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Introduction	

Kairos	Europe	

This	project	was	born	in	the	light	of	the	current	political	situation	in	many	EU	countries,	the	
increasing	Euroscepticism	and	the	apparent	erosion	of	EU	values.	A	solution	to	this	can	be	
found	in	Europe’s	cultural	heritage	and	the	opportunities	it	offers,	especially	to	adults	from	
disadvantaged	categories.	Considering	the	limited	employment	opportunities	these	people	
normally	have	–	even	more	so	 in	 the	 field	of	entrepreneurship	–	 the	project	could	widely	
benefit	people	belonging	to	this	heterogeneous	group.	

The	project	aims	to	give	them	the	skills	and	knowledge	necessary	to	start	a	business	in	the	
field	 of	 cultural	 heritage.	 Their	 cultural	 identity	 and	 sense	 of	 European	 belonging	will	 be	
reinforced	 thanks	 to	 their	 increased	knowledge	on	 the	 shared	past	and	values	 that	 shape	
modern	 day	 Europe.	 And	 by	 focusing	 on	 the	 relationship	 between	 adults	 from	
disadvantaged	 groups,	 entrepreneurship	 and	 cultural	 heritage,	 the	 project	 takes	 into	
account	the	social	dimension	in	this	threefold	connection.	Practical	aspects,	such	as	the	use	
of	 ICT	 in	 cultural	 heritage	 related	 enterprises,	 conducting	 needs	 analyses,	 developing	
business	plans,	etc,	will	also	play	a	significant	role.	

This	toolkit	covers	four	main	subjects:	The	Connection	between	Cultural	heritage	and	Social	
Inclusion	 (Fundacja	 ProScientia	 Publica,	 Poland);	 How	 to	Develop	 Entrepreneurial	 Skills	 in	
such	a	field	as	Cultural	Heritage	(ALPE,	Spain);	How	to	Understand	the	Needs	of	the	Cultural	
Heritage	Sector	 and	Combine	 them	with	 the	Needs	of	Adults	 from	Disadvantaged	Groups	
(Itaka	 Training,	 Italy);	 and	 Cultural	 Heritage	 and	 Business	 -	 Principles	 of	 Sustainable	
Development	(ed-consult,	Denmark).		

The	chapters	can	be	changed	and	adapted	according	to	how	the	trainer	would	 like	to	use	
the	 material.	 The	 lessons	 include	 aims,	 outcomes,	 main	 content,	 activities,	 explanations,	
external	 resources	 and	 case	 studies.	 This	 times	 and	 instructions	 are	 indicative,	 we	
encourage	 you	 to	 adapt	 the	 lesson	 plan	 and	 its	 content	 to	 your	 needs	 &	 expertise	 and	
especially	to	the	background	of	your	group.	We	also	recommend	leaving	some	time	at	the	
end	of	the	session	to	reflect	on	the	content	and	share	impressions	and	feedback.	

We	hope	 that	 you	 enjoy	 reading	 and	 using	 our	 toolkit,	 and	 to	 prospective	 entrepreneurs:	
good	luck!		

	



	
	

7	

	

	

	



	
	

8	

The	connection	between	cultural	heritage	and	social	inclusion		
	

Fundacja ProScientia Publica 
	

Aims:	

• To	review	areas	where	cultural	heritage	and	social	inclusion	are	connected;	

• To	find	possibilities	and	challenges	of	working	with	these	areas;		

• To	show	how	to	spread	experience	about	cultural	heritage	in	order	to	avoid	social	

exclusion	in	local	areas.	

	

Learning	Outcomes:	

By	the	end	of	the	session	the	learner	should	be	able	to:	

• find	out	the	connection	between	identity	building	and	cultural	heritage;		

• realize	that	the	problem	of	social	inclusion	is	related	to	identity	and	cultural	

heritage;	

• show	the	areas	of	cultural	heritage	in	which	socially	excluded	people	could	find	

employment	in	different	countries.	

Suggested	pre-unit	preparation:	

Ask	learners	to:	

• review	or	learn	about	their	countries’	cultural	heritage;		

• think	about	activities	connected	with	cultural	heritage	that	might	be	interesting	to	

various	social	groups/categories;		

• discuss	the	issue	of	socially	excluded	people	in	different	countries	(which	groups	are	

most	isolated?)	
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TIME	 CONTENT	 SUGGESTED	ACTIVITIES	 RESOURCES	

15	

minutes	

	

Introduction	to	the	topic,	

icebreaking	activity		

�	Ask	everybody	to	tell	or	

remind	the	group	of	their	

name.		

As	an	icebreaking	activity,	

ask:	“What	was	the	best	

thing	that	happened	to	you	

this	morning?”	

Duration	depends	on	

the	number	of	

participants.	

30		

minutes	

Identity	building		

�	Warm-up	activity		

�	Discussion		

�	Theoretical	part		

�	Summary		

	

�Ask	everybody	to	answer	

the	question	“Who	am	I?”.	

If	it	is	hard	to	start,	you	can	

also	ask	“Where	are	you	

from?”.	Then	everybody	is	

invited	to	write	their	

answers	if	they	wish.	

�Discussion	in	small	

groups:	(What	does	

“identity”	mean	to	you?	

How	do	you	define	it?	How	

would	you	define	the	

concept	of	“identity	

building”?	How	can	you	

recognize	that	process	in	

everyday	life?)	10min	for	

brainstorming	through	

group	discussions.	You	can	

write	down	your	ideas.			

�	Share	group	results	with	

others.	

�	PPT:	theoretical	

PPT	presentation,	

sheets	of	paper,	

highlighters,	flip	

chart	or	whiteboard	
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presentation	as	summary.		

30	

minutes	

Social	inclusion		

�	Theoretical	part		

�	Discussion		

�	Summary		

	

	

�	Introduction	(How	can	

we	define	the	term	“social	

inclusion”?	How	do	you	

understand	this	term?)	

Few	suggestions,	

brainstorming.	

�Time	for	team	work:	

“What,	in	your	opinion,	is	

the	difference	between	

social	inclusion	and	social	

cohesion?	What	should	we	

pay	special	attention	to,	

regarding	these	terms?)	

Discussion	in	small	groups.	

Write	down	ideas	on	paper.		

�	Share	group	results	with	

others.	

�	Presentation	as	

summary.	

PPT	presentation,	

sheets	of	paper,	

highlighters,	flip	

chart	or	whiteboard.	

	

15	

minutes		

Cultural	heritage		

�	Theoretical	part		

�	Discussion		

�	Summary		

	

�	Introduction:	working	in	

groups.	(Translate	the	

definition	of	“cultural	

heritage”	into	other	

languages	if	you	can.	How	

do	you	understand	the	

term	“cultural	heritage”?	

What	do	you	associate	

PPT	presentation,	

sheets	of	paper,	

highlighters,	flip	

chart	
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with	this	definition?)	

�	Share	group	results	with	

others.	

�	Presentation	as	

summary.		

30	

minutes	

Identity	building,	cultural	

heritage	and	social	inclusion	-	

connection		

�Discussion	in	small	

groups	(Look	at	the	three	

previous	topics:	find	areas	

in	which	they	are	

connected.	What	do	these	

three	topics	have	in	

common?)	5	minutes	for	

brainstorming.	

�	Share	group	results	with	

others.	

�	Group	discussion,	

highlight	most	important	

conclusions.	

sheets	of	paper,	

highlighters,	flip	

chart,	PPT	

presentation	

	

	

Identity	building	

What	is	identity?		

● Identity,	in	some	ways,	is	everything;	in	our	opinion,	what	is	most	important	should	

be	our	sensitivity	and	receptivity	to	the	various	meanings	given	to	this	expression.		

● Regarding	 human	 beings,	 we	 use	 the	 term	 “self-identity.”	 “Self”	 answers	 basic	

questions,	such	as	“What	 is	x?”	or	“Who	is	x?”.	 It	refers	to	an	internal	condition	of	

the	unit.	
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● Contemporary	attempts	to	account	for	human	identity	 in	a	definition	refer	to	both	

the	core	of	a	human	being	(the	 intrapsychic	aspect)	and	 its	social	connections	 (the	

interpsychic	aspect).		

● There	are	two	basic	types	of	relations:	the	relation	of	the	individual	with	oneself	and	

the	relation	of	the	individual	with	other	people.	

	

	 What	about	identity	building?		

● Human	 development	 lasts	 throughout	 one’s	 whole	 life,	 and	 one’s	 identity	 is	 also	

formed	throughout	positive	overcoming	of	crises.	

● Modifications	occur	throughout	our	life.	

● 	Journey	to	the	destination,	not	the	destination	itself.	

● Identity	building	is	one	of	the	effects	of	adult	education.	It	involves	the	processes	of	

self-determination,	building	 self-image,	 identifying	with	 specific	 cultural	 values	and	

social	 groups,	 merging	 experiences	 from	 childhood,	 youth	 and	 adulthood,	 and	

drawing	one’s	own	self-portrait.		

	

Why	is	it	important?		

• Identity	building	is	a	process	that	is	helpful	to	understand	very	basic	issues	about	our	

heritage	and	the	society	of	which	we	are	a	part.		

• Identity,	 in	 its	 essence,	 answers	 questions	 about	 human	 beings,	 life	 goals,	 and	

experiences	throughout	our	whole	lives.		

• People	need	to	get	to	know	themselves	before	sharing	ideas	with	others.	

● Understanding	the	essence	of	identity	from	the	perspective	of	biographical	research	

can	help	analyse	history	and	its	interpretations.	

● It	is	part	of	understanding	the	meaning	of	adult	education.	

● Identity	building	is	a	process	that	increases	our	awareness	of	continuity.	
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Social	Inclusion:	

“Social	 inclusion”	 is	 often	 used	 to	 describe	 the	 opposite	 of	 “social	 exclusion.”	 It	 usually	

results	from	positive	action	taken	to	change	the	circumstances	and	habits	that	lead	or	have	

led	 to	 social	 exclusion.	 It	 is	 about	 enabling	 people	 or	 communities	 to	 fully	 participate	 in	

society.	

The	 terms	 “social	 inclusion”	 and	 “social	 exclusion”	 can	 be	 used	 when	 speaking	 	 of	

unemployed	or	homeless	people;	people	with	 financial	hardships	or	 low-level	educational	

skills;	 people	 who	 are	 discriminated	 on	 the	 grounds	 of	 their	 sex,	 race,	 ethnic	 origins,	

religion;	and	young	or	old	people.	

Social	cohesion	is	a	term	commonly	used	in	social	policy,	sociology,	and	political	sciences,	to	

describe	bonds	that	bring	people	together	in	a	context	of	cultural	diversity.		

Groups	 are	 cohesive	 when	 they	 possess	 group-level	 structural	 conditions	 that	 produce	

positive	membership	attitudes	and	behaviours,	 and	when	group	members	maintain	 these	

conditions	in	their	interpersonal	interactions.	

Social	Inclusion	 Social	Cohesion	

Social	inclusion	is	based	on	recognition	of	

belonging	and	acceptance,	and	entails	the	

realisation	of	full	and	equal	participation	in	

economic,	social,	cultural	and	political	

institutions.	

Social	cohesion	relates	to	the	social	

relationships,	their	importance,	their	proximity,	

and	their	strength	in	society	and	how	these	are	

embedded	in	individuals,	groups	and	places.	

It	is	about	engendering	feelings	of	belonging	by	

increasing	social	equality.		

It	can	be	defined	as	bonds	or	glue	that	maintain	

stability	in	society.	

Social	inclusion	is	the	process	of	improving	the	

dignity,	ability,	and	opportunity	to	take	part	in	

society,	regardless	of	one’s	identity.		

It	creates	a	sense	of	belonging	and	offers	its	

members	the	opportunity	of	upward	mobility	

(rising	from	a	lower	to	a	higher	social	class	or	

status).	
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Conclusion		

How	can	we	combine	these	two	terms?	What	do	they	have	in	common?	

Both	of	them	refer	to	the	social	integration	of	excluded	people,	but	social	inclusion	operates	

at	an	individual	level	while	social	cohesion	functions	at	a	societal	level.		

	

Which	relationships	can	be	noticed	between	social	inclusion,	identity	building,	and	cultural	

heritage?		

To	build	our	own	identity,	we	need	social	networks	in	which	we	partake.	The	human	identity	

is	not	only	an	individual	aspect;	it	also	refers	to	social	connections.	Identifying	with	social	

groups	is	conducive	to	integration	and	social	cohesion.		What	brings	social	groups	together	is	

cultural	heritage,	both	tangible	and	intangible	(common	history,	traditions,	and	customs).	

The	acceptance	of	common	values,	resulting	from	our	own	identity,	favours	social	inclusion.		

	

Cultural	Heritage	

What	is	cultural	heritage?	

• Is	 it	 a	 set	 of	 physical	 objects	 and	 intangible	 attributes	 of	 a	 group	 or	 society	

inherited	from	past	generation?	

• Is	it	an	expression	of	the	ways	of	living	developed	by	a	community	and	passed	on	

from	generation	to	generation?	

• Is	 it	 an	 essential	 part	 of	 culture,	 part	 of	 human	 activity,	 a	 representation	 of	

people’s	values,	beliefs,	traditions	and	lifestyles?	

• Do	 we	 consider	 these	 things	 as	 important	 and	 to	 be	 preserved	 for	 future	

generations?	

What	does	it	include?	

• Tangible	forms	–	buildings,	monuments,	clothing,	artwork,	books,	and	machines.	

• Intangible	forms—practices,	knowledge,	skills—and	associated	instruments,	

objects,	and	cultural	spaces	that	people	value.	It	also	includes	language	and	oral	

traditions,	social	practices,	and	traditional	craftsmanship.	

• Natural	forms	–	flora	and	fauna.	
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• Digital	forms	–	resources	created	in	digital	form	(digital	art	or	animation)	or	that	

have	been	digitalized	as	a	way	of	preserving	them	(texts,	images,	videos,	

records).	

	

Why	is	it	important?	

• Cultural	heritage	has	a	significant	value	and	thus	arouses	certain	emotions	within	

us.		

• It	makes	us	feel	as	though	we	belong	to	something	-	a	country,	a	tradition,	a	way	

of	life.	

• It	contributes	to	building	our	identity,	between	society	and	culture.		

• By	exploring	our	cultural	heritage,	we	can	discover	our	diversity.	

• To	understand	what	different	countries	have	in	common.	

• Heritage	has	a	major	role	to	play	in	building	the	future.	

Summary	

• Cultural	 heritage	 can	 have	 a	 significant	 impact	 on	 people’s	 lives.	 It	 creates	 (or	

builds)	 important	parts	of	our	 identity.	Thanks	to	our	history	and	traditions,	we	

are	more	able	to	connect	with	others	and	build	a	society.	

• An	essential	element	of	human	 identity	 is	 cultural	heritage.	We	are	necessarily	

brought	 up	within	 a	 culture,	which	works	 as	 a	 background	 for	 our	 upbringing.	

Culture	 implies	 values,	which	 could	 be	 tangible	 or	 intangible.	 These	 values	 are	

represented	 by	 cultural	 heritage	 -	 thus	without	 cultural	 heritage	we	would	 be	

defined	by	our	animal	behaviour.	

• Values,	which	are	 the	core	of	culture	and	are	 represented	by	cultural	heritage,	

are	 also	 a	 core	 element	 of	 social	 inclusion,	 because	we,	 as	 human	 beings,	 are	

more	 likely	 to	 join	 groups	 if	 we	 share	 the	 same	 values.		

It	is	worth	bearing	in	mind	that	sharing	the	same	values	doesn't	mean	that	only	

one	value	system	should	be	represented	by	everybody	in	the	group.		
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• When	we	talk	about	social	inclusion	we	think	about	an	open	society,	with	core	of	

values	-		for	example	in	the	European	Union:	rule	of	law,	freedom,	equality,	and	

tolerance.		

• Self-identity	building	is	related	with	social	connections.	It	is	based	on	integration	

and	social	cohesion.	What	brings	social	groups	together	is	cultural	heritage,	both	

material	and	non-material.	

