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GENERAL GOAL
PROJECT

OF THE ARTY




PROJECT
OBJECTIVES

Integrate creativity and entrepreneurship to empower young
artists.

Encourage innovation and the use of digital tools for artistic
growth.

Equip participants with skills to transform creative ideas into
real opportunities.

Foster a culture of ethical artistic entrepreneurship and
collaboration.

Build bridges between art, economy, and social impact.




N
EXPECTED RESULITS

Increased digital literacy and entrepreneurial confidence
among youth.

e Young creatives able to present, promote, and sustain their
art.

e Networks formed between artists, mentors, and L_/A 4
professionals. e |

e GCreater visibility and recognition of youth-led creative i un/..
projects. 5

e A shiftin mindset from “art as hobby"” to “art as career and
iImpact.”




THEM
FROM ART TO IMPACT:
TURNING CREATIVITY INTO
OPPORTUNITY

FOCUS:

THE INTERSECTION OF ART, INNOVATION, AND ENTREPRENEURSHIP.
EQUIPPING YOUNG PEOPLE WITH TOOLS FOR CREATIVE

SUSTAINABILITY.

EXPLORING ETHICAL AND INCLUSIVE WAYS TO PROMOTE ART.

USING DIGITAL PLATFORMS TO CONNECT, SHARE, AND GROW.
CREATIVITY BECOMES POWERFUL WHEN IT CREATES OPPORTUNITY —
FOR YOU AND FOR OTHERS.”



NMODULE
OVERVIEW

MODULE TITLE: FROM ART TO IMPACT

MAIN CONCEPT. Empowering youth to turn creativity into

sustainable projects and careers.
Encourages artists to think beyond creation — toward

communication, impact, and entrepreneurship.
Bridges art with digital innovation, marketing, and ethical

economic models.
Promotes self-confidence, professionalism, and community-

oriented creativity.




SUPPORT YOUNG CREATIVES IN BUILDING THEIR PROFESSIONAL
IDENTITY.

TEACH DIGITAL AND ENTREPRENEURIAL SKILLS TO SUSTAIN CREATIVE
WORK.

PROMOTE ETHICAL AND INCLUSIVE APPROACHES TO ART
ENTREPRENEURSHIP.

STRENGTHEN COLLABORATION BETWEEN ART, BUSINESS, AND
COMMUNITY SECTORS.

INSPIRE PARTICIPANTS TO USE CREATIVITY AS A DRIVER FOR POSITIVE
SOCIAL IMPACT.




SKILLS DEVELOPED

e Participants will strengthen their:

e Digital Literacy — mastering online tools, social media, and creative
software.

e Entrepreneurship & Business Mindset — learning how to plan, manage,
and sustain projects.

e Personal Branding & Marketing — developing portfolios, storytelling, and
communication.

. Networking & Collaboration - connecting with peers, mentors, and
audiences.

o Ethical Awareness — understanding fair trade, sustainability, and integrity
in art.




=
ACTIVITIES

Portfolio & Online Presence Building

Participants create digital portfolios and learn to showcase their
work effectively.

Focus: storytelling, visibility, and professional presentation.
Workshop: “How to Sell Art Ethically”

Interactive workshop on balancing artistic authenticity with
economic opportunity.

Goal: introduce responsible marketing and sustainable business
practices.

Crowdfunding & Pitching Simulation

Participants design mock campaigns for creative projects and pitch
ideas to peers.

Outcome: experience real-world entrepreneurial skills and
teamwork.



GUIDING QUESTIONS FOR
PARTICIPANTS

What does it mean to turn creativity into a profession?

How can | promote my art while staying true to my values?

Which digital tools can help me connect with a wider audience?

How can collaboration and community strengthen my creative journey?

e Qutcome:
Participants realize that creativity has real-world power — both personal and social — when strategically and ethically

developed.




- METHODOLOGY

Approach: Experiential, collaborative, and practical learning.
Mixes artistic expression, entrepreneurship training, and digital
skill development.
Pedagogical Basis:
e Learning-by-doing through creative challenges and real-case
simulations.
e Reflection on values, identity, and sustainability in creative
work.
« Emphasis on peer-to-peer mentoring and teamwork.
e Integration of technology, art, and social impact.




CREATIVE
PROCESS
STEPS

1. Inspiration Phase

Presentation of successful young entrepreneurs in the arts and
creative industries.

Brainstorming: “How can my creativity become a tool for change?”
2. Creation Phase

Hands-on workshops for portfolio building, ethical marketing, and
digital visibility.

3. Sharing Phase

Pitching creative projects and crowdfunding ideas in simulated
sessions.

4. Application Phase

Participants apply feedback to develop their personal brand and
project plan.




A\

OUTCOMES
PER ACTIVITY

- Portfolio Workshop » Developed personal identity and digital
competence.

- Ethical Selling Session » Awareness of fairness and
sustainability in creative careers.

- Pitching Simulation » Improved communication, confidence, /
| U I |
and teamwork. | .'

Overall Impact:

Youth become capable of transforming creativity into real,
sustainable opportunities — ethically, digitally, and
collaboratively.







NTOOLS &
MATERIALS

-Digital Tools: Canva, Adobe Express, Google Workspace,
crowdfunding platforms.

- Creative Materials: sketchbooks, notebooks, mood boards.
-Online  Platforms: Instagram, Behance, ArtStation,
LinkedIn.

- Workshop Tools: presentation templates, feedback formes,
cameras for content creation.

- Space: flexible setup for digital creation, presentations,
and teamwork.




EVALUATION &
REFLECTION

Purpose:

To help participants recognize the link between creativity, ethics, and
entrepreneurship.
Evaluation Methods:

o Reflection Journals — personal growth and insights.

e« Group Debrief — discussions on challenges and discoveries.

o Self-Assessment Cards — “What did | learn about myself as a creative

professional?”

o Digital Portfolios — used as both learning tools and evaluation artifacts.
Goal:

Promote self-awareness, confidence, and practical readiness for future
creative work.



IMPACT ON
PARTICIPANTS

Greater self-confidence and professional awareness.

Improved digital and entrepreneurial competencies.

Clearer understanding of how to present and sustain creative work.
Stronger connections within artistic and professional networks.
Readiness to transform creative ideas into ethical, impactful actions.
“| learned that my art can be my voice — and my future.”







FOLLOW-UP & SUSTAINABILITY

Next Steps:

- Encourage participants to launch small-scale creative ventures or exhibitions.

- Create mentorship programs connecting young artists with professionals.

- Develop an online ARTY network for sharing portfolios and collaborations.

- Continue digital upskilling and entrepreneurship training through local partners.

Long-Term Vision:

To establish a sustainable ecosystem where creativity, innovation, and ethics thrive together.
To ensure that young artists see themselves as agents of impact — not just creators of beauty.
- “From Art to Impact” shows that creativity is not an end — it's a beginning.
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