tech Check: Ensure all slides/videos are loaded and tested beforehand.

Steps

1. Welcome & Context (15'):
¢ Introduce the guest experts from the Start-up Incubator .
¢ Frame the session: "This is a safe space to fail, but a real space to learn. Treat this like a professional
meeting."

2. Pitch Rounds (60'):
¢ Each team has 5 minutes to pitch their idea, followed by 3 minutes of Q&A from the jury.
¢ The Rules: Strict timekeeping. No interruptions during the pitch.
e Focus: The jury focuses on "Feasibility" (Can this actually work?) and "Scalability" (Can it grow?).

3. Feedback & Q&A (30'):
o After all pitches, the jury gives general feedback to the whole group (trends they saw, common
mistakes).
« Open floor for participants to ask the experts about the startup ecosystem in Slovakia/Europe.

4. Debrief (15'):
o After the guests leave, gather the group to process the experience.
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¢ What was the most surprising piece of feedback you received?
¢ How did it feel to present to "real" business people versus your peers?
¢ What one thing will you change before the public showcase tomorrow?

Inclusion adaptations

¢ Intimidation Factor: The presence of "experts" can be scary. Facilitators should brief the guests
beforehand to be supportive and constructive, not destructive.
« Language Support: Allow teams to have a "Translator" buddy if the Q&A gets too technical in English.
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Green tips

e Ask the Incubator representatives to specifically highlight
sustainable business models in their feedback, reinforcing
the circular economy principles from Day 4.

e Use digital feedback forms (Google Forms) for the jury
instead of paper scorecards.

Risks & safeguarding

¢ Rejection: Some feedback might be tough (e.g., "This isn't a
viable business"). Prepare participants to receive this as data
, not a personal attack.

« Data Protection: If ideas are truly innovative, ensure
participants understand that pitching in a semi-public
forum releases the idea. (Though in a youth exchange, NDAs

Youthpass mapping

e Entrepreneurship: Validating ideas, interacting with
stakeholders, understanding the business ecosystem.

e Personal, Social & Learning to Learn: Handling criticism, =
professional conduct, resilience. a =

o Citizenship: engaging with local institutions (
(Universities/Incubators).

Evidence capture

e Photos of participants shaking hands or engaging with the
Incubator experts.

e Scans/Screenshots of the "Feedback Forms" to show
external validation of learning.

Replication notes

Budget: Low (unless guests require travel expenses).

e Online Variant: Host the "Incubator" via Zoom. Invite
experts to join the call for the pitch hour. Use breakout
rooms for 1-on-1 feedback if time permits.

o Partner Role: In STARTArt, this connection was facilitated by
the Slovak host (IKREON). For replication, contact your local
university or chamber of commerce 2 months in advance.
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PHASE 4. REFLECTIONS AND NEXT STEPS
ACTIVITY SHEET - INTERCULTURAL EVENINGS A

PURPOSE STARTArt

Purpose To celebrate diversity and practice cultural communication in a fun, low-
stakes environment. Unlike standard presentations, these evenings challenge
national teams to "pitch" their culture interactively—using food, music, and
storytelling to dismantle stereotypes and build the deep psychological safety
needed for cross-border business collaboration.

Time
90-120 minutes (Evening session).

Group
Whole group. Teams present by country.
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Materials

« The "Taste Table": Traditional snacks/drinks brought by participants.
e AV System: Projector and speakers for music/videos.
e "Culture Cards": Labels for food (ingredients/allergens).

Setup

« The Stage: A performance area for dances/skits.
¢ The Buffet: Tables arranged around the perimeter, organized by country.
« Atmosphere: Music playing, informal seating (bean bags/cushions if available).

Steps

1. Opening Ritual (10'):
¢ Facilitator sets the stage: "Tonight, we travel without moving."
o Brief reminder of the "Respect Rule": We laugh with cultures, not at them.

2. The Cultural Pitch (40'):
¢ Each national team has 10 minutes to present their country.
e The Challenge: No "Wikipedia PowerPoint" slides allowed!
¢ Formats: A traditional dance workshop, a skit about national stereotypes, a quiz, or a song.

3. The Taste of Europe (30'):
¢ Open the buffet. Participants roam, tasting food and asking questions.
e Task: Find one flavor or tradition that is surprisingly similar to your own.

4. Shared Dance floor (40'):
e Each country teaches one simple dance move to the group.
e The evening transitions into an informal social space.
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Debrief

Note: This can be done the next morning during Circle Time.

Which stereotype was shattered for you last night?

How did presenting your culture make you feel about your identity?

Did you find a connection with a culture you thought was very different from
yours?