• In	order	to	make	culture	part	of	our	identity	we	need	to	approach	heritage	as	a	

‘shared	 memory’,	 by	 supporting	 heritage-related	 skills,	 common	 history,	

intercultural	dialogue	and	social	inclusion.	

• People	 need	 to	 get	 know	 themselves	 to	 share	 ideas	 with	 others,	 as	 part	 of	

societies	with	cultural	backgrounds	(heritage).	
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Case	Study	

Country:	 Poland		

Title:	 Digital	Storytelling	–	The	Europe	of	Our	Lives	

Organization	name:	 Foundation	Pro	Scientia	Publica,	Wrocław,	

Poland		

Authors:	 Katarzyna	Kaczmar,	Anna	Lymorenko,	Pamela	

Wiatrak,	Kamila	Wylęgły,	Magdalena	

Jaworska		

	 	

	

	

Activities	planned/undertaken	as	part	of	

your	research?	

Recording	 short	 videos	 with	 seniors.	

Subjects	of	the	films	included	issues	related	

to	 cultural	 heritage,	 fundamental	 human	

rights,	 stories	 of	 migrants,	 health	

promotion	 and	 education,	 throughout	

recent	European	history.	

	

What	are	the	case	study’s	aims	and	 The	main	aim	of	the	project	is	to	teach	
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objectives?	 seniors	how	to	use	technology.	Thanks	to	

new	media,	seniors	have	the	possibility	to	

tell	their	life	stories.	Furthermore,	making	

videos	as	a	group	allows	us	to	confront	

social	exclusion.	The	videos	can	also	teach	

us	how	to	care	for	cultural	heritage.		

Top	highlights:	 -	teaching	seniors	how	to	use	new	

technologies	

-	including	seniors	in	innovative	methods	of	

communication		

-	preventing	social	isolation	caused	by	old	

age		

-	making	videos	about	interesting	life	

stories		

-	perpetuating	valuable	stories	about	

cultural	heritage	and	identity	building	

-	improving	the	knowledge	of	historical	and	

cultural	heritage	in	different	countries	

Detailed	description	of	the	chosen	case	

study:	

The	 project	 was	 conducted	 in	 2018	 by	

Foundation	 Pro	 Scientia	 Publica	 and	

students	 from	 the	 University	 of	 Wrocław.	

The	 first	 step	 was	 doing	 short	 movies	 on	

various	 topics.	 The	 second	 was	 recording	

videos	with	 seniors	 from	 the	University	 of	

the	 Third	 Age	 in	 Wrocław.	 The	 main	

purpose	 of	 this	 activity	 was	 to	 teach	 the	

seniors	 innovative	 methods	 of	

communication.	 The	 next	 aim	 was	 the	

inclusion	 of	 seniors	 in	 handling	 new	

technologies,	 which	 are	 constantly	

evolving.	It	was	also	a	possibility	for	seniors	
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to	 tell	 stories	 of	 their	 lives,	 which	 can	

themselves	constitute	historical	heritage.	

	

Benefits	of	the	project:	

-			enhancement	of	awareness	among	

seniors	about	new	technologies	and	

innovative	methods	of	communications	

-			improvement	of	technological	skills	

among	seniors	

-			establishing	cooperation	among	

different	generations	

-				prevention	of	social	isolation	caused	by	

age	and	the	generational	gap	

-					perpetuation	of	many	valuable	stories	

about	cultural	heritage	and	identity	

buildings	

	

This	project	may	be	carried	out	with	people	

of	all	ages.	It	is	possible	to	record	videos	on	

every	 topic.	 Digital	 storytelling	 is	 an	

innovative	 method	 of	 international	 and	

intergenerational	communication.	

	

Describe	local,	regional,	national,	and	

international	impact	

Digital	 Storytelling	 allows	 the	 exchange	 of	

information	 and	 experiences	 among	

regions	and	nations.	This	project	facilitates	

international	communication	and	improves	

knowledge	 of	 historical	 and	 cultural	

heritage	in	different	countries.	

In	conclusion:	 This	 project	 can	 be	 used	 by	 people	 of	 all	

ages	and	all	social	categories.		
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Digital	 Storytelling	 can	 take	 many	 forms,	

which	 may	 be	 used	 depending	 on	 the	

practitioners’	 requirements.	 Videos	 can	

provide	 different	 information,	 not	

necessarily	 connected	 with	 cultural	

heritage.		

In	 the	case	of	 socially	 isolated	people,	 the	

project	 may	 be	 used	 to	 increase	 general	

awareness	 of	 their	 stories	 and	 to	 help	

establish	good	relations	with	other	people.	

How	can	we	use	digital	storytelling	in	the	

frame	of	the	project?	

	

- making	 films	 about	 material	 and	

immaterial	heritage	

- showing	in	the	films	the	culture	and	

traditions	of	individual	countries	

- telling	 stories	 of	 socially	 excluded	

people	through	movies	

- showing	 how	 social	 inclusion	 can	

take	place	with	the	help	of	cultural	

heritage	 (recording	 personal	

experiences	 of	 socially	 excluded	

people,	making	promotional	films)	

	

Video	-	Connection	between	social	inclusion	and	cultural	heritage:	

- Seniors	crafting	Easter	bunnies	and	other	decorations	from	reeds:	celebrating	of	

Easter,	upholding	Easter	traditions,	improving	intergenerational	contact	as	the	

decorations	are	then	sold	to	students,	production	of	works	of	art.	

- MiserArt	-	creative	zone	in	the	labyrinth	of	exclusion:	zone	for	homeless	people	(also	

seniors),	in	which	they	create,	sculpt,	renovate,	celebrate	Christmas	Eve,	Easter	and	

uphold	traditions.	The	possibility	of	development	and	integration	through	cultural	

heritage.	
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- Country	housewives’	Clubs	are	places	where	(mostly)	elderly	women	meet	with	

others,	which	fosters	their	integration	in	general	society,	and	sustains	local	heritage	

and	traditions,	while	improving	intergenerational	contact.	
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How	to	Develop	Entrepreneurial	Skills	in	such	a	Field	as	Cultural	Heritage	

ALPE 

1.  Objectives 

• To	develop	cultural	heritage	management	skills.	

• To	increase	knowledge	in	the	field	of	cultural	heritage.	

• To	 provide	 the	 instruments	 and	 tools	 for	 the	 correct	 planning,	 management,	

conservation	and	enhancement	of	cultural	heritage.	

• To	develop	business	and	transversal	skills	of	adults	who	want	to	start	or	to	develop	

their	business	in	the	field	of	cultural	heritage.	

2.  Introduction 

As	 society	 evolves	 quickly,	 cultural	 heritage	 is	 a	 constantly	 changing	 sector.	 This	 sector	

offers	new	 jobs	and	employment,	and	contributes	 to	 the	conservation	of	 cultural,	natural	

and	 social	 heritage.	 It	 requires	quality,	 entrepreneurial,	 and	 competent	human	 resources.	

Creativity,	 sustainability	and	entrepreneurial	 thinking	are	essential	 to	manage	a	project	 in	

this	area.	

This	chapter	 is	created	with	the	aim	of	encouraging	and	developing	entrepreneurship	and	

transversal	 skills	of	 those	who	manage	 the	cultural	heritage	sector,	 in	order	 to	be	able	 to	

offer	quality	products	and	services	in	a	sustainable	way.		

The	aim	of	this	chapter	is	therefore	to	offer	an	overview	of	cultural	heritage	management,	

to	provide	good	initiatives,	and	above	all,	to	raise	awareness	of	the	main	training	needs	of	

target	groups	and	to	promote	entrepreneurship	in	a	multidisciplinary	sector.		

The	main	characteristics	of	the	sector	and	the	skills	required,	both	technical	and	personal,	

for	the	management	of	cultural	heritage	are	shown	below.	
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3.  Cultural  Heritage Ski l ls :  Characterist ics and 

Signif icance 

Cultural	 heritage	 is	 constituted	 of	 any	 element	 of	 a	 cultural	 or	 historical	 nature	 that	

represents	an	 identifying	characteristic	of	a	 society.	Therefore,	 it	must	be	preserved,	with	

the	aim	of	offering	new	generations	the	opportunity	to	know	our	origins,	our	history,	and	

therefore,	the	signs	of	our	identity.		

As	we	already	know,	cultural	heritage	can	be	 tangible,	 intangible,	movable	or	 immovable,	

but	there	are	common	characteristics	when	it	comes	to	managing	it.	

Every	 cultural	 heritage	 manager,	 regardless	 of	 their	 category,	 must	 meet	 certain	

requirements	in	order	to	perform	their	job	properly.	

With	training	in	the	following	skills	and	competences,	the	target	group	of	this	guide	will	be	

able	to	progress	professionally	in	the	sector,	being	able	to:		

! Analyse	 the	 economical,	 political,	 personal,	 social	 and	 cultural	 logics	 that	 instigate	

the	 creation,	 production,	 diffusion,	 consumption	 and	 appropriation	 of	 cultural	

products.	

! Compare	and	evaluate	cultural	management	practices	to	propose	improvements.	

! Communicate	 in	 a	 controlled,	 professional	 and	 efficient	 manner	 in	 the	 field	 of	

cultural	management.	

! Obtain	information,	systematize	it	and	analyse	it	critically.	

! Use	models	and	tools	to	analyse	reality,	to	develop	projects	and	practices	in	the	field	

of	cultural	management.	

! Identify	and	analyse	new	management	trends	and	cultural	practices	that	favour	the	

development	of	specific	cultural	products.	

3.1  Challenges of a Cultural  Heritage Entrepreneur 

The	main	challenges	faced	by	an	entrepreneur	in	cultural	heritage	are:		

! To	create	new	specific	products	on	a	heritage	element	or	resource	that	has	already	

been	exploited	for	many	years.		

! To	innovate	and	adapt	ideas	to	new	trends	and	models	of	consumption.	
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! To	satisfy	difficult	target	groups	who	require	new	ideas	and	are	more	exigent	in	their	

consumption	model,	but	may	have	a	low	level	of	commitment.		

! On	the	part	of	public	bodies,	to	focus	more	on	involving	the	local	population	in	the	

development	and	preservation	of	customs	and	traditions.		

! To	improve	entrepreneurship	and	political	support	for	new	initiatives	in	the	sector,	

for	the	creation	of	new	networks	and	for	the	promotion	of	public-private	

partnerships.	

! To	adapt	to	new	demands	and	to	be	able	to	transform	information	that	is	already	

obsolete,	interpreting	it	in	an	attractive	way	that	can	bring	new	demand	profiles.		

4.  Ski l ls  Needed to Develop a Successful  Business 
Before	we	 start	 developing	our	 entrepreneurial	 skills,	we	must	possess	 4	 essential	

competences	in	order	to	start	a	business:	

	

PLAN	–	BUILD	–	RUN	–	ENABLE	–	MANAGE	

	

PLAN	

The	first	step	to	undertake	 in	any	sector	 is	planning.	A	good	strategic	planning	will	

help	 us	 have	 an	 overall	 picture	 of	 the	 whole	 process,	 defining	 the	 situation,	 our	

vision,	our	mission,	the	target	market,	the	products,	etc.	

The	heritage	sector	offers	numerous	possibilities	related	to	new	technologies,	which	

notably	allow	for	good	and	effective	planning,	required	to	generate	new	benefits	for	

the	heritage	sector.		

Cultural	 heritage	 managers	 must	 plan	 their	 steps	 while	 maintaining	 a	 balance	

between	personal	experiences,	archaeological	sites,	natural	environments,	buildings	

and	infrastructures,	collections,	and	historical	elements.		

BUILD	

It	 is	very	important	for	the	development	of	our	business	in	cultural	heritage	to	find	

the	right	partners	and	stakeholders,	as	they	are	a	key	factor	in	achieving	success.	In	

the	case	of	cultural	heritage,	products	may	depend	on	various	factors,	for	example,	

they	 may	 depend	 on	 the	 assets	 of	 a	 large	 community,	 such	 as	 their	 traditional	
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culture,	 their	 archaeological	 heritage,	 their	 political	 history	 and	 their	 natural	

environment.		

	

RUN	

After	these	phases,	you	can	start	working	and	developing	your	business	idea.		

	

	

ENABLE	

At	 this	 point,	we	 can	 already	 verify	 if	 our	 implementation	 process	 has	 been	 done	

correctly	 and	 if	 we	 should	 make	 any	 changes.	 In	 case	 of	 a	 problem,	 it	 is	 very	

important	to	detect	it	and	find	the	additional	resources	needed	to	solve	it.	

	

MANAGE	

The	plan	 should	be	executed	optimally,	by	 the	best	possible	 team,	who	were	 thus	

selected	carefully.	By	achieving	 the	strategic	plan	and	the	previous	phases,	we	will	

achieve	success,	and	at	the	same	time,	benefit	cultural	heritage.	

4.1 Personal Ski l ls  

4.1.1 Personal Approach 

Expand	knowledge	of	one's	own	personality,	skills	and	personal	experiences,	to	increase	the	

value	 of	 one's	 trade,	 while	 developing	 cognitive	 and	 behavioural	 practices.	 On	 the	 other	

hand,	 acquire	 new	 skills	 in	 order	 to	 understand	 the	 users’	 expectations,	 developing	 new	

theoretical	skills	that	are	essential	in	the	sector.	

4.1.2 Empathy 

Empathy	 is	 crucial	 to	 every	 area	 of	 our	 lives.	 Using	 empathy,	 objective	 knowledge	 is	

developed	on	how	to	adapt	products	and	services	 in	a	personalized	and	collective	way,	to	

satisfy	users	and	that	they	feel	understood	and	treated	correctly.	
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4.1.3 Leadership 

Leadership	is	a	common	skill,	but	it	 is	not	always	used	correctly.	Companies	need	a	leader	

who	 is	 able	 to	 influence	 their	 team	 for	 the	 subsequent	 achievement	 of	 the	 company's	

objectives	and	needs.	

4.1.4 Customer Focus 
Customer	service	is	a	key	point	in	this	sector;	a	good	image	and	good	service	brings	about	

the	users’	satisfaction	and	distinguishes	our	company	from	others’.		

4.1.5 Abil ity to Communicate 

The	ability	to	communicate	is	necessary	in	this	sector,	whether	speaking	in	public	at	conferences,	as	

representatives	of	destination,	tour	guide,	or	even	addressing	your	own	team.	

4.1.6 Abil ity to Learn / Learning to Learn 

As	we	 are	 faced	with	 so	many	 changes	 in	 today’s	 society,	we	must	 keep	our	 curiosity	 intact,	 and	

never	 stop	 reading	and	 looking	 for	new	 innovative	 strategies	 to	 continue	 learning	and	developing	

our	business.		

4.1.7  Adaptabil ity & Flexibi l ity  
A	successful	cultural	manager	has	to:		

• be	able	to	prioritize,	effectively	adapt	to	the	changing	professional	environment	but	also	to	

the	emotional	states	generated	through		daily	interactions	with	professionals	with	different	

levels	of	authority;		

• support	change	implemented	via	new	approaches,	initiatives,	methods,	and	technologies;			
• be	able	to	manage	priorities	and	changes	and	to	adapt	their	plans,	behaviours,	strategies	or	

approaches	to	the	situational	changes.	

4.1.8 Strategic & Innovative Thinking 
Possessing	 a	 clear	 vision	 for	 the	 future	 that	 enhances	 both	 individual	 and	 corporate	 opportunity,	

gaining	 a	 competitive	 edge,	 bringing	 in	 new	 methodologies,	 generating	 ideas	 that	 lead	 to	

incremental	and	 radical	outcomes	 in	a	 tangible	or	 intangible	 form,	being	able	 	 to	efficiently	 tackle	

down	 issues	 with	 effective	 solutions,	 being	 responsible	 in	 managing	 projects	 in	 complex	

environment	 by	 identifying	 original	 and	 effective	 solutions,	 thinking	 outside	 of	 the	 box	 and	

producing	 unconventional	 ideas,	 are	 all	 necessary	 skills	 in	 order	 to	 be	 successful	 as	 a	 cultural	

heritage	manager.		
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A	good	sense	of	organization	is	a	key	element	when	creating	or	managing	a	business.	A	good	cultural	

manager	has	to	be	able	to	create	new	strategies,	when	the	ones	that	were	previously	learnt	do	not	

work.	Moreover,	 they	have	 to	be	able	 to	 identify	possible	adequate	 solutions,	 taking	 into	account	

available	resources.		

