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To develop the creative abilities of 360 young people (18-30 years old) by
involving them in an experimental process of remote co-creation, aiming at
the creation of a conceptual street musical and a digital magazine.
Support young creatives in the development of a new social
entrepreneurship, providing them with a new hybrid business model, which
will question the existing mechanisms and revenue of digital cultural
products.
Convey the message that young people are the protagonists of the “new
normal” that leads to the transformation towards a more sustainable and
inclusive European perspective, or, in other words: “Young creative people
will lead Europe from the new normal to the future, leaving no one behind”.

CLOE - Creative Leaders of Europe is a project, funded by the ERASMUS +
program, with a partnership composed by three organizations: USMA (Italy),
KEAN (Greece) and Rosto Solidário (Portugal).

The overall objective of the project is to foster the development of young
creative talents and expand their entrepreneurial competences through an
innovative distance entertainment model, while simultaneously strengthening
the gemeral awareness on inclusive development.

The project also has the following specific objectives:

In order for the project's objectives to be achieved, one of the products
developed is a hybrid business model, which will serve as a guide and
inspiration for young talents to pursue their career goals in the artistic world.

The result of this product can be see below.

introduction

For the hybrid business model to be built, the methodology used should be
participatory and include young artists. For this purpose, a focus group was
carried out by each country, in which some of the participants from the initial
street music laboratories, who were present in the creative process, were
involved.

The focus group addressed topics involving the creation of a business model,
with nine elements: partners, activities, resources, value propositions, customer
relationship, channels, customer segments, costs and revenue. Thus, it was
possible to build a business logic focused on the reality of young artists and
their current context.

After the results were collected by each of the countries in the focus groups, the
partners shared the information obtained among them and the final result of the
business model was built from the analysis of the answers in common among the
three partner countries.

Methodology
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