TOOLKIT

Inclusion adaptations

e Alcohol: If alcohol is part of the "tasting," ensure there is a strictly separate non-
alcoholic section. Peer pressure to drink must be zero.

+ Dietary Needs: Mandatory labeling of all food items in English (e.g. "Contains
Nuts," "Gluten-Free," "Vegan").

¢ Sensory: Loud music can be overwhelming. Designate a "Quiet Zone" outside the
main hall for conversation.

Green tips
o Zero Waste: Use real plates/cutlery (from the venue) instead of disposable plastic.

¢ Food Waste: Encourage '"tasting portions" to ensure food isn't wasted. Leftovers should be
stored for the next day's breaks.

Risks & safeguarding

e Stereotyping: Sometimes presentations can accidentally reinforce stereotypes. Leaders should
review the national team's plan beforehand to ensure it's respectful and accurate.
o Safety: If food is homemade, ensure hygiene standards were followed during transport.

Youthpass mapping

¢ Cultural Awareness & Expression: Expressing own identity, respecting others.
¢ Social Competence: Socializing in a multicultural setting.
o Multilingual: Explaining traditions in a foreign language.

Evidence capture

e Agroup photo of everyone in traditional elements/colors.
e Video clips of the "Shared Dance" moments.

Replication notes

e Budget: Low (participants bring the content).
e Scheduling: Don't squeeze 7 countries into one night. Split them over 2-3 evenings (e.g., "North vs.
South" nights) to keep energy high.
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SECTION E: YOUTHPASS & LEARNING RECOGNITION

What Youth I
at Youthpass Is STARTArt

Youthpass is the EU’s recognition tool for non-formal learning. It helps participants name what they
learned and translate experiences into competences they can show to schools, employers, or investors. In
STARTArt , we use it to turn artistic creativity into portable language about entrepreneurship and
professional growth.

HOW WE USE IT DAILY

o Circle Time (10-15"): A structured daily reflection after the last session to assess learning and group
dynamics.

« Evidence Capture: Photos of business model canvases, video recordings of pitches, and digital
marketing drafts.

o Weekly Thread: Quick notes from facilitators linking practical business tools (SWOT, PEST) to specific
competencies.
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MINI PROMPTS (PICK 1-2 PER DAY)

e "Today | used creativity to solve a business problem by..."

¢ "A moment | felt confident presenting my idea was..."

¢ "One sustainable practice | integrated into my business model is..."
e "l received feedback on my pitch and adapted by..."

YOUTHPASS COMPETENCE GRID (WITH EXAMPLE EVIDENCE)

o Entrepreneurship: Creating a Business Model Canvas (Day 3); validating ideas with the Startup Incubator;
pitching to a live audience at the Celebratory Showcase.

« Personal, Social & Learning to Learn: Working in multicultural teams; giving and receiving constructive peer
reviews during pitch prep; managing time during rapid prototyping sessions.

¢ Cultural Awareness & Expression: Integrating artistic identity into a business brand; sharing cultural heritage
during Intercultural Nights.

« Digital: Using digital tools (Miro, Trello, Canva) for branding and collaboration; creating digital marketing
strategies.

o Citizenship: Applying circular economy principles to business ideas (Day 4); engaging with local community
stakeholders during the public showcase.

« Multilingual: Negotiating business terms in English; presenting complex ideas to an international audience.

¢ Literacy: Drafting a comprehensive business plan; writing clear value propositions and marketing copy.
Mathematical / Science / Tech: Analyzing market data for SWOT/PEST analysis; calculating basic financial
projections for business plans.

CLOSING-DAY YOUTHPASS SESSION (20')

1. Warm-up (3’): Pair share: "The skill | improved the most this week."

2. Map Your 3 Wins (5'): Mark three major achievements on the competence grid (e.g., "Finalized Business Plan").
3. Write It (8’): Draft 2-3 Youthpass statements using Action + Impact : "l developed a marketing strategy for [Art
Project] using Design Thinking, which improved my strategic planning skills."

4. Pair Polish (2'): Swap and improve clarity.

5. Next Step (2'): One way I'll apply this business skill next month.

STARTArt - Enterprise Your Creativity - Co-funded by
Project Code: 2024-3-SK02-KA152-YOU-000287550 the European Union



SECTION F: IMPACT & TESTIMONIALS - STARTART

Project Impact Snapshot Based on the outcomes of the STARTArt exchange: STARTArt

80% of participants reported an improvement in their entrepreneurial skills.
75% felt more confident in using art as a tool for economic value.

70% reported a significant increase in cross-cultural understanding.