4.1.9 Organization & Time Management 
Proper	prioritization	 and	management	of	 resources	 and	 tasks;	 being	 able	 to	plan	 activities	on	 the	

basis	of	available	resources,	deadlines	and	expected	outcomes,	being	able	to	check	out	the	progress	

of	activities	and	projects	in	order	to	ensure	results	to	be	achieved,	defining	priorities	and	distributing	

and	redistributing	tasks	and	resources.		

Regarding	organization,	a	cultural	manager	needs	to	be	able	to	create	plans,	to	define	priorities,	to	

check	the	progress	of	activities	and	redefine	priorities	and	plans	accordingly,	as	well	as	to	delegate	

tasks.		

4.1.10 Decision Making 
The	 ability	 to	 evaluate	 consequences	 and	 risks,	 expected	 cost,	 benefits	 and	 strategic	 impact	 of	

decisions	 taken,	 to	 make	 good	 decisions	 in	 complex	 situations,	 to	 present	 logical,	 reasoned,	

constructive	critical	comments	and	arguments,	and	to	take	creative	decisions	regarding	non-routine	

tasks.	 A	 good	 decision	 maker	 is	 able	 to	 decide	 autonomously	 between	 alternative	 choices	 in	

unpredictable	context	and	to	collect	information	to	decide	in	a	responsible	but	autonomous	way.	

4.1.11 Teamwork 
Teamwork	implies	feeling	that	you	belong	in	the	group,	and	to	operate	and	communicate	efficiently	

inside	a	group.	Working	effectively	with	 colleagues	who	have	different	 skill	 sets,	personalities	and	

work	 styles	 is	 one	 of	 the	 best	 strategies	 to	 analyse	 a	 subject,	 because	 if	 we	 understand	 various	

motivation	levels,	we	can	then	deliver	efficient	and	effective	results.	

By	working	with	basic	 concepts	of	 communication,	methods	of	 team	work,	and	conflict	 resolution	

techniques,	we	will	be	able	to	communicate	our	own	ideas	and	to	convince	team	members	of	their	

relevance,	so	that	we	can	also	receive	and	accept	feedback	as	well	as	resolve	conflicts.		

4.1.12 Problem Solving  
Problem	solving	competency	is	a	person’s	capacity	to	engage	in	cognitive	processing	to	understand	

and	resolve	problematic	situations	where	there	is	no	obvious	solution.		It	includes	the	willingness	to	

engage	 with	 such	 situations,	 in	 order	 to	 achieve	 one’s	 potential	 as	 a	 constructive	 and	 reflective	

citizen.		
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Developing	analytical	skills	in	order	to	be	able	to	evaluate	information	or	situations;	breaking	them	

down	into	their	key	components;	considering	various	ways	of	approaching	and	resolving	them	and	

deciding	 which	 is	 the	 most	 appropriate.	 Problem	 Solving	 includes	 recognizing	 long-term	

consequences	of	solutions	to	problems	and	probing,	devising,	 implementing,	and	evaluating	a	plan	

of	 action	 for	 problem	 resolution	 (Brewer,	 2013).	 Moreover,	 it	 is	 the	 capacity	 to	 use	 ordinary	

elements	in	a	creative	way,	to	produce	new	and	efficient	solutions,	using	imaginative	thinking.	

4.1.13 Negotiation Ski l ls  
Another	 important	 skill	 for	 a	 cultural	manager	 is	 the	 ability	 to	 understand	 a	 situation,	 as	 well	 as	

others’	motivation	and	passion	when	interacting	with	partners,	colleagues,	or	even	competitors.		

By	working	with	negotiation	styles	and	techniques	as	well	as	non-verbal	communication,	we	will	be	

able	to:	

- Separate	people	from	the	problem	at	hand;		

- Express	our	own	position	in	a	clear	and	appropriate	manner;	

- Read	and	send	non-verbal	signals;	

- Apply	various	negotiation	techniques,	depending	on	the	situation;	

- Convince	the	counterpart	by	providing	arguments.	

4.1.14 Collecting and processing information  
A	cultural	manager	has	to	be	able	to	collect	information	from	various	sources,	including	internet	and	

social	networks.	They	also	need	to	validate	sources	of	information	and	analyse	available	information	

in	order	to	compare,	verify,	interpret	and	categorise	information.		

4.2 Technical  ski l ls  

4.2.1 Business plans 

Knowing	how	 to	 elaborate	 a	 business	 plan	 is	 helpful	 in	 the	 initial	 phase	 as	well	 as	 in	 the	

subsequent	phases,	since	it	is	a	key	element	to	manage	operations	effectively.	

Good	planning	will	 give	 us	more	 knowledge	of	 our	 business,	 thus	 allowing	us	 to	 discover	

what	 resources	we	need	 to	achieve	our	goals,	and	 to	position	ourselves	 favourably	 in	 the	

sector,	to	ensure	long-term	success.	
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4.2.2 Market Research 

Knowing	 how	 to	 analyse	 and	 investigate	 the	 situation	 of	 a	market	 is	 necessary	 for	 every	

company.	 Through	 market	 research,	 you	 reduce	 risks	 and	 determine	 new	 business	

opportunities.	

4.2.3 Brand Development 

A	 strong	 brand	 name	 and	 logo	 generate	 additional	 value,	 which	 allows	 users	 to	 easily	

recognize	the	cultural	resources	we	want	to	promote.		

4.2.4 New ways of Communication and Digital  Marketing 

Training	in	the	use	of	different	social	networks	and	platforms	is	critical	to	achieve	effective	

communication	 and	 to	 be	 successful	 in	 our	 work.	 With	 the	 increasing	 technological	

progress,	 it	 is	 imperative	 to	know	how	to	communicate	with	customers	 in	different	ways.	

The	 communication	 tools	 used	 by	 companies	 vary	 depending	 on	 their	 size	 and	 their	

audience,	but	it	is	very	important	to	know	how	to	use	and	master	the	various		functions	of	

different	platforms	to	reach	our	target	audience.		

4.2.5 Knowledge of Cultural  Heritage and Local Tradit ions 

Knowing	or	learning	about	the	local	context	and	traditions	is	essential	when	developing	any	

product/service	 in	 the	 area	 of	 cultural	 heritage,	 and	 this	 is	 not	 possible	 without	 good	

communication	 with	 the	 resident	 population,	 who	 have	 first-hand	 knowledge	 of	 the	

environment.	By	involving	the	inhabitants,	we	achieve	better	results	and	create	a	feeling	of	

belonging	and	awareness.	Without	this	prior	study,	it	is	not	possible	to	convey	to	users	the	

true	historical	significance	of	the	heritage	element.		

4.2.7 Language 

Language	is	crucial	to	culture,	and	today	it	is	essential	to	learn	a	second	language.		

In	 addition,	 training	 in	 an	 inclusive	 language	 such	 as	 sign	 language	 is	 necessary	 when	

offering	your	touristic	product	or	service,	as	we	can	thus	reach	a	greater	number	of	people.		

4.2.8 Networking 
It	is	necessary	to	be	always	updated	about	what	is	happening	in	the	sector,	and	to	keep	in	

touch	 with	 partners	 and	 colleagues	 in	 the	 industry,	 attending	 meetings,	 events,	

conferences,	etc.	
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In	addition,	we	can	combine	experiences,	and	 thus	offer	a	product/service	 that	best	 suits	

the	market	 demand,	 by	 creating	 synergies	with	other	organisations	 and	 colleagues	 in	 the	

sector.	

4.2.9 Sustainable Management 

The	 strategy	 of	 the	 enterprise	 must	 always	 be	 carried	 out	 taking	 into	 account	

environmental,	social	and	economic	aspects,	 in	order	to	guarantee	benefits	for	both	users	

and	 residents,	 and	 for	 the	 resource,	 which	 should	 not	 be	 harmed	 by	 time	 and	 use.	 For	

example,	 learning	 how	 to	 calculate	 carrying	 capacity	 is	 a	 key	 point	 for	 proper	 cultural	

heritage	management.		

5  CASE STUDY: DESCUBRE L’HORTA  

In	 Valencia	 (Spain),	 4	 entrepreneurs	 decided	 to	 promote	 the	 area	 of	 the	 Huerta	 de	

Valencia1,	as	well	as	its	traditions,	its	customs,	and	its	gastronomy.	

To	 this	 end,	 they	 decided	 to	 set	 up	 a	 plot	 of	 land	 in	 the	municipality	 of	 Borbotó,	 just	 20	

minutes	away	 from	the	centre	of	Valencia,	and	 to	offer	different	activities,	aimed	at	both	

national	residents	and	international	tourists,	to	spread	Valencian	culture	through	different	

activities,	offering	an	immersive	experience.		

In	their	centre,	they	offer	activities	such	as:	

- Course	and	Paella	Workshop:		

Through	this	activity,	you	can	learn	how	to	cook	an	authentic	Valencian	paella,	make	

it	with	 vegetables	picked	directly	 from	 their	organic	 garden,	 learn	more	about	 the	

garden	and	taste	the	original	Valencian	paella.		

	

- Paella	Competition:	

It	 is	 a	 very	 popular	 activity	 among	 educational	 centres,	 organisations,	 and	

companies.	Two	teams	compete	to	cook	the	best	paella.		

The	 aim	 is	 to	 collect	 products	 from	 the	 garden,	 to	 prepare	 the	 ingredients	 and	 to	

cook	a	paella	better	than	the	other	team.	

																																																													
1	For	more	information	about	the	Huerta	de	Valencia:	https://www.hortaviva.net/en/we-say/what-is-la-
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When	 the	 two	 teams	 are	 done	 cooking	 their	 Paella,	 a	 jury	 is	 appointed,	 a	 blind	

tasting	is	carried	out,	and	the	winner	is	chosen!	

Therefore,	Descubre	l’Horta	is	a	product	of	cultural	and	gastronomic	tourism,	based	

on	 promoting	 la	 Huerta	 de	 Valencia,	 which	 has	 been	 very	 successful	 among	 the	

population	and	among	tourists,	and	that	benefits		Valencian	cultural	heritage.		

6. Conclusions 

Although	 there	 are	 fundamental	 skills	 and	 competences	 to	 be	 acquired	 for	 the	 correct	

management	 of	 cultural	 heritage,	 it	 is	 a	 sector	 in	 constant	 growth.	 Its	 management	

strategies	 require	 continuous	 updates,	 in	 order	 to	 innovate	 and	 offer	 quality	 products	 or	

services.	

On	the	one	hand,	personal	skills	allow	us	to	offer	the	best	of	ourselves	and	to	reach	the	user	

effectively.	 Skills	 such	as	empathy,	 leadership,	 communication	 skills,	 customer	orientation	

and	learning	skills	are	decisive	for	optimal	management.	

On	 the	 other	 hand,	 technical	 skills	 allow	 us	 to	 correctly	 manage	 the	 assets,	 avoiding	

unnecessary	risks	and	creating	a	planning	that	will	facilitate	work	administration	in	a	more	

effective	 way.	 Good	 planning	 will	 therefore	 provide	 us	 with	 greater	 knowledge	 of	 the	

necessary	resources.	 It	will	also	allow	us	to	anticipate	and	as	reduce	risks,	determine	new	

business	opportunities	and	achieve	long-term	success.			

Finally,	 training	 in	 communication,	 digital	marketing	 and	 new	 technologies	 is	 an	 essential	

factor	 for	 the	 development	 of	 the	 sector.	 Adapting	 to	 new	 marketing,	 promotion	 and	

communication	strategies	are	key	factors	in	our	technological	era.	

However,	none	of	the	mentioned	above	can	work	if	sustainable	management	is	not	carried	

out,	 taking	 into	 account	 the	 social,	 environmental	 and	 economic	 impact	 that	 our	 activity	

may	 generate.	 To	 ensure	 this	 sustainability,	 the	 heritage	 manager	 needs	 to	 know	 the	

surroundings,	 the	histories	of	 local	 residents	and	their	opinion	about	new	 initiatives.	They	

also	have	to	keep	in	constant	contact	with	the	agents	who,	directly	or	indirectly,	work	with	

cultural	 heritage,	 because	 correct	 management	 of	 cultural	 heritage	 can	 happen	 only	

through	the	cooperation	of	all	stakeholders.	
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Know	the	Needs	of	Disadvantaged	Adults	to	Facilitate	the	Learning	
of	Key	competences,	For	a	New	Development	of	Cultural	Heritage	

Needs	

Itaka	Training	
	

Aims	&	Objectives	

• Knowledge	and	development	of	key	needs	of	adult	lifelong	learning;	
• Increase	 knowledge	 of	 the	 needs	 and	 inclusive	 aspects	 of	 entrepreneurship	 in	 the	

cultural	heritage	sector;	
• Development	 of	 new	 forms	 of	 cultural	 and	 creative	 enterprises,	 through	 the	

combination	of	adult	needs	and	cultural	heritage	needs	
	

Learning	outcomes	

By	the	end	of	the	session	the	student	should	be	able	to:	

- Have	skills	required	to	become	entrepreneurs	in	the	cultural	sector;	
- Provide	adults	from	difficult	backgrounds	with	practical	and	technical	knowledge	to		

help	them	start	and	run	a	business	effectively;	
- Help	the	cultural	sector	identify	their	needs	and	transform	them	into	resources.	

	

Lesson	Plan	

	

Knowing	 the	Needs	of	Disadvantaged	Adults	 to	Facilitate	 the	Learning	of	Key	
competences,	for	a	New	Development	of	Cultural	Heritage	Needs:	

	
TIME	 CONTENT	 SUGGESTED	ACTIVITIES	 RESOURCES	

10	
minutes	

Introduction	[1.1;1.2;	Box1]	
Group	 introductions	 and	 ice	
breaker	
		

Presentation	of	the	
Section	and	Pre-
suggestion	unit		

Supporting	 didactic	
material	
		
Large	white	sheets	



	
	

37	

20	
minutes	

Subchapter	presentation	1	 Lab	 Debate2	 on	 a	 better	
self-assessment	 system	
by	studying	the	DigComp3	
model	

DigComp	 online,	 PC,	
Flip	Chart	

20	
minutes		

Subchapter	presentation	2	 Theoretical	 and	 practical	
part	 on	 SWOT	 Analysis4	
and	World	 Cafe	 in	 group	
with	 the	 following	
thematic	tables:	

- Digitization,	which	
needs	for	Culture;	

- The	 new	 training	
needs	 of	 Cultural	
Heritage;	

- Requalification	or	
Modernization,	
what	does	
Cultural	Heritage	
need?	

Flip	chart	
Supporting	 didactic	
material		
Large	white	sheets		

20	
minutes	

Subchapter	presentation	3	 Theoretical	 Part	 and	
Presentation	 of	 Lab	
Debate	 rules	 on	 case	
studies	

Supporting	 didactic	
material	

30	
minutes	

Case	Study	 Group	Discussion	 Flip	chart	
Supporting	 didactic	
material		
Large	white	sheets	

	

	 	

																																																													
2	”Lab	Debates	are	intimate	versions	of	Auditorium	Debates,	they	are	dedicated	to	debating	stimulating	topics	
in	an	interactive	and	engaging	manner	together	with	high-level	development	actors	and	related	stakeholders.	
Debates	must	be	interactive,	engaging	and	avoid	the	show-and-tell	approach	of	presentation	panels.	As	in	the	
previous	edition,	moderators	will	be	in	charge	of	briefing	panellists	and	introducing	them	to	one	another	in	
advance”.	https://eudevdays.eu/sites/default/files/edd19-lab-debate-submission-form.pdf	
3https://publications.jrc.ec.europa.eu/repository/bitstream/JRC101254/jrc101254_digcomp%202.0%20the%2
0digital%20competence%20framework%20for%20citizens.%20update%20phase%201.pdf	
4	https://www.mindtools.com/pages/article/newTMC_05.htm	
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1.1	Introduction	

	

Nowadays,	 social	 and	 cultural	 challenges	 are	 constantly	 evolving	 and	 transforming.	 Let's	
start	from	the	assumption	that	the	skills	required	today	have	evolved	with	progress	in	new	
technologies.	More	jobs	are	automated,	technologies	play	a	greater	role	in	all	areas	of	work	
and	 everyday	 life,	 and	 entrepreneurial,	 social	 and	 civic	 skills	 become	more	 important	 to	
ensure	resilience	and	the	ability	to	adapt	to	change.	The	adults	of	today	find	themselves	in	a	
fluctuating	 context	 that	 puts	 them	 to	 the	 test	 in	 their	 resilience	 and	 ability	 to	 cultural	
adaptability.	On	the	other	hand,	a	new	concept	of	"culture",	linked	to	a	different	use	of	our	
cultural	heritage,	and	increasingly	interconnected	to	the	business	and	tourism	sector,	brings	
significant	 challenges	 to	 the	 social	 landscape.	 Skills	 such	 as	 problem-solving	 skills,	 critical	
thinking,	 ability	 to	 cooperate,	 creativity,	 computational	 thinking,	 and	 self-regulation	 are	
more	 important	 than	 ever	 in	 our	 fast-paced	 societies.	 From	 this	 premise,	 it	 becomes	
increasingly	significant	and	strategic	to	measure	oneself	with	the	most	up-to-date	punctual	
analysis	possible	regarding	the	status	quo	of	the	needs	of	adults,	in	particular	those	living	in	
disadvantaged	 contexts,	 as	 well	 as	 a	 thorough	 analysis	 of	 the	 current	 needs	 of	 cultural	
heritage.	Both	 types	of	needs,	 if	 taken	 into	account	and	 linked	 to	each	other,	 can	 lead	 to	
new	skills	and	new	ways	of	doing	business.	

	

1.2	A	new	framework	for	Cultural	Heritage	

From	 these	 considerations,	 it	 is	 important	 to	 start	 thinking	 about	 the	way	 to	 structure	 a	
punctual	 analysis	 of	 needs	 in	 this	 area	 of	 competence.	 The	 focus	 of	 this	 chapter	 will	 be	
preparing	participants	to	the	use	of	tools	to	assess	and	analyze	the	needs	of	adult	education	
and	the	cultural	sector,	 in	order	to	participate	in	entrepreneurship	education.	The	chapter	
will	also	focus	on	the	importance	of	development,	as	well	as	on	developing	inclusive	aspects	
of	 entrepreneurship	 in	 the	 cultural	 sector,	 to	 achieve	 the	 development	 of	 new	 forms	 of	
creative	cultural	heritage	businesses.	

	

The	analysis	brings	together	professionals,	local	authorities,	unemployed	people	and	so	on,	
to	explore	methodologies,	teaching	strategies,	and	tools	to	evaluate	and	analyze	the	needs	
of	 adult	 education	 and	 the	 cultural	 sector.	 The	 aim	 is	 to	 educate	 participants	 on	 the	
entrepreneurship	process	and	the	importance	of	development.	

	

Box	1	–	How	to	prepare	for	a	correct	Need	Analysis?	
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To	analyze	the	needs	of	disadvantaged	adults	and	of	the	cultural	heritage	sector,	we	have	to	find	an	
objective	method	that	does	not	turn	into	a	subjective	examination.		“Needs	assessment”	or	“needs	
analysis”	 is	“a	process	 for	 identifying	and	prioritizing	gaps	 in	results	based	on	the	cost	 to	meet	the	
need	versus	the	cost	to	ignore	the	need.”5				
The	need	can	be	read	in	terms	of	"current	impact"	versus	"desired	impact"	on	one	or	several	people.	
The	difference	between	desired	and	expected	impact	lies	in	the	fact	that	the	need,	to	be	considered	
as	such,	must	be	put	into	a	motivational	sphere.	The	desire	for	something	can	be	stronger	if	it	is	not	
expected.	
	
For	a	correct	analysis	of	needs	it	is	therefore	necessary	to	first	analyze	the	gap	between	the	current	
result	 and	 the	 desired	 result	 (or	 in	 the	 context	 of	 projects,	 the	 result	 that	 should	 be	 -	 Work	
Breakdown	 Structure6).	 We	 are	 not	 dealing	 with	 resources	 or	 activities	 here,	 but	 with	 the	 final	
outcome.		In	other	words,	the	need	is	the	process	to	achieve	the	desired	results.	
	
For	example,	a	need	will	be	the	gap	between	blind	people	who	currently	cannot	work	as	tour	guides	
in	a	museum	and	 the	desire	 to	make	 this	happen	 through	 the	 support	of	 technology.	The	need	 is	
therefore	to	find	new	IT	systems	that	can	help	people	who	are	visually	impaired	find	a	new	job.	
	

	
	
	

	

		

	 	

																																																													
5http://ieg.worldbankgroup.org/sites/default/files/Data/eval_week_needs_assessment2.pdf		
6	https://www.visual-paradigm.com/guide/project-management/what-is-work-breakdown-structure/		

What	 What	NEEDS	ASSESSMENTS	



	
	

40	

Brainstorming	Moment	–	Pre-suggestion	Unit:	

	

Before	going	into	the	needs	analysis,	let's	try	to	reflect	on	these	issues:	

	

Think	 about	 how	 the	 needs	 for	 education	 in	 basic	 skills	 among	 adults	 have	 changed	 in	
recent	years	

	

For	the	Trainer:	
Using	post-it	notes	and	pens,	divide	people	with	whom	you	are	starting	the	brainstorming	
phase	 into	 heterogeneous	 groups.	 In	 this	 reflection	 session,	 the	 trainer	 will	 act	 as	 a	
collector	of	ideas	and	will	not	influence	the	thinking	process	of	others.	
Participants	 have	 5	 minutes	 to	 think	 about	 how	 the	 demands	 of	 the	 world	 of	 work		
towards	adults	today	have	changed	the	way	they	can		access	it.	
	

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________	

What	could	be	the	educational	dreams	of	adults	in	disadvantaged	situations?		

For	the	Trainer:	
Using	Post-it	and	pens,	divide	people	with	whom	you	are	starting	the	brainstorming	phase	
into	preferably	heterogeneous	groups.	 In	 this	 reflection	session,	 the	trainer	will	act	as	a	
collector	of	ideas	and	will	not	influence	the	thinking	of	others.	
You	have	5	minutes	to	think	about	what	the	dreams	of	a	disadvantaged	adult	in	terms	of	
education	and	training	could	be.	Put	yourself	in	their	shoes;	what	would	you	like	to	learn?	
	

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________	

Think	of	new	business	models:	How	can	these	needs	be	turned	into	new	educational	skills,	
for	a	new	way	of	doing	business?		
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For	the	Trainer:	
Using	Post-it	notes	and	pens,	divide	people	with	whom	you	are	starting	the	brainstorming	
phase	 into	 preferably	 heterogeneous	 groups.	 In	 this	 reflection	 the	 trainer	 will	 act	 as	 a	
collector	of	ideas	and	will	not	influence	the	thinking	process	of	others.	
Participants	 have	 5	 minutes	 to	 think	 about	 how	 disadvantaged	 adults	 can	 turn	 their	
dreams	into	new	jobs.	
	

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________	

Think	about	entrepreneurial	figures	linked	to	art	and	culture	that	today	have	difficulties,	
and	what	could	be	done	in	terms	of	innovation.	

	

For	the	Trainer:	
Using	Post-it	notes	and	pens,	divide	people	with	whom	you	are	starting	the	brainstorming	
phase	 into	 preferably	 heterogeneous	 groups.	 In	 this	 reflection	 the	 trainer	 will	 act	 as	 a	
collector	of	ideas	and	will	not	influence	the	thinking	process	of	others.	
Participants	have	5	minutes	to	think	about	how	these	new	forms	of	entrepreneurship	can	
connect	with	the	world	of	cultural	heritage.	
	

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________	

	

Once	 	 needs	 assessment	 is	 understood,	 it	 is	 important	 to	 analyse	 our	 context	 through	
specific	parameters.	
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Figure	1.Example	of	parameters	for	an	analysis	of	the	cultural	heritage	needs		

For	 a	 correct	 analysis	 of	 needs,	 it	 is	 critical	 that	 the	 trainer	 identifies	 the	 parameters	 in	
which	 to	 insert	 the	 context.	 In	 fact,	 if	 the	 intention	 is	 to	 analyse	 the	 behaviour	 of	
disadvantaged	adults	to	understand	their	needs,	it	will	be	necessary	to	evaluate	parameters,	
such	 as	 the	 accessibility	 of	 the	 structures,	 early	 school	 leaving,	 digitalization	 and	 digital	
skills,	and	so	on.	

	

It	 will	 be	 important	 for	 the	 trainer	 to	 define	 these	 parameters	 to	 help	 in	 the	 use	 of	 the	
subsequent	analysis	tools.	

	

How	to	prepare	a	needs	analysis,	using	these	tools:	

- Self-Assessment;	
- SWOT;	
- World	Café.	

	

2.1	 Self-assessment	 of	 key	 competences	 of	 disadvantaged	 adults,	 so	 as	 to	
understand	their	needs.	

In	a	world	 in	constant	evolution	 it	becomes	strategic	to	be	aware	of	the	specific	needs	on	
which	to	work	so	that	we	can		generate	new	skills	in	favour	of	disadvantaged	adults.	

Regarding	this	issue	we	can	refer	to	the	existing	provisions	for	the	validation	of	non-formal	
and	 informal	 learning7,	 as	 well	 as	 to	 the	 European	 qualifications	 framework	 [GU	 C	 189,	
15.6.2017,	p.	15	–	Annex	1],	or	to	the	objective	4.7	of	the	2030	Agenda.8	

Self-assessment	tools	allow	adults	to	understand	the	educational	needs	they	must	reach	in	
order	to	acquire	the	so-called	"key	competences".	

An	 example	 	 is	 the	 “DigComp	 of	 the	 European	 Commission”	 [Material	 2.1.1	 -	Annex	 2].	
DigComp	describes	 the	 necessary	 competences	 to	 use	 digital	 technologies	 in	 a	 confident,	
																																																													
7	Different	depending	on	each	member	state;	in	Italy	for	example:	https://eacea.ec.europa.eu/national-
policies/eurydice/italia/validation-non-formal-and-informal-learning_en	
8	https://ec.europa.eu/europeaid/policies/sustainable-development-goals_en	
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critical,	collaborative	and	creative	way,	 in	order	to	achieve	goals	related	to	work,	 learning,	
leisure,	inclusion	and	full	participation	in	our	digital	society.	

 

For	the	trainer:	
The	DigComp	 technique	 can	 be	 useful	 for	 trainers	 to	 evaluate	 a	 scoring	model	method	
(self-evaluation	 through	 weights	 and	 scores	 assigned	 to	 each	 category).	 They	 can	 thus	
understand	where	 the	 gaps	are	and	 therefore	determine	 training	needs.	 This	 technique	
helps	 above	 all	 to	 define	 a	 programme	 to	 satisfy	 certain	 needs	 in	 those	 who	 are	
evaluating	themselves.	

Please	click	on	the	link	below	for	an	example:	

	 https://digcomp.digital-competence.eu	
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Material	2.1.1	

Different	 approaches	 to	 self-assessment	 by	
DigComp,	a	User	Guide	to	the	European	Digital	
Competence	Framework:		

Assessment	Approaches:	

With	 respect	 to	 assessment	 methodology,	
different	 approaches	 with	 different	 pros	 and	
cons	can	be	adopted,	depending	on	one’s	goals,	
target	 users	 (e.g.	 population	 at	 large,	 specific	
worker	 categories	 etc.),	 circumstances	 and	
resources:		

Self-Assessment	Questions	
Partakers	are	asked	to	evaluate	how	well	they	

perform	ICT	related	tasks	and	what	they	know	about	related	issues,	or	to	agree	or	disagree	
with	statements	about	one’s	behaviour	in	different	digital	situations	through	a	declarative	
questionnaire.	This	approach	is	useful	to	raise	awareness	about	digital	competence	and	
make	users	reflect	on	their	perceived	strengths	and	weaknesses;		

Knowledge-based	tests	
Partakers	are	presented	with	realistic	problems	in	a	variety	of	real-life	situations	and	they	
have	to	indicate	what	they	would	do	in	these	given	situations,	what	would	happen	in	reality,	
etc.	This	approach	measures	factual	knowledge	(“knowing	that...”),	and	procedural	
knowledge	(knowing	how	to	perform	digital	tasks),	or	both.	It	can	thus	produce	a	more	
accurate	picture	of	a	user’s	digital	competence;		

Performance-based	evaluation		
Users	are	requested	to	solve	actual	digital	challenges,	reflecting	real	situations	that	they	
may	face	and	entailing	the	use	of	tools	such	as	browsers,	word	processors,	or	spreadsheets.	
This	approach	generates	an	accurate	picture	of	one’s	competence,	seen	as	‘knowledge	in	
action’.	It	can	however	be	very	demanding	(in	terms	of	technical	complexity	and	costs	as	
well)	for	test	providers,	and	challenging	for	its	users.	It	is	therefore	usually	adopted	in	view	
of	issuing	a	certification.		

Using	a	mix	of	the	above	methods	can	also	be	effective.		

To	 offer	 a	 more	 complete	 assessment	 and	 resulting	 profile,	 a	 test	 can	 integrate	 other	
elements,	beyond	competences.		

14
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Q	&	A	Time	–	Which	of	the	described	approaches	seems	the	best?	

	

__________________________________________________________________________________

__________________________________________________________________________________

__________________________________________________________________________________	

	

2.2	How	to	identify	and	analyze	the	needs	of	cultural	institutions 

 

In	just	a	few	years,	European	policy	regarding	cultural	heritage	has	been	completely	revised.	A	new	
perspective	 has	 emerged,	moving	 towards	 a	 holistic	 approach	 to	 heritage,	 centred	 on	 individuals	
and	communities.	This	new	structure	changes	the	way	cultural	institutions	manage,	protect	and	give	
access	to	heritage,	as	well	as	how	citizens	feel	about	it	and	the	way	professionals	deal	with	it.	

	

A user guide to the 
European Digital 
Competence Framework

GET INSPIRED  
MAKE IT HAPPEN

DigComp

 ` EUR 29115 EN 
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This	 consideration	 comes	 from	 reading	 the	 European	 Framework	 for	 Action	 on	 Cultural	 Heritage	
9[Material	2.2.1.1	-	Annex	3],	of	which	you	can	read	the	introduction	below:	

	

2.2.1	European	Framework	for	Action	on	Cultural	Heritage		

1.	Introduction		

Cultural	heritage	is	a	common	good	passed	from	previous	generations	as	a	legacy	for	those	
to	come.		

The	 European	 Year	 of	 Cultural	 Heritage	 2018	 aimed	 at	 celebrating	 cultural	 heritage	 as	 a	
shared	resource,	raising	awareness	of	common	history	and	values,	and	reinforcing	a	sense	
of	belonging	to	a	common	European	cultural	and	political	space.	It	created	the	momentum	
for	 cultural	 heritage	 to	 be	 placed	 higher	 on	 the	 EU’s	 agenda,	 through	 an	 integrated	
approach.		

At	 the	Gothenburg	Leaders'	 Summit	 in	November	2017,	Heads	of	States	and	Government	
confirmed	their	commitment	to	a	Union	which	preserves	its	cultural	heritage	and	promotes	
cultural	diversity.	The	European	Council	in	December	2017	highlighted	the	European	Year	of	
Cultural	Heritage	as	a	pivotal	opportunity	to	increase	awareness	of	the	social	and	economic	
importance	of	culture	and	heritage.		