5 New Business Concepts were developed and pitched during the exchange.

Participants’ end-of-project feedback highlights a transformative experience where artistic passion
met practical business strategy. High satisfaction was reported regarding the quality of learning, the
incubator visits, and the intercultural connection, with participants noting significant gains in
confidence and professional knowledge.
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Activities » Competences (Quick Map)

Business Idea Generation » Entrepreneurship, Creativity, Digital

Circular Economy Workshop » Citizenship (Environment), Entrepreneurship, Science/Tech
Pitch Preparation » Personal/Social (Confidence), Multilingual, Literacy

Incubator Visit » Entrepreneurship, Personal/Social, Cultural Awareness

Celebratory Showcase » Cultural Expression, Citizenship, Entrepreneurship

Intercultural Nights » Cultural Awareness, Multilingual, Personal/Social

RATINGS AT A GLANCE

e Learning — Entrepreneurship & Business Tools — 4.6/5 (92%)
Participants found the transition from abstract theory to "realistic business projects" highly effective.
o Intercultural Connection — 4.8/5 (96%)
"Unforgettable people" and deep bonding across 7 countries were consistently top-rated elements of the
exchange.
o Facilitation & Support — 4.9/5 (98%)
Facilitators were praised for creating a safe, open atmosphere and providing professional guidance throughout
the week.
¢ Logistics (Food & Accommodation) — 4.8/5 (96%)
The venue (Chalupkovo) and meals received nearly perfect scores for comfort and quality.
e Language Improvement — 4.3/5 (86%)
Working in international teams significantly boosted confidence in using professional English.

STARTArt - Enterprise Your Creativity - Co-funded by
Project Code: 2024-3-SK02-KA152-YOU-000287550 the European Union
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What Changed for Participants (Themes) STARTArt

¢ Professional Confidence: Participants reported moving from anxiety to confidence in public speaking
and pitching ideas to experts.

¢ Real-World Skills: The shift from abstract art concepts to "real knowledge" of startups, business plans,
and digital tools was a key takeaway.

o Global Perspective: Meeting peers from all over Europe broadened worldviews and created strong,
supportive networks.

e Resilience: The intensive schedule was challenging but ultimately rewarding, teaching time
management and perseverance.

Participant Voices (Anonymised)
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o "l finally felt that | brought home not only a lot of new memories... but also real knowledge that | can
start working with right now."

e "Working on a realistic business project and having facilitators who guided us on the way was
positive... The incubator centre visit was extremely useful and worth it!"

¢ "l arrived anxious; looking back I'm glad | didn't tap out—this was one of the best weeks of my life."

o "It truly broadened my worldview... Living abroad significantly improved my English and gave me the
confidence to communicate in an international environment."

e "l was actually very lucky to work on a business idea 'Slovak ArtVenture' that's 100% my field... this has
been so far the most useful Erasmus+ project I've done!"

COORDINATION & EDITING:

IKRECN sk-IKreoN

PARTNER COUNTRIES:

‘%@: UA- Phoenix Association
IT - A.T.C, Arte, Territorio, Cultura

GR - Gridustry

AT - AFIS (as a substitute partner for ANPEDI )

ES - Colectivo Circo Zaragoza

LEAD FACILITATOR:
Dr. Federico Demaria - IKReON

STARTArt - Enterprise Your Creativity - Co-funded by
Project Code: 2024-3-SK02-KA152-YOU-000287550 the European Union
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THANKS STARTArt

Municipality of Ruzomberok, Liptov Hub and INOVIA, Penzién Sidorovo, and all
participating youth and community stakeholders.

CONTACT

info@ikreon.com - www.ikreon.com

HOW TO CITE

STARTArt 2024-3-SK02-KA152-YOU-000287550 (2025). STARTArt - Enterprise
Your Creativity: A replicable toolkit.

LICENSE

This work is licensed under Creative Commons Attribution 4.0 International
(CC BY 4.0). You may share and adapt for any purpose, with attribution to the
project and partners.

STARTArt - Enterprise Your Creativity
Project Code: 2024-3-SK02-KA152-YOU-000287550

Co-funded by
the European Union




SECTION G: ANNEXES & TEMPLATES

ANNEX 1: ACCOUNTABILITY CHART + RACI PRESENTATION + TEMPLATE STA@A“

Recommended for Activity 2. These templates help to sketch out and divide the roles and
responsibilities in a team.

Instructions: In both templates, use any and all graphic tools you find helpful. Do not just write
text, rather use drawings and symbols to articulate the intended structures.