The	European	Framework	for	Action	on	Cultural	Heritage,	announced	in	the	new	European	
Agenda	 for	 Culture,	 responds	 to	 the	 invitation	 of	 European	 Leaders	 and	 cultural	
stakeholders.	It	builds	on	the	results	of	the	European	Year	of	Cultural	Heritage	and	ensures	
its	legacy	by	developing	further	concrete	actions.		

The	Framework	for	Action	promotes	and	puts	into	practice	an	integrated	and	participatory	
approach	 to	 cultural	 heritage	 and	 contributes	 to	 the	 mainstreaming	 of	 cultural	 heritage	
across	 EU	 policies.	 The	 European	 Parliament,	 the	 Council	 of	 the	 European	 Union,	 the	
Committee	of	the	Regions	and	the	Economic	and	Social	Committee	support	this	approach.		

	

	

	

																																																													
9	Further	information	available	on:	https://ec.europa.eu/culture/content/european-framework-action-
cultural-heritage_en	



	
	

47	
	



	
	

48	

2.3		SWOT	Analysis	

	

The	SWOT	analysis,	also	known	as	SWOT	Matrix,	is	a	strategic	planning	tool	used	to	evaluate	
Strengths,	Weaknesses,	Opportunities	and	Threats	of	a	project,	or	in	any	situation	in	which	
an	organization	or	an	individual	must	make	a	decision	to	reach	a	goal.	It	allows	you	to	think	
proactively.	 The	 analysis	 can	 concern	 the	 internal	 or	 external	 environment	 of	 an	
organization.	

	

The	 technique	 is	 attributed	 to	 Albert	 Humphrey,	 who	 led	 a	 research	 project	 at	 Stanford	
University	between	the	‘60s	and	‘70s,	using	data	provided	by	the	Fortune	50010.	The	analysis	
expands	 its	 field	 of	 application	 starting	 from	 the	 ‘80s,	 when	 it	 is	 introduced	 as	 a	 tool	 to	
support	public	intervention	choices	to	analyse	alternative	development	scenarios.	

The	 SWOT	 analysis	 is	 a	 very	 flexible	 tool.	 Currently,	 its	 use	 is	 not	 limited	 to	 business	 or	
marketing,	 it	 is	 also	 useful	 in	 times	 of	 revision	 within	 an	 organization,	 to	 obtain	 useful	
observations	and	predictions	for	the	general	vision	of	the	future	of	the	organization	and	to	
support	financing	of	projects	of	community	programs.	

Below	we	offer	an	example	of	SWOT	and	of	how	it	should	be	compiled:	

	

	

	

	

																																																													
10	https://en.wikipedia.org/wiki/Albert_S._Humphrey	
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For	the	Trainer:	
Give	each	learner	an	empty	sheet	with	the	boxes	representing	the	SWOT	matrix.	
Ask	participants	a	question	based	on	the	parameters	and	a	theme,	 for	example:	“what	are	
the	strengths	of	digitization	for	disadvantaged	adults?”.	
	
	
Finally,	learners	share	their	results	and	the	trainer	opens	the	debate.	A	coordinator	by	group	
will	draft	a	summary	SWOT,	and	then	proceed	together	with	a	single	analysis	product.	

	
	

After	 the	single	analysis	 it	 is	 important	 to	match	results	 through	an	open	and	transparent	
comparison.	The	approach	we	suggest	is	the	World	Café.	

	

	

2.4	And	now…	World	Café!	

	

The	World	Café	is	a	format	that	allows	a	large	number	of	people	
to	interact,	develop	a	shared	understanding	of	the	situations	they	
are	dealing	with,	and	converge	on	unifying	initiatives.	

	

It	 is	 a	 practice	 of	 dialogue	 that	 favours	 the	 transmission	 and	
evolution	 of	 the	 ideas	 of	 the	 participants,	 who	 influence	 one	
another,	 feeling	 part	 of	 a	 whole.	 To	 describe	 this	 process,	 we	
could	use	the	metaphor	of	“cross-pollination”.		
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It	 gathers	 a	 diversity	 of	 points	 of	 view	 and	 encourages	 their	 expression.	 Furthermore,	 it	
promotes	understanding	and	acceptance	of	what	cannot	be	changed,	and	concentration	of	
energy	towards	what	can	be	changed	for	the	better.	

	

It	 reproduces	 in	many	aspects	 the	dynamics	 that	have	emerged	 in	 recent	years	 in	human	
interactions	thanks	to	social	media.	

	

How	can	it	be	done?	

	

First,	let's	split	participants	into	four	thematic	groups,	corresponding	to	the	following:	

1) The	needs	of	disadvantaged	adults	to	facilitate	the	learning	of	key	competences;	
2) Digitization:	the	needs	of	culture	heritage;	
3) The	new	training	needs	of	cultural	heritage;	
4) Requalification	or	modernization,	what	does	cultural	heritage	need?	

	

2.4.1	 How	to	create	the	right	environment	for	a	World	Café	

	

Whether	it	is	a	World	Café	with	a	few	dozen	people	or	hundreds,	it's	important	to	create	an	
environment	 that	 conveys	 a	 sense	 of	 informality	 and	 intimacy.	When	 your	 guests	 arrive,	
they	must	immediately	feel	that	this	is	not	the	usual	meeting.	

	

- If	possible,	use	a	space	with	natural	light,	granting	a	view	outside;	
- Decorate	 the	 space	 so	 that	 it	 really	 looks	 like	 a	 bar,	 with	 small	 tables	 for	 4	 or	 5	

people.	Less	 than	4	participants	per	 table	 is	 insufficient	due	to	the	 low	diversity	of	
perspectives;	more	than	5	limits	the	interaction	time	that	everyone	can	use.	

- Distribute	 tables	 in	 space	 randomly,	 seemingly	messy,	 rather	 than	 in	perfect	 lines.	
The	tables	of	a	bar	open	for	several	hours	are	more	welcoming	and	relaxing.	

- Use	colourful	tablecloths	on	the	tables,	and	maybe	flowers,	or	even	a	candle.	Plants	
and	greenery	enrich	the	space	and	make	it	pleasant.	

- Arrange	 at	 least	 three	 white	 sheets	 of	 paper	 to	 write	 on	 each	 table,	 with	 colour	
markers.	Paper	and	markers	encourage	participants	to	write	and	draw	to	express		or	
link	their	ideas.	

- Evaluate	the	possibility	of	adding	paintings,	or	posters	to	the	walls,	even	very	simple	
ones,	and	ensure	that	adequate	music	makes	the	environment	enjoyable.	

- As	a	good	tradition	of	hospitality,	make	snacks	and	drinks	available.	
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Materials	needed:	

- Tables	of	90	or	100	cm	in	diameter.	
- Sufficient	chairs	for	participants	and	facilitators.	
- Coloured	tablecloths.	
- Folios	for	blackboard	to	be	placed	on	the	tables.	Coloured	water-based	markers	(not	

too	dirty).	
- Flower	vases	on	the	tables.	
- Drinks	and	snacks.	
- Walls	and	adhesive	paper	or	blue	tack	to	hang	the	slips.		

	
Optional,	depending	on	the	objectives	and	needs:	

- Projector	and	one	or	more	screens.	
- Audio	system.	
- Proper	music	in	the	background.	
- Microphones	to	be	worn	by	the	facilitator(s)	and	"ice	cream"	microphones	to	be	

presented	to	the	participants	for	their	interventions.	
- Blackboards	with	moving	pieces.	
- Basic	stationery.	
- Notepads.	Post-it	notes	in	large	quantities	-	dimensions	cm.	12.5	x	7.5 

	

	

Educational	Outreach	as	a	Tool	 to	Develop	Learning	Approaches	 for	Adults	 in	 the	
Cultural	Sector	

The	topic	of	the	analysis	of	the	needs	of	cultural	heritage	is	therefore	well	met	with	that	of	
access	and	participation	addressed	to	disadvantaged	categories,	historically	excluded	or	 in	
contingent	conditions	of	difficulty	and	marginality.	In	this	case,	the	potential	benefits	affect	
differentiated	 dimensions	 and	 subjects.	 These	 inclusion	 processes	 (for	 example,	 projects	
aimed	 at	 people	 with	 cognitive,	 sensorial	 or	 motor	 disabilities,	 at	 people	 suffering	 from	
degenerative	diseases,	at	young	people	at	risk	or	at	migrants)	represent	forms	of	integrative	
cultural	welfare	and	often	substitutes	of	public	action.	

In	which	 sectors,	 therefore,	 to	 combine	 the	 two	 spheres	of	needs,	which	we	could	divide	
into	

- Needs	of	Knowledge	
- Technological	Development	Needs	
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3.	Lab	Debate	
Learners	 will	 be	 divided	 into	 groups	 to	 start	 the	 brainstorming	 phase	 and	 analyse	 a	 case	 study	
together.	

	

	

	

	

	

	

Case	study	1	
	

Country:	 Italy	

Title:	 The	digital	device	that	drives	people	to	leave	the	

screen	and	explore	the	world	by	touching	it!	

Organization	name:	 Itaka	Training	

Website:	
E-mail:	
Operating	office:	
	
	

www.tooteko.com	
info@tooteko.com	
Via	delle	Industrie	25/2	-	30121	Venice	

	
	
	
	

	

For	Trainers:	

It	will	be	important	to	bring	out	the	relevant	skills	from	every	group	of	the	World	Café,		the	ones	
that	vulnerable	adults	need	to	enter	the	world	of	work,	such	as	education	or	digitisation.	

The	group	working	on	digitisation	of	culture	must	bring	out	the	need	for	greater	accessibility	of	
culture	for	all.	

The	group		working	on	"the	new	training	needs	of	cultural	heritage”	must	bring	out	the	need	for	
a	better	identification	of	the	problems	with	culture.	

The	last	group	will	reflect	on	whether	it	is	right	to	re-qualify	or	to	modernise	the	cultural	
heritage	approach,	and	what	benefits	this	can	bring	to	entrepreneurship	education	for	
vulnerable	adults.	
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What	are	the	case	study’s	aims	and	

objectives?	

The	project	 represents	 a	new	gateway	 to	 reality	
and	 a	 tool	 for	 social	 and	 cultural	 integration	 for	
those	 who	 cannot	 see.	 Tooteko	 can	 in	 fact	 be	
used	 by	museums	 and	 art	 galleries	 to	make	 the	
works	 accessible	 to	 people	 who	 are	 visually	
impaired,	 offering	 a	 description	 of	 visual	 details	
that	 would	 otherwise	 be	 impossible	 to	 grasp.	
Helping	 the	 visually	 impaired	 to	 obtain	
information	 on	 the	 appearance	 of	 objects,	
offering	 new	 educational	 support	 to	 teach	
children	 to	 read	 and	 write,	 and	 creating	 new	
devices	 that	 replace	 common	 switches	 to	 turn	
the	 light	 on	 and	 off,	 are	 some	 of	 the	 other	
applications	 possible	 with	 Tooteko.	 Thanks	 to	 a	
low-cost	 technology,	 Tooteko	 can	 be	 used	
anywhere,	even	 in	open	spaces,	without	 the	use	
of	a	computer	or	a	projector.	

Top	highlights:	 	
1. Analysis	 of	 the	 needs	 of	 disadvantaged	

adults,	 in	 particular	 people	 who	 are	
visually	impaired;	

2. Analysis	of	the	needs	of	cultural	heritage;	
3. Analysis	 of	 problems	 and	 ability	 to	

transform	 them	 into	 an	 entrepreneurial	
opportunity;	

4. Creation	 of	 a	 start	 up	 in	 cultural	
entrepreneurship;	

5. Digitization	of	cultural	heritage;	
6. Accessibility	of	art	and	cultural	heritage.	
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Detailed	description	of	the	chosen	case-

study:	

Tooteko	was	established	as	a	start-up	in	2014	but	
originated	 from	 the	 thesis	 of	 Serena	 Ruffato.	 In	
was	2012,	the	project	involved	bringing	art	to	the	
blind	 by	 means	 of	 three-dimensional	 prints	 of	
replicas	of	works	of	art,	 that	would	otherwise	 in	
no	 ways	 have	 been	 accessible.	 The	 project	 was	
implemented	in	 its	development	phase	also	with	
the	 Blind	 Union.	 Since	 2014,	 the	 start-up	 has	
been	 constantly	 working	 in	 research	 and	
development	of	this	unexplored	and	new	field.	
Tooteko	is	a	valid	case	study	to	understand	what	
it	means	to	analyze	the	needs	of	cultural	heritage	
and	 disadvantaged	 adults	 and	 turn	 them	 into	
resources,	 helping	 disadvantaged	 adults	
themselves	 to	 develop	 skills	 that	 allow	 them	 to	
better	access	cultural	entrepreneurship.	
Tooteko	 sheds	 light	 on	 the	 fact	 that	 the	
connection	 between	 art	 and	 its	 digitalization	
allows	 for	 this	 group	 of	 disadvantaged	 adults	 to	
have	greater	accessibility	to	art.	Furthermore,	the	
technology	 used	 by	 Tooteko	 also	 allows	 the	
possibility	 of	 widening	 the	 target	 group	 to	 the	
deaf	in	the	future.	
	

Describe	local,	regional	national	and	

international	impact	

Tooteko	is	an	app	connected	to	a	digital	ring	that	
transfers	 information.	 It	 has	 very	 high	 impact	
margins,	due	to	 its	ability	to	cover	an	uncovered	
need:	 making	 art	 accessible	 to	 people	 who	 are	
visually	 challenged.	 The	 possibility	 of	 combining	
the	need	of	 disadvantaged	adults	with	 the	need	
for	 cultural	 heritage	 of	 audience	 development	
has	 generated	 this	 app,	 which	 engendered	 not	
only	local	impact,	but	also	resonance	at	European	
level	 and	 beyond,	 having	 already	 purchased	
Horizon's	 Seal	 of	 Excellence.	 it	 requires.	 The	
objective	 of	 the	 TOOTEKO	 Team	 is	 indeed	 to	
reach	all	the	main	museums	around	the	world.	

In	conclusion:	 This	 case	 study	 can	 help	 identify	 the	 strengths	
and	 weaknesses	 of	 a	 sector	 needs	 analysis	 and	
help	 disadvantaged	 communities	 to	 create	 new	
entrepreneurship	 and	 social	 impact	 from	 the	
enhancement	of	cultural	heritage.		
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This	case	study	is	the	right	synthesis	of	what	has	
been	 demonstrated	 so	 far.	 The	 analysis	 of	 the	
needs	 of	 the	 blind	 has	 joined	 the	 necessity	 for	
cultural	heritage	to	be	accessible	to	all.	This	led	to	
the	realization	of	a	new	business	model	 through	
the	 creation	 of	 a	 start-up	 that	 fused	 the	 two	
necessities	 in	 an	 application	 connected	 to	 a	
digital	device.	This	 is	an	example	of	an	adequate		
transformation	 of	 the	 needs	 of	 underprivileged	
categories	 and	 delicate	 sectors	 into	 new	
entrepreneurship.	
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Case	study	2	
	

Country	 Italy	

Title	 Social	FABLAB	

Organization	name	 Itaka	Training	

	
	
Website	:	
E-mail:	
Operating	office:	
	
	
	

Fondazione	Emmanuel	
Don	Francesco	Tarantini	
http://www.fondazionemmanuel.org	
info@fondazione-emmanuel.org	
Strada	Provinciale	Lecce	–	Novoli	n.	23/25	–	73100	LECCE	
	

	

	

	

	

What	are	the	case	study’s	aims	and	

objectives?	

The	project	aims	to	prevent	and	treat	addictions	
and	 other	 situations	 of	 economic	 and	 social	
marginality	and	disadvantage,	for	the	recovery	of	
dignified	 living	 conditions.	 	 It	 offers	 both	
opportunities	 for	 listening	 and	 sharing	 research	
of	 solutions,	 and	 innovative	 training	 /	 work	
opportunities	 through	 a	 Training	 Centre	
Permanent	 Fab-Lab,	 as	 a	 new	 concept	 of	 mini-
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enterprise	in	the	digital	handicraft	sector.	
Top	highlights:	 1. Combine	 attention	 to	 disadvantaged	

groups	 of	 adults	 with	 professional	
reintegration	 in	 the	 sector	 of	 cultural	
heritage	enhancement;	

2. Pay	 attention	 to	 the	 needs	 of	 cultural	
heritage,	 valuing	 and	 renewing	 ancient	
techniques,	such	as	handicraft;	

3. Teach	the	use	of	new	technologies;	
4. Combine	culture	and	training	with	the	use	

of	new	technologies,	such	as	3D	printers;	
5. Be	 able	 to	 self-evaluate	 through	 specific	

indicators;	
6. Expand	 your	 CV	 or	 Portfolio	 with	

knowledge	of	your	key	skills;	
7. Help	 adults	 enter	 	 a	 multimedia	 context	

and	be	more	inclined	to	the	youth	world.	
Detailed	description	of	the	chosen	case-

study:	

The	Emmanuel	Foundation	was	founded	in	1992.	
The	 purpose	 of	 the	 foundation	 is	 to	 promote,	
encourage,	 and	 support	 initiatives	 aimed	 at	
fostering		the	ideal	conditions	and	providing	tools	
for	the	self-promotion	of	the	peoples	of	Southern	
Italy,	 Southern	 Europe,	 and	 the	 South	 of	 the	
World.	 They	 notably	 do	 so	 by	 	 promoting	 new	
ways	of	 social	 inclusion	 through	 the	exploitation	
and	digitization	of	tangible	and	intangible	cultural	
heritage.	

	
The	choice	of	this	case	study	 lies	 in	the	fact	that	
the	 Fab-lab	 (fabrication	 laboratory)	 is	 a	
Permanent	 Training	 Centre,	 structured	 as	 a	
"Doing"	 Laboratory.	 It	 is	 a	 real	 digital	 craft	
workshop,	 which	 offers	 the	 opportunity	 to	
concretise	an	 idea,	a	project,	or	an	 invention,	 to	
have	 access	 to	 machines	 and	 tools	 for	 3D	
printing,	 to	 create	 a	 finished	 product	 ready	 for	
use	in	a	few	hours	and	with	resistant	materials.	

	
It	 therefore	 combines	 the	 study	 of	 the	 need	 for	
disadvantaged	groups,	as	the	project	 is	aimed	at	
drug	addicts,	inmates	or	adults	in	difficulties	who	
want	 to	 create	 new	 possibilities	 for	 their	 own	
social	 inclusion	 through	art	and	culture,	 creating	
new	social	and	cultural	entrepreneurship.	

Describe	local,	regional	national	and	 The	 expected	 impact	 is	 to	 create	 a	 model	 that	
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international	impact	 helps	 the	 cultural	 and	 creative	 sector	 renew	
itself,	 enhancing	 this	 sector,	 and	 creating	
opportunities	 and	 solutions	 to	 the	 needs	 of	
disadvantaged	groups.	

In	conclusion:	 The	 project	 can	 help	 disadvantaged	 adults	 find	
new	 innovative	 tools	 to	 generate	
entrepreneurship.	
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Creating	Sustainable	Businesses	in	the	Cultural	and	Natural	
HeritageSectors	in	Europe	

	

ed-consult	

	

Aims	of	workshop	

To	bring	together	a	range	of	professionals,	local	authorities,	unemployed	people	and	so	on,	
to	explore	teaching	methodologies	and	strategies	which	prepare	participants	to	be	involved	
in	entrepreneurship;	

To	get	an	overview	of	cultural	heritage	and	sustainable/circular	business	principles;	

To	share	existing	best	practices	in	our	regions;	

To	learn	about	methodologies	allowing	to	generate	creative	business	ideas;	

To	get	some	hands-on	experience	of	conceiving	business	ideas	using	the	Lego®	Serious	Play®	
methodology	

To	share	advice	concerning	how	you	can	turn	your	ideas	into	sustainable	heritage	business.	

__________________________________________________________	

General	learning	outcomes		

By	the	end	of	the	programme	the	learner	should	be	able	to:		

1. Understand	the	concepts	of	cultural	heritage,	sustainability	and	circular	economy;	
2. Use	some	methodologies	to	trigger	creative	business	idea:	Idea	Cafés,	Lego®	Serious	

Play®,	Business	Model	Canvassing	
3. Get	relevant	recommendations	so	they	can	turn	their	ideas	into	sustainable	heritage	

enterprises.	

TIME	 CONTENT	 SUGGESTED	ACTIVITIES	 RESOURCES	

15	
minutes	

Introduction		
Presentation:	Sustainability.	

Presentation	and	
discussion;		
	
Share	best	practices	of	
sustainable	heritage	
companies;	
	
Talk	about	needs	in	the	
participants’	regions.	

PowerPoint/	Keynote	
presentation.	
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15	
minutes	

Some	methodologies:	
Basic	concepts	of	the	
	
Idea	Café,	
Lego®	Serious	Play®,	and	
Business	Model	Canvas	
	
methodologies	

Presentation,	questions	
and	answers	

PowerPoint/Keynote		
presentation	

120	
minutes		

Hands-on	experiences:	
	
Build	a	bridge	
	
	
	
	
Build	your	skills	
	
	
Build	your	company	
	
	
SWOT	and	sustainability	tests	

Breaks	as	needed	
	
Ice-breaker	and	skills	
development	exercise	
(learning	to	tell	stories	
with	bricks).	
	
Identity-building:	Get	to	
know	yourself	and	tell	
others	about	you.	
	
Strategy-building	;tell	your	
company’s	story.	
	
Is	your	company	
sustainable?	
	
Storytelling	and	
discussions.	
	
	

Flip	chart,	sticky	
notes,	business	
canvas	hand-out,	set	
of	special	Lego	bricks	

180	
minutes	

Outdoor	exploration	activities	
	
Connecting	your	models	and	
finding	cooperation	
opportunities.	
	
Counselling	and	financing	
opportunities	in	Europe.	
	
	
	

Outdoor	activities.	
	
Walk	the	talk.	
	
Idea	Café,	round-table	
discussions.	
	
	
Explore	local	companies	
and	find	practices.	
	
Discussions:	Collaborations	
opportunities	and	
counselling	possibilities	in	
your	regions	

Take	your	Lego®	
model	and	Canvas	
with	you.	
	
Maybe	a	notebook	
and	some	tools	to	
write	and	take	
photos.	
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Workshop	preparation:	
	

Task	1:		

Explore	your	community	or	region	and	find	some	examples	of	enterprises	based	on	cultural	
heritage.	What	 type	 of	 organisations	 are	 these?	 Service	 providers,	 crafts	 people,	 artisan,	
museums,	factories?	Are	these	enterprises	sustainable?	

Share	your	findings	in	the	EPOC	workshop,	on	Facebook	and/or	Instagram.	

	

Task	2:	

What	are	the	development	strategies	in	your	municipality,	region,	country,	with	regard	to	
tourism	and	cultural	and	natural	heritage?	What	are	your	regions’	needs	?	

	

1.	Introduction	

1.1 Why cultural  heritage? 
	

In	2018	Europe	celebrated	the	Year	of	Cultural	Heritage.	It	was	the	same	year	the	idea	for	
the	 EPOC	 project	 was	 born.	 Cultural	 heritage	 has	 a	 universal	 value,	 for	 individuals,	
communities,	 and	 societies	 alike.	 It	 is	 important	 to	 preserve	 it	 and	 pass	 it	 on	 to	 future	
generations.	 Heritage	 emerged	 ‘from	 the	 past’,	 yet	 it	 is	 not	 static	 and	 it	 actually	 evolves	
though	our	engagement	with	 it.	 Furthermore,	 cultural	heritage	has	a	huge	 role	 to	play	 in	
building	the	future	of	Europe.		

Cultural	heritage	comes	in	many	shapes	and	forms:	

• Tangible	–	for	example	buildings,	monuments,	artefacts,	clothing,	artwork,	books,	
machines,	historic	towns,	and	archaeological	sites.	

• Intangible	–	cultural	practices,	representations,	expressions,	knowledge,	skills	-	and	
the	associated	instruments,	objects	and	cultural	spaces	-	that	people	value.	This	
includes	language	and	oral	traditions,	performing	arts,	social	practices	and	
traditional	craftsmanship.	

• Natural	–	landscapes,	flora	and	fauna.	
• Digital	–	resources	that	were	created	in	digital	form	(for	example	digital	art	or	

animation)	or	that	have	been	digitalised	as	a	way	to	preserve	them	(including	text,	
images,	video,	records).	

Through	 cherishing	 our	 cultural	 heritage	 we	 can	 discover	 our	 diversity	 and	 start	 an	
intercultural	 conversation	 about	 the	 things	we	 have	 in	 common;	 cultural	 heritage	 should	
not	be	left	to	decay,	deterioration	or	destruction.	This	is	why	the	European	Union	launched	
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numerous	initiatives	in	2018,	not	only	to	celebrate	our	heritage	but	also	to	preserve	it,	and	
through	creativity	and	innovative	processes,	breathe	new	life	into	our	heritage.11	

This	 is	also	the	ambition	of	the	EPOC	project	to	use	cultural	and	natural	heritage	to	foster	
entrepreneurship	in	Europe.	This	can	come	in	many	facets,	e.g.	reviving	ancient	crafts	into	
new	contexts,	using	intangible	stories,	music,	cultural	spaces	for	new	performances	and	art,	
or	combining	ancient	heritage	with	emerging	digital	technologies.		

There	are	huge	opportunities	in	using	our	heritage	for	new	services,	products,	performance	
in	the	creative	and	experience	industry	sector,	in	the	general	service	sector,	in	crafts,	in	the	
food	sector,	 in	arts	and	in	tourism.	There	are	practically	no	limits.	If	you	can	dream	it,	you	
can	do	it.12	

	

Task:		

Explore	 your	 community	 or	 region	 and	 find	 some	 examples	 of	 enterprises	 based	 on	
cultural	heritage.	What	type	of	organisations	are	these?	Service	providers,	crafts	people,	
artisans,	museums,	or	factories?	Share	your	findings	in	the	EPOC	workshop,	on	Facebook	
and/or	on	Instagram.	

	

1.2 What is  sustainabil ity? 
	

13 

 

Fostering	sustainable	entrepreneurship	is	as	much	an	inherent	part	of	the	EPOC	project	as	
cherishing	cultural	heritage	 is.	 Since	greedy	exploitation	of	 the	world's	precious	 resources	
have	brought	us	all	to	the	eve	of	destruction,	all	our	entrepreneurship	aspirations	need	to	
be	anchored	in	sustainability	and	in	circular	economy	principles.	

																																																													
11	https://europa.eu/cultural-heritage/about	
12	see	also:	https://ec.europa.eu/culture/policy/cultural-creative-industries_en	for	funding	opportunities	
13	waturu.com	
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Sustainability	and	circular	thinking	are	no	new	concepts.	They	were	brought	into	the	debate	
in	1987	by	Gro	Harlem	Grundtland,	a	 former	Norwegian	prime	minister,	 in	 the	UN	 report	
"Our	Common	Future".	She	developed	the	following	sustainability	circles:	

14	

All	 our	 EPOC	 enterprises	 should	 be	 socially	 inclusive	 and	 of	 great	 benefit	 for	 their	
surrounding	communities.	Furthermore,	they	should	be	bearable	for	the	environment	and	
our	 heritage.	 Lastly,	 the	 enterprises	 need	 to	 be	 economically	 viable	 as	 well,	 so	 that	
entrepreneurs	and	their	employees	can	make	a	decent	living.	

The	 concept	 of	 "circular	 economy"	 already	 emerged	 in	 the	 late	 ‘70s,	 early	 ‘80s,	 but	 only	
became	popular	in	recent	years.	It	is	proactively	supported	by	the	European	Commission.15	

We	should	base	all	of	our		EPOC	heritage	business	models	on	circular	business	models,	
rather	than	taking,	making,	using,	disposing,	and	polluting	-	the	linear	model,	still	too	
widespread,	but	making,	using,	reusing,	remaking,	and	recycling.	

Please	keep	in	mind	that	when	we	work	with	cultural	and	natural	heritage	we	only	borrow	
ideas,	concepts,	sites,	and	resources	and	return	them,	with	added	value	if	possible.	

	

																																																													
14	Basic	Frame	of	Sustainability,	uploaded	by	Rana	P.	Singh:	https://www.researchgate.net/figure/Basic-frame-
of-Sustainability-after-Brundtland-Report-1987_fig8_320003080		
15See	the	European	Action	Plan	for	a	Circular	Economy,	https://eur-lex.europa.eu/legal-
content/EN/TXT/?uri=CELEX:52015DC0614		
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Visual	depiction	and	comparison	of	the	linear	and	the	circular	business	models,	by	Catherine	
Wheetman.16	

	

More	 comprehensive	 sustainability	 goals	 have	 been	 elaborated	 recently	 by	 the	 United	
Nations.17		In	the	frame	of	our	EPOC	activities,	we	should	all	thrive	towards	these	goals,	to	
contribute	to	social	cohesion,	to	economically	and	culturally	healthy	regions	and	to	a	better	
quality	of	life	for	all.	

	

	

																																																													
16Catherine	Weetman,	CC	BY-SA	4.0,	https://commons.wikimedia.org/w/index.php?curid=67945876		
17Sustainable	Development	Goals	of	the	United	Nations;	
https://www.un.org/sustainabledevelopment/sustainable-development-goals/		
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Task:		

Revisit	companies	in	your	communities	based	on	cultural	and	natural	heritage	and	analyze	
them:	Do	they	follow	the	sustainability	and	circular	economy	principles?	If	not,	could	they	
be	turned	around	into	more	sustainable	and	circular	enterprises?		
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1.3 Useful  entrepreneurial  competences 
	

Many	entrepreneurs	start-up	their	companies	because	they	are	burning	with	an	idea	or	they	
have	a	vision,	a	dream	they	want	to	turn	into	reality.	Yet	it	is	useful	to	have	a	set	of	skills	to	
become	a	successful	entrepreneur.	You	may	already	possess	many	of	these	skills,	and	if	you	
are	 lacking	 some	 of	 the	 essential	 ones,	 you	 can	 find	 local	 courses,	 often	 offered	 free	 of	
charge	by	business	councils,	or	you	can	find	online	courses	-	MOOCs,	which	only	cost	money	
if	you	need	a	certification.18	

	

	

																																																													
18more	information	on	the	entrepreneurship	competence	framework:	
https://ec.europa.eu/jrc/en/publication/eur-scientific-and-technical-research-reports/entrecomp-action-get-
inspired-make-it-happen-user-guide-european-entrepreneurship-competence		
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1.4 EPOC Business Idea Creation 
	

Now	 that	 we	 have	 set	 a	 common	 understanding	 of	 cultural	 heritage	 and	 sustainable	
entrepreneurship,	 it	 is	now	your	 turn	 to	come	up	with	business	 ideas	and	 turn	 them	 into	
innovative	and	sustainable	enterprises.	We	gathered	a	few	participatory	methodologies	to	
support	 teachers,	educators,	 trainers	and	their	students	to	trigger	creative	 ideas	and	then	
structure	them	into	business	models.	One	model	is	widely	used	across	the	world	-	the	World	
Café,	and	in	a	smaller	version	the	Idea	Café,	where	you	only	need	a	round	table	and	some	
writing	tools	to	co-develop	ideas.	The	method	is	presented	below	and	can	be	transferred	to	
most	groups	and	venues.	

A	 second	more	 powerful	 approach	 is	 the	 Lego®	 Serious	 Play®	methodology,	 to	 use	 your	
hands-brain	 connection	 to	 construct	 ideas	 and	 see	 them	 emerge.	 We	 will	 test	 this	
methodology	in	our	EPOC	workshop.	