Presentation: “STARTArt: Accountability Chart + RACI in 60 seconds” template available HERE

Full link:

https://www.canva.com/design/DAGVENIIZVw/gsmbxzFQhk4delNanWmMCSOQview?
utm_content=DAGCV8NIIZVw&utm_campaign=designshare&utm_medium=link&utm_source=publi
shsharelink&mode=preview
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Canva template available HERE

Full link:

https:/Mmwww.canva.com/design/DAGV8XyhmYc/I5Y-cfnvHyel vw8hbw8wwQ/iew?
utm_content=DAGCV8XyhmYc&utm_campaign=designshare&utm_medium=link&utm_source=pub
lishsharelink&mode=preview

- ool T STARTACE 2024-3-5K02- KATSZ-YOU-0O0ZB7550 'Paper Obj ective
Startup name:
Group participants:
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https://www.canva.com/design/DAGv8XyhmYc/I5Y-cfnvHyeLvv8hbw8wwQ/view?utm_content=DAGv8XyhmYc&utm_campaign=designshare&utm_medium=link&utm_source=publishsharelink&mode=preview
https://www.canva.com/design/DAGv8XyhmYc/I5Y-cfnvHyeLvv8hbw8wwQ/view?utm_content=DAGv8XyhmYc&utm_campaign=designshare&utm_medium=link&utm_source=publishsharelink&mode=preview
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ANNEX 1: ACCOUNTABILITY CHART + RACI PRESENTATION + TEMPLATE STAARTBArt

RACI Canva template available HERE

Full link:

https:/Mmwww.canva.com/design/DAGv8f350 DW/OEiGpGic_5Ry-WCmMZi6IXANiew?
utm_content=DAGV8f350Dw&utm_campaign=designshare&utm_medium=Ilink&utm_source=pub
lishsharelink&mode=preview
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Startup name:

Group participants:

R = Responsible @ C = Consulted
o A= Accountable @ | = Informed
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ANNEX 2: SMART GOALS TEMPLATE STARTArt

Recommended for Activity 2. This presentation introduces the SMART goals concepts and offers a
template which can be used to follow to come up with them.

Instructions: Use the template to come up with the goals, one by one. Use the individual boxes as
their own whiteboards.

Presentation: “STARTArt: SMART GOALS in 60 seconds” template available HERE

Full link:

https://www.canva.com/design/DAGVENIIZVw/gsmbxzFQhk4delNanWmMCSOQview?
utm_content=DAGCV8NIIZVw&utm_campaign=designshare&utm_medium=link&utm_source=publi
shsharelink&mode=preview

Canva template available HERE

Full link:

https://mwww.canva.com/design/DAGV8Zf6LRI/QYUcpe5XoKASalB_gN5-vO/view?
utm_content=DAGCV8Zf6L RI&utm_campaign=designshare&utm_medium=link&utm_source=publi
shsharelink&mode=preview

-iho'f;_.l-mz - STARTArL 2024-3-5K02-KAIS2 YOU-QOOZETSSD SMART Goals
Startup name:
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https://www.canva.com/design/DAGv8Zf6LRI/9YUcpe5XoKASaIB_gN5-vQ/view?utm_content=DAGv8Zf6LRI&utm_campaign=designshare&utm_medium=link&utm_source=publishsharelink&mode=preview
https://www.canva.com/design/DAGv8Zf6LRI/9YUcpe5XoKASaIB_gN5-vQ/view?utm_content=DAGv8Zf6LRI&utm_campaign=designshare&utm_medium=link&utm_source=publishsharelink&mode=preview
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ANNEX 3: SWOT ANALYSIS PRESENTATION + TEMPLATE STARTArt

Recommended for Activity 3. This template adapts the SWOT analysis concept into a graphic,
easy-to-edit form.

Instructions: Write the relevant aspects into the individual windows. Keep in mind that certain
concepts which will make their way into a SWOT analysis are multifaceted and can be placed in
different sections, depending on the perspective.

Presentation: “STARTArt: SWOT Analysis in 60 seconds” template available HERE

Full link:

https:/mwww.canva.com/design/DAGv3oevI-c/oPItD10afz2egW63Bfbtiw/view?
utm_content=DAGv3oev]-
c&utm_campaign=designshare&utm_medium=link&utm_source=publishsharelink&mode=previe
W

Canva template available HERE

Full link:

https://www.canva.com/design/DAGV8PURKTo/Y4AWQRgD2Kj_zrZkfB6shCQNiew?
utm_content=DAGCV8PURKTo&utm_campaign=designshare&utm_medium=link&utm_source=pub
lishsharelink&mode=preview

- f—o.t.v‘::-:? s STARTArE E024-3-SKO2-KATSZ. YOU-QO0ZETSSD SWOT Ana]ysis
Startup name:
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Group participants:

OPPORTUNITIES & THREATS
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ANNEX 4: PEST ANALYSIS PRESENTATION + TEMPLATE STARTArt

Recommended for Activity 3. This template adapts the PEST analysis concept into a graphic, easy-
to-edit form.