A	 third	 approach	 uses	 the	 Business	 Canvassing	method,	 which	 has	 become	 very	 popular	
around	the	globe.	It	is	very	useful	to	develop	a	business	model	after	the	idea	creation	phase	
and	can	be	easily	combined	with	the	two	first	methodologies.	

All	 approaches	 can	 be	 easily	 transferred.	 They	 are	 scalable	 and	 can	 be	 combined	 with	
emerging	 digital	 tools	 for	 idea	 creation,	 business	 modelling,	 sharing	 of	 ideas	 and	 even	
micro-fundraisings.	Resources	and	links	are	provided	for	you	to	explore.	

However,		we	need	first	to	do	some	research	work	in	order	to	find	out	what	opportunities,	
cultural	 and	 natural	 heritage	 sites,	 economic	 and	 tourism	 strategies	 already	 exist	 in	 your	
communities	and	regions,	so	that	you	have	a	preliminary	idea	as	well	as	better	chances	to	
create	a	viable	project.	But	local/regional	strategies	should	not	limit	your	imagination:	you	
may	find	a	brilliant	idea	in	the	participatory	idea	creation	process!	

 

Task:		

Explore	 opportunities	 in	 your	 community:	 Find	 the	 cultural/natural	 heritage	 site	 your	
enterprise	could	be	based	on,	stories,	 traditions,	foods,	 local/regional	development,	and	
touristic	strategies,	and	share	them	with	the	group.	 	
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2. EPOC Business Idea Creation Methodologies 
	

2. 1.  Idea Café 
 

The	concept	of	the	Idea	Café	is	similar	to	the	concept	of	the	World	Café,	only	that	it	is	used	
for	smaller	groups	and	individual	idea	creation	with	peer	mentoring.	19	

A	creative	room	

Ideally,	it	would	take	place	in	a	nice	comfortable	friendly	room	with	lots	of	light,	if	possible	
with	 round	 	 tables	 for	 three	 to	 four	students	and	one	 facilitator	per	board.	The	 facilitator	
supports	the	idea	development	and	provides	stimuli.	

	

Example	of	an	Idea	Cafe	table	

	

If	possible,	round	tables	should	be	available	for	groups	of	four	learners	plus	one	facilitator	
per	board.	They	can	be	covered	with	simple	brown	paper	or	flip	chart	paper.	

	

																																																													
19	for	further	information	about	the	World	Café	see:	http://www.theworldcafe.com/wp-
content/uploads/2015/07/Cafe-To-Go-Revised.pdf		
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There	should	be	colour	pens	and	sticky	notes	to	develop	ideas	on	each	desk.	

	

There	should	be	drinks	and	snacks	available	or	participants	may	bring	some	food	to	share.	It	
facilitates	communication	and	releases	feel-good	hormones.	
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Café	Workshop	

The	 duration	 can	 be	 three	 to	 eight	 hours,	 including	 breaks.	 Each	 student	 has	 about	 two	
hours	to	develop	their	business	idea	together	with	their	peer	supporters,	i.e.	the	other	two	
learners	and	the	facilitator.	The	remaining	time	is	for	presenting	ideas	in	the	plenum	and	get	
feedback,	for	breaks,	or	walk-the-talk	in	nature,	or	visiting	heritage	sites.	

One	 student	 starts	 talking	 about	 their	 skills	 and	 dreams.	 Thanks	 to	 the	 critical	 and	
constructive	 guiding	 questions	 and	 feedback	 of	 the	 facilitator	 and	 of	 the	 other	 students,	
many	more	skills,	interests,	and	dreams	are	discovered.	

During	 the	 explorative	dialogues	 all	 students	 take	notes,	 doodle,	 brainstorm,	make	mind-
maps	and	draw,	until	a	business	idea	is	found.	The	business	idea	is	then	validated	through	
critical	questions	by	the	facilitator	and	the	other	students,	through	a	simple	SWOT	analysis,	
exploring	the	strengths,	weaknesses,	opportunities,	and	threats	of	the	business	 idea.	Then	
the	next	student	walks	through	the	same	explorative	circle.	

The	role	of	the	facilitator	is:	

• to	set	the	context;	
• to	create	a	hospitable	and	friendly	space	and	atmosphere;	
• to	provide	feedback	and	help	explore	important	questions;	
• to	encourage	everyone	to	contribute;	
• to	help	connect	perspectives;	
• to	listen	and	to	find	patterns	and	insights;	
• to	help	develop	stories	of	business	dreams	around	the	table	to	be	shared	with	

others;	
• to	document	the	process	and	the	results	with	photos	and	proceedings.	

There	should	be	as	many	breaks	as	needed,	and	also	the	possibility	to	walk	outside	and	to	
have	time	to	think	and	reflect.	

In	the	last	hour,	the	students	"pitch"	their	business	idea	in	about	three	minutes.	The	other	
students	and	facilitators	ask	questions	and	give	feedback.	

The	 facilitator	 can	 either	 take	 a	 picture	 of	 the	 business	 ideas	 developed	 by	 each	 student	
around	the	board,	and	show	the	result	with	a	projector,	while	 the	student	pitches,	or	 the	
results	from	each	board	can	be	put	on	a	wall	as	inspiration	during	the	pitches.	

The	facilitator	documents	the	whole	process	with	photos	to	be	used	for	 future	support.	A	
good	idea	is	to	documents	the	results	in	proceedings,	in	the	form	of	a	handbook.		

After	the	Idea	Café	workshop:	

The	 students	 further	 elaborate	 their	 business	 ideas	 using	 a	 Business	 Canvas.	 There	 is	 a	
World	Café	Etiquette:	20	

																																																													
20	http://www.theworldcafe.com/wp-content/uploads/2015/07/Cafe-To-Go-Revised.pdf		
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2.2 The Lego® Serious Play® methodology 
 

A	more	effective	and	faster	way	to	help	our	target	groups	develop	their	business	ideas	is	the	
use	of	the	Lego®	Serious	Play®	methodology.	

Preparation	

A	well-lit	or	sunny	room,	with	round	tables	and	boards	to	write	on,	if	possible.	

Tables	 for	 four	people	are	needed,	as	well	as	boards	with	 large	sheets	of	 flip	chart	paper,	
colour	pens,	stickers,	etc.	

In	addition,	a	big	long	or	round	table	for	the	bricks	is	needed,	standing	free	so	students	can	
go	around	it.	

Special	Lego®	Serious	Play®	bricks	are	needed:	

• A	bag	with	a	specific	set	of	bricks	to	practice	basic	skills	for	creating	metaphors,	and	
building	and	creating	business	stories.	

	

	

• A	special	set	of	bricks	with	specific	metaphorical	elements,	which	can	be	used	for	a	
group	of	15	-	20	people,	the	Lego®	Serious	Play®	Identity	and	Landscape	Kit	
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One	certified	Lego®	Serious	Play®	Facilitator	and	one	assistant	facilitator	for	a	group	of	10-
15	participants	are	needed.	

Background	information	on	the	power	of	Lego®	Serious®	Play	methodology	can	be	found	in	
the	“Danish-of-the-Art”	report.	

Here	are	the	advantages	of	the	Lego®	Serious®	Play	methodology	in	a	nutshell:21	

• Students	 get	 an	 interconnecting	 set	 of	 parts:	 Connections	 come	 easily	 and	
sometimes	in	unexpected	ways.		

• A	 low	 entry	 level	 for	 skills:	 So	 that	 anyone	 can	 pick	 up	 LEGO	 bricks	 and	 make	
something	satisfactory.		

• A	medium	for	mastery:	The	system	can	be	used	to	create	both	very	simple	and	very	
complex	constructions.		

• The	 ability	 to	 create	 something	 where	 previously	 there	 was	 nothing:	 Imagination	
coupled	with	 the	 lack	 of	 need	 for	 preparation	 and	 planning:	 as	 they	 say	 in	 Lego®	
Serious	Play®	‘If	you	start	building,	it	will	come’.		

• An	open	system	with	infinite	possibilities:	It	can	grow	in	all	directions	and	the	parts	
can	be	combined	in	limitless	ways.		

• A	belief	in	the	potential	of	children	and	adults	-	all	generations,	all	ethnic	groups,	all	
nationalities	and	their	natural	imagination:	Anyone	can	make	and	express	whatever	
they	want	to.		

• A	 belief	 in	 the	 value	 of	 creative	 play:	 A	 respect	 for	 play	 as	 a	 powerful	 vehicle	 for	
learning	and	exploration.		

• A	supportive	environment:	Different	ideas	can	be	tried	out	and	experimented	with,	
with	no	negative	consequences.	On	the	contrary,	 it	 is	common	that	one	good	 idea	
leads	to	another.		

	

The	LSP	Business	Idea	Creation	Workshop	

Step	1:	Short	introduction	about	the	business	needs	in	the	region	and	best	practices.	

Step	2:	Short	presentation	about	what	Lego®	Serious®	Play	is.		

Step	3:	 The	 students	build	a	bridge	as	 long	and	beautiful	 as	possible	using	 the	 "Window"	
bricks.	

Then	they	tell	the	story	of	their	bridge.	

The	objective	is	that	students	acquire	the	skills	to	connect	bricks	and	to	tell	the	story	of	that	
bridge.	

																																																													
21	http://davidgauntlett.com/wp-content/uploads/2014/03/Gauntlett-LEGO-tool-for-thinking-chapter.pdf		
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It	is	amazing	how	people	from	all	generations,	genders,	and	nationalities	very	quickly	
develop	building	skills	and	become	powerful	in	building	metaphors	and	constructing	
stories,	 which	 help	 them	 to	 discover	 their	 own	 identity,	 skills,	 and	 dreams	 and	
aspirations.		

Step	4:	Build	your	skills	

The	students	visualize	their	skills.	

It	is	amazing	how	many	more	hidden	skills	learners	usually	discover	in	themselves	by	
using	this	method	than	by	just	writing		a	list	of	skills	down.	

The	students	tell	about	their	skills	and	write	their	main	skills	down	on	a	sticker	or	on	
the	paper	on	the	board.	
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Step	5:	Create	your	Business	Idea	

The	 students	 now	 start	 constructing	 their	 own	 business	 idea,	 based	 on	 their	 skills	 and	
present	their	constructions	and	stories	to	the	other	students	around	the	board.	The	other	
students	provide	feedback.	

	

	

	

	

	

Step	5:	Validate	your	business	idea	
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In	 a	 small	 team	 of	 3	 -	 4	 students,	 the	 business	 ideas	 are	 validated	 looking	 at	 strengths,	
weaknesses,	opportunities,	and	risks,	testing	the	sustainability	of	the	ideas	and	defining	KPIs	
-	Key	Performance	 Indicators.	Sticky	notes	are	used	to	write	 the	key	words	down	and	put	
them	besides	the	construction.	

Step	6:	Connect	businesses	(optional)	

The	students	find	out	what	skills	they	already	have	and	which	they	would	need	to	acquire.	
Then	they	find	possible	ways	to	collaborate	with	the	other	students	by	building	connections	
from	one	business	construction	to	others.	The	key	points	are	written	down	on	notes.	

Step	7:	The	teams	pitch	their	business	creations	to	the	other	students.	

	

	

	

2.3 Business planning with the Canvas 
	

The	 Business	 Plan	 Canvas	 (BMC)	 is	 a	 good	 tool	 to	 help	 start-ups	 visually	 design	 their	
business.	 The	 BMC	 was	 originally	 developed	 by	 Alex	 Osterwalder	 and	 Yves	 Pigneur,	 and	
presented	 in	 their	 book	 ‘Business	 Model	 Generation’	 (2010)	 as	 a	 visual	 framework	 for	
devising,	developing	and	testing	an	organization’s	business	model(s).	Many	start-ups	do	not	
bother	to	sit	down	and	write	a	plan,	which	usually	has	to	be	changed	very	often	when	the	
business	is	moving	forward.	The	concept	of	the	BMC	was	to	provide	a	simple,	intuitive,	and	
flexible	 tool	 that	 can	 be	 developed	 rapidly	 and	 applied	 ongoing	 to	 refresh	 the	 business	
strategy.	 In	 a	 single	 page	 view,	 the	 BMC	 provides	 an	 overview	 of	 the	 business:	 the	
product(s),	the	infrastructure,	the	market,	and	the	finances.	22	The	big	advantage	is	that	the	
learners	see	how	each	of	the	areas	is	linked	to	one	another.		

Different	 versions	 of	 Business	 Canvas	 can	 be	 downloaded	 free	 of	 charge	 from	 numerous	

																																																													
22see	https://strategyzer.com,	here	you	can	sign	up	and	download	the	canvas	and	copy	it	for	each	student.	
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websites.	Below	is	a	version	with	the	value	proposition	in	its	centre.23	

	

	
	
	
Learners	 reflect	 on	what	 benefits	 and	 value	 they	 deliver	 to	 the	 customer,	which	 of	 their	
problems	they	help	to	solve,	which	needs	they	satisfy,	and	what	products	and	services	they	
will	offer	to	each	of	the	customer	segments.	Under	“Channels”	they	consider	how	they	can	
most	 effectively	 reach	 their	 customers.	 They	 reflect	 on	 how	 much	 their	 customers	 are	
willing	to	pay	-	the	“Revenue	Stream”.	Then	they	reflect	on	the	Key	Resources	they	need	to	
develop	 their	products	and	services.	They	 reflect	on	 the	Key	Activities	 they	need	 to	do	 to	
produce	and	deliver	their	products	and	services.	Do	they	need	Key	Partners	-	suppliers,	co-
creators,	 logistics	 partners	 to	 deliver	 your	 products,	 networks?	 What	 are	 the	 costs	 to	
produce	and	deliver	their	services?	
	

																																																													
23http://get2growth.com/business-model-canvas/	
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Learners	can	do	this	exercise	 in	groups	and	develop	the	Canvas	with	 input	and	support	of	
the	group.	A	 table	with	 four	 to	 five	 students	 and	one	 trainer	would	be	 ideal.	After	 seven	
hours	the	learners	are	finished	with	their	model	and	pitch	it	to	the	other	participants.	
	
The	 canvas	 is	 also	 available	 as	 a	 poster	 to	 print	 or	 can	 be	 shown	 with	 a	 projector.	 The	
facilitator	explains	each	heading	and	the	students	design	alone,	in	pairs,	or	in	small	groups.	
	
Many	forms	of	business	canvases	are	available	for	print	out.	
	
If	computers	are	available,		students	can	fill	the	business	canvas	online.24	
	
	
Another	 very	 good	 social	 media	 site	 is	 Babele.co25.It	 is	 a	 crowd-sourcing	 platform	 for	
business	model	innovation.	Tools	are	provided	to	develop	your	business	model	canvas	and	

																																																													
24	https://canvanizer.com/new/business-model-canvas	
25	https://babele.co	
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you	can	invite	interested	people	from	around	the	world	to	support	you	with	ideas	or	even	
provide	resources	or	funding.	

Here	is	another	model	used	for	social	enterprises:26	

	

	
	
	

Business	Canvassing	with	Lego®	Serious	Play®	

For	 the	 specific	 EPOC	 target	 group,	 people	 with	 	 special	 needs,	 e.g.	 difficulties	 in	
communication	 and	 lack	 of	 resources,	 the	 Lego®	 Serious	 Play®	 methodology	 is	 another	
possibility	 to	 promote	 creativity	 and	 innovation	 and	 to	 support	 business	 planning	 and	
canvassing,	being	guided	by	your	own		hands	and	your	intuition.	

Why	it	is	interesting?	

The	EPOC	project	 is	 especially	 targeted	at	people	with	 lower	 levels	of	 education,	possibly	
with	 difficulties	 in	 expressing	 themselves	 in	 the	 language	 of	 their	 host	 country.	 Due	 to	
traumatic	 experiences,	 there	may	 be	 other	 learning	 difficulties	 and	 issues	 in	 intercultural	
understanding.	

The	 LEGO®	 bricks	 make	 it	 easy	 for	 participants	 to	 put	 together	 satisfying	 models	 which	
represent	something	that	they	wish	to	communicate.	They	do	not	need	significant	technical	
skills.	 The	 LEGO®	System	 is	 familiar	 to	many,	 and	even	 if	 they	have	not	used	 the	method	
before,	most	people	find	it	quite	easy	to	build	meaningful	constructions.		LEGO®	bricks	come	
in	 many	 shapes	 and	 colours	 and	 can	 often	 provide	 inspiration	 for	 metaphors	 and	

																																																													
26http://www.socialbusinessmodelcanvas.com	
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storytelling.	They	can	be	built	into	simple	or	complex	forms,	as	suits	the	personality	of	the	
builder,	 and	 research	 has	 shown	 that	 people	 from	 all	 walks	 of	 life	 and	 from	 all	 cultures	
across	the	world	feel	comfortable	attaching	diverse	metaphorical	meanings	to	LEGO®	bricks.	

	

Lego®	Serious	Play®	is	a	hands-on,	experiential	process	designed	to	enhance	innovation	and	
business	performance,	 using	 Lego®	bricks	 to	build	business	 and	brand	models,	 identities,	
strategies,	future	scenarios.	The	methodology	encourages	creative	thinking,	collaboration,	
and	 communication	 and	 helps	 teams	 look	 at	 challenges	 from	 a	 new	 perspective,	 often	
yielding	fresh	solutions.	LSP	is	ideal	for	unleashing	the	imagination	of	participants	and	help	
build	a	quality	business	or	project	faster.	
	
The	methodology	 is	 based	 on	 several	 scientific	 theories,	 i.e.	 Jean	 Piaget's	 constructivism	
and	Seymour	Papert's	theory	of	constructionism27	and	embodied	cognition	theory28,	seeing	
the	importance	of		interactions	between	parts	of	the	body	and	the	brain.	The	hands-brain	
connection	theory,	"give	your	brain	a	hand",	and	"your	hands	know	more	than	your	brain",	
are	especially	essential	for	the	LSP	methodology.29	
	

	
																																																													
27	http://www.papert.org/articles/SituatingConstructionism.html	
28more	information	on	https://plato.stanford.edu/entries/embodied-cognition/		
29Further	information	on	the	science	behind	LSP	on	
http://static1.1.sqspcdn.com/static/f/807542/17019947/1331222149273/The+Science+Behind+the+LEGO+SE
RIOUS+PLAY+Method.pdf?token=I02kkca%2F7yuyJ2IpmP7KRllez9E%3D	 
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Furthermore,	the	power	of	play	for	social	development,	motor	development,	self-
regulation,	and	self-confidence	is		of	utmost	significance	for	the	LSP	methodology.		

Play	is		

- an	intrinsic	and	vital	part	of	our	lives	
- a	means	of	communication		
- a	way	to	express	ideas	and	emotions,	to	act	out	hopes,	fears,	needs,	emotions	
- an	opportunity	to	explore	solutions	for	conflicts	and	problems	
- to	release	impulses	that	might	be	unacceptable	in	other	situations	
- a	way	to	work	out	problems	and	to	experiment	with	possible	solutions	
- crucial	for	healthy	intellectual,	emotional	and	social	development	
- discovering,	reasoning,	and	thinking	
- breaking	barriers	and	rules		
- role-play,	imitation	of	social	behaviour	
- essential	for	well-being	&	health	
- an	outlet	to	unleash	creativity	and	imagination	

LSP	has	been	used	successfully	across	the	world	to	develop	business	ideas,	to	design	
business	plans	based	on	the	business	model	canvas,	and	to	test	ideas.30	

The	Lego®	Serious	Play®	methodology	can	be	easily	adapted	for	the	business	plan	
development	process,	using	the	business	model	canvas.	

																																																													
30	Further	information	on	Per	Kristiansen,	Exploring	the	Business	Model	canvas	with	LSP,	
https://youtu.be/lr5u_0iw_vs		
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Why	is	Lego	Serious	Play	(LSP)	the	perfect	match	for	Business	Plan	Canvas	(BMC)?	

It	helps	the	learners	to	imagine	alternate	solutions.	Letting	your	hands	-	connected	to	your	
brain	 -	 do	 the	 job,	 makes	 it	 much	 easier	 to	 develop	 unique,	 creative,	 and	 innovative	
solutions	for	each	problem	area	on	the	business	model	canvas.	People	from	all	walks	of	life,	
any	age,	 and	any	ethnicity	become	very	quickly	 skilled	 in	 shaping	business	model	options	
with	the	bricks.	

It	 is	an	 interactive	 tool.	By	building	prototypes,	all	 solutions	are	made	visible,	participants	
can	easily	see	how	different	concepts	are	connected	and	identify	problem	areas.	Models	can	
easily	be	modified	on	the	landscape,	connected	and	clustered	with	each	other.	

It	 allows	 learners	 to	 construct,	deconstruct,	 and	 reconstruct,	 and	 to	 see	 things	differently	
and	from	new	perspectives.	

It	 is	strategic	play:	During	the	process,	participants	 imagine	what	customer	segments	they	
could	 potentially	 provide,	 what	 products,	 experiences,	 or	 value	 propositions	 they	 might	
offer	and	how	much	each	would	cost.	They	visualize	how	competitors,	clients,	and	suppliers	
would	 respond.	 The	 process	 of	 LSP	 prepares	 the	 participants	 for	 better	 decision-making,	
which	align	their	goals,	challenge	established	plans,	and	create	new	learning.		

The	 use	 of	metaphors	 creates	 engagement	 and	 helps	 collaborate	 and	 communicate	with	
fellow	students,	enriching	their	ideas.	
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Story-building	and	storytelling	are	important	in	all	cultures	around	the	world	and	essential	
in	LSP.	Thinking	through	metaphors	allows	a	shift	in	perspective	and	generate	new	ways	of	
understanding	things.	New	or	complex	things,	when	put	 in	 relation	to	matters	we	already	
know,	are	thus	easier	to	understand.	LSP	uses	metaphors	as	part	of	its	storytelling,	a	form	of	
thinking	 and	 language	 through	which	we	understand	or	 experience	one	 thing	 in	 terms	of	
another,	which	allows	for	one	object	to	borrow		qualities	from	another.		

It	 is	 thinking	 by	 doing:	Strategy	 is	 something	 you	 live,	 not	 something	 that	 is	 stored	 in	 a	
folder.	 LSP	 and	 design	 is	 about	 thinking	 by	 doing,	 about	 building	 knowledge	 by	 building	
things,	something	physical	and	concrete	that	is	external	to	us,	using	our	hand	as	the	leading	
edge	of	our	mind.	

It	 is	perfectly	adequate	for	strategic	 imagination:	One	of	LSP´s	goals	 is	to	support	strategic	
imagination,	which	combines:	

• Descriptive	 imagination:	describing	 something	existing,	making	 sense	of	 things	 and	
of	 what	 is	 happening,	 e.g.	 by	 rearranging	 data	 and	 information	 and	 identifying	
patterns;	

• Creative	imagination:	Creating	something	new,	seeing	what	is	not	there	and	evoking	
new	possibilities	 from	the	combination,	recombination,	or	transformation	of	things	
or	concepts,	e.g.	visioning,	brainstorming,	and	thinking	out	of	the	box;	

• Challenging	 imagination:	Challenging	something	existing,	dismantling	what	 is	 there,	
starting	from	scratch	and	assuming	nothing.	

In	all	LSP	sessions	 it	 is	amazing	how	every	single	participant	 learns	the	skills	to	create	and	
tell	 stories	 through	 metaphors	 quickly.	 Everybody	 gets	 equally	 involved.	 And	 it	 is	 often	
surprising	 that	 even	 the	 shyest	 students,	 often	women,	who	 rarely	 say	 a	word,	 suddenly	
express	their	dreams	and	turn	them	into	a	business	strategy.	

The	 set-up	of	 the	 classroom	 is	 the	 same	as	 in	 the	 session	on	Business	 Idea	Creation.	 It	 is	
ideal	to	have	tables	with	three	to	four	students	and	a	co-facilitator.	

	

Business	canvas	printouts	are	distributed	to	each	student.		

About	30	minutes	are	used	with	simple	exercises	to	develop	metaphor-building	skills.	

Then,	the	facilitator	goes	through	each	item	of	the	business	canvas,	and	each	student	starts	
building.	 At	 the	 end	of	 each	building	 phase,	 they	 present	 their	metaphors	 to	 their	 fellow	
students.	

The	Value	Proposition:	Create	your	product/service	and	its	value	for	the	customers.	

The	 Customer	 Segments:	 Create	 the	 customer	 segments	 and	 connect	 them	 to	 the	
products/services.	Which	needs	do	your	products/services	satisfy?	

The	Channels:	How	can	you	reach	your	customers?	

The	Revenues:	What	do	your	customers	pay	for?	Are	they	happy	to	pay	for	this?	
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Key	Resources:	Which	resources	do	you	need	to	create	your	products	and	values?	

Key	Activities:	What	needs	to	be	done?	

Key	Partners:	On	whom	do	you	depend?	

Then	learners	interconnect	all	these	interdependent	areas,	to	visualize	the	connections.		

Finally,	 the	students	 identify	all	 the	 internal	strengths,	weaknesses,	external	opportunities	
and	risks,	and	discuss	solutions.		

The	co-facilitator	documents	the	processes,	taking	pictures	and	notes.	The	main	facilitator	
sets	the	questions	and	the	time.	

The	 process	 can	 be	 carried	 out	 in	 approx.	 7	 hours	 including	 small	 breaks.	 The	 last	 hour	
should	be	used	for	pitches.	

Homework	 could	 be	 to	 transfer	 the	 story	 to	 an	 online	 business	 canvas	 system,	 like	
Babele.co,	to	tell	the	story	to	a	larger	audience	and	invite	feedback.	
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3. How to start  your business 
	

When	learners	have	created	their	business	idea	and	developed	their	Business	Model	Canvas	
they	 should	 be	 instructed	 to	 go	 with	 their	 plans	 to	 municipal	 or	 regional	 enterprise	
consultancy	agencies.	Most	municipalities	 in	Europe	have	such	agencies	and	their	services	
are	 free	 of	 charge.	 	 They	 help	 start-ups	 to	 find	 the	 right	 legal	 status,	 which	 could	 be	 a	
personal	company	-	the	registration	is	often	free	of	charge,	 it	 is	a	 limited	company,	where	
you	need	minimum	capital.	There	are	also	some	special	types	of	companies	emerging,	 like		
social	or	cultural	enterprises.	Cooperatives	are	also	 interesting,	especially	 if	you	work	with	
local	food.	

And	if	you	would	like	to	start	up	a	company	with	your	co-learners	or	friends	across	Europe,	
maybe	 an	 EPOC	 Cultural	 Heritage	 Travel	 Agency,	 you	 could	 launch	 an	 EEIG,	 a	 European	
Economic	Interest	Group.	

Local	or	regional	enterprise	consultancies	usually	know	where	you	can	find	access	to	micro-
financing	or	guaranteed	loans.	

Moreover,	these	agencies	also	offer	further	entrepreneurship	training,	where	you	learn	all	
about	bookkeeping,	accounting,	 tax	 legislation,	digital	marketing	and	other	essential	skills,	
to	get	solid	foundations	for	a	viable	start-up.	

Great	 ideas	 and	 visions	 are	 important	 to	 succeed,	 but	 do	 not	 forget	 the	 basic	 and	more	
boring	administrative	work.	If	you	have	the	resources,	you	could	also	outsource	these	tasks,	
e.g.	by	hiring	a	good	accountant.		
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4. References 
 

General	sites	to	get	counselling	how	to	start	up	a	company:	 	 	

	 	 	

VIRK:	http://www.virk.dk;	a	portal	where	you	can	register	a	company	online.		 	 	

VIRK	Start-Up:	http://www.startvaekst.virk.dk;	to	find	free	of	charge	counselling	for	start-
ups.	 	

IVAEKST:	http://www.ivaekst.dk;		a	portal	with	many	tools,	including	a	business	plan	
template,	tools	to	make	budget,	courses	and	counselling	for	start-up.	 	 	

Danish	Start-up	Association:	http://	www.ivaerksaetteren.dk;		a	networking	site	for	start-
ups	in	Denmark	and	many	tools	and			news.	 	

Work	in	Denmark:	http://www.workindenmark.dk;	detailed	description	how	to	find	work	
and	start	up	a	company	in	Denmark.			

Start-up	svar:	http://	www.startupsvar.dk;	how	to	start-up	your	business.		

Skat/Tax	office:	http://www.skat.dk/SKAT.aspx?oId=2244378;	the	official	tax	revenue	site	
with	information	to	start	your	business.	 	

Dinero:	http://www.dinero.dk;	a	tool	to	make	your	bookkeeping	and	annual	tax	accounts	
online.		

	

Cultural	Heritage	-	Portal	to	all	museum	associations	in	Denmark	and	other	Nordic	
states,	also	with	list	of	job	openings:	 	 	

Association	for	all	museums	and	cultural	organisation:	http://www.sammus.dk		

Contact:		John	Holmer,	john@holmer-as.dk		

Danish	Museums	associations:	http://www.dkmuseer.dk		

Job-openings:	https://www.dkmuseer.dk/content/job-på-museum		

	

Creative/experience	economy	–	network:	 	 	

INVIO	with	match-making	services:	http://invio-net.dk		

Coordinator:	SørenSmed,	Aalborg	University:	info@invio-net.dk		
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Conclusion		

Kairos	Europe	

	
We	hope	that	you	have	enjoyed	this	toolkit,	that	you	have	found	it	inspiring	and	useful,	and	
that	the	content	and	activities	have	helped	you	personally	or	others	in	your	network.		

Many	different	participants	have	been	involved	at	different	stages	of	the	project,	including	
project	managers,	trainers,	learners,	and	key	local	figures.	This	project	aims	to	influence	and	
involve	 local	 organisations	 such	 as	 art	 institutes,	 museums,	 cultural	 heritage	 relative	
foundations,	NGOs	and	local	authorities,	as	well	as	counsellors,	entrepreneurs,	teachers	and	
trainers,	all	of	whom	are	encouraged	to	use	this	toolkit	and	training	material.	

EPOC	aims	to	provide	adults	from	difficult	backgrounds	with	skills	to	become	entrepreneurs	
in	 the	 cultural	 heritage	 field;	 to	 share	 best	 practices	 among	 organisations	 promoting	
entrepreneurship	 and	 ones	 active	 in	 the	 field	 of	 cultural	 heritage;	 to	make	 practical	 and	
technical	 knowledge	 available	 for	 adults	 from	 difficult	 settings,	 in	 order	 to	 help	 them	
effectively	start	and	run	a	business;	to	foster	and	strengthen	European	identity;	to	develop	
suggestions	 for	 local	 authorities,	 museums,	 cultural	 heritage	 foundations,	 etc.	 to	 help	
people	from	disadvantaged	groups	to	become	entrepreneurs;	to	generate	social	impact	by	
connecting	 cultural	 heritage	 to	 people’s	 everyday	 lives,	 especially	 in	 the	 case	 of	
marginalised	 and	 disadvantaged	 people;	 to	 provide	 business	 planning	 skills,	 digital	
competencies	and	needs	analysis	to	the	participants	in	order	to	start	successful	and	modern	
enterprises;	and	to	create	help	the	final	target	group	build	a	network	of	organisations.	We	
hope	that	this	toolkit	has	helped	you	to	accomplish	some	of	these	aims.	

The	project	website	for	EPOC	is:	http://epoc.live/.		

There	 is	 also	 an	 active	 social	 media	 presence,	 in	 particular	 on	 Facebook:	
https://www.facebook.com/epoceu/	

And	on	Instagram:	https://www.instagram.com/epoc.erasmus/		

Readers	of	this	toolkit	are	encouraged	to	visit	these	online	resources	for	more	information	
about	 the	 project,	 interesting	 articles,	 job	 portals,	 photos,	 links,	 partner	 information,	 and	
ways	to	get	in	touch.		

	

We	would	like	to	thank	everybody	involved	in	producing	this	toolkit,	your	help	has	been	
invaluable	to	us.	
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