Instructions: Write the relevant aspects into the individual windows.

Presentation: "STARTArt: PEST Analysis in 60 seconds” template available HERE

Full link:

https:/www.canva.com/design/DAGV4Pr7_Tw/DZd9MoxuQOY6X2HIzDO59-Aview?
utm_content=DAGV4Pr7_Tw&utm_campaign=designshare&utm_medium=link&utm_source=publi
shsharelink&mode=preview

Canva template available HERE

Full link:

https:/mwww.canva.com/design/DAGCv8Sr88do/DFEg-m0732-WCIDTiAx4uew/view?
utm_content=DAGCV8Sr88do&utm_campaign=designshare&utm_medium=link&utm_source=publi
shsharelink&mode=preview
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ANNEX 5: MARKET ANALYSIS TEMPLATE STARTArt

Recommended for Activity 5. This template introduces Market Analysis as a key component of
business ventures.

Instructions: Use this exercise as a real-life practice on market research. Use online resources to
estimate and test the viability of your proposal.

Presentation: "STARTArt: MARKET ANALYSIS in 60 seconds” template available HERE

Full link:

https://Mwww.canva.com/design/DAGv50n50Is/tGU1znSXIP63d-L43n1-2Q view?
utm_content=DAGCv50n50]s&utm_campaign=designshare&utm_medium=link&utm_source=publi
shsharelink&mode=preview

Canva template available HERE

Full link:

https://www.canva.com/design/DAGvEfYzujg/bwQCkwOXTIEoZdhgQihasg/view?
utm_content=DAGCV8fYzujg&utm_campaign=designshare&utm_medium=link&utm_source=publis
hsharelink&mode=preview

- Eodunded bry STARTAPE 2024-3-5KO2-KATSE2- YOU-0O0RETSS0

s W Market Analysis
Startup name:

Size of the market
(TAM)

Market Segment
(SAM)

Target Segment
(SOM)

Group participants:

Competitors research

GTM implications
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ANNEX 6: BUSINESS MODEL CANVAS TEMPLATE + GUIDELINES STARTArt

Recommended for Activity 5. This template adapts the standard BMC into artist-friendly
questions.

Instructions: Do not just write text. Use drawings, symbols, and collages to answer these
guestions.

Canva template available HERE

Full link:

https:/mwww.canva.com/design/DAGV2fjESEQ/8yMuFPx9kuUlgneldTSGVg/view?
utm_content=DAGV2fJE5FO&utm_campaign=designshare&utm_medium=Ilink&utm_source=publis
hsharelink&mode=preview
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ANNEX 7 : BRANDING WORKSHOP STARTArt

Recommended for Activity 6. This workshop explores the value and relevant considerations
behind branding of various global brands.

Instructions: Facilitate a workshop with the given slides.

Canva presentation available HERE

Full link:

https:/www.canva.com/design/DAGWOHIXvIW/ktVR2IKKCGoL MWWSXUINVA/Niew?
utm_content=DAGCWOHIiXvIw&utm_campaign=designshare&utm_medium=link&utm_source=publ
ishsharelink&mode=preview
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ANNEX 8 : THE "GREEN CHECK" (SUSTAINABILITY AUDIT) STARTArt

Recommended for Activity 7. Use this checklist to validate if your business model fits the Circular
Economy.

PHASE 1: MATERIAL SOURCING

[ 1 Local: Are materials sourced from within 100km?

[ 1 Recycled: Are we using waste or recycled content?

[ 1 Renewable: Are materials natural and replenishable (e.g., bamboo, organic cotton)?
[ 1 Cruelty-Free: Are animals harmed in the sourcing process?

PHASE 2: PRODUCTION

-
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e []Zero Waste: Does the making process generate trash? Can that trash be used elsewhere?
« [] Non-Toxic: Are paints/glues/dyes free from harmful chemicals?
« []Energy Efficient: Do we use renewable energy in the studio/office?

PHASE 3: DISTRIBUTION

« []Minimal Packaging: Is the product over-packaged? Is packaging plastic-free?

¢ [] Green Transport: Can digital delivery replace physical shipping? Do we use carbon-neutral
shipping?

L]

PHASE 4: LIFESPAN & END-OF-LIFE

e []Durable: Is the product made to last, or is it disposable?
¢ [] Repairable: Can the customer fix it if it breaks?
¢ [] Circular: At the end of its life, can it be composted or recycled back into raw material?
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