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Innovate Dublin Communities (IDC)
makes local places better by targeting
societal challenges in communities, and
co-creating and co-developing solutions
to those challenges. To do this we work
with residents, businesses, non-profits
and third level and provide a supportive
environment for the piloting of new
social
economic
projects
and
innovations. Via citizen-led design, the
ultimate aim is to improve local services
delivered for residents by putting the
resident at the centre of the service
design.

Youth Academy (YA)
Creation – developing
future
skills
for
vulnerable youth.

An example of this is our Youth Academy (YA)
programme which we have co-developed with
local
vulnerable
youth
and
youth
organisations, including Youthreach in
Ballymun. The results of the programme have
been extremely positive and Youthreach are
looking to extend the programme to all of
Dublin – nine Youthreach branches in total,
over the next three years. This programme
supports several Government and EU
initiatives on Jobs Growth, see overleaf.

In response to this need, IDC co-designed a
creative onsite and offsite skills programme
focused on experiential learning with local
youth – to take youth out of their comfort zone
and put them in situations designed to help
them learn from failure and build resilience.
Skills development focused on relationship
building,
problem
solving,
project
management,
design
thinking
and
entrepreneurship
–
facilitating
the
advancement of transferable skills that are
highly prized by employers.

PRINCES TRUST MEETING. LEARNING
ABOUT THE SOCIAL CHALLENGES IN
OTHER COUNTRIES – BELFAST 2018

Through deep engagement with hard-to-reach
youth in North Dublin, IDC became acutely
aware of the challenges facing these young
people. In particular, the need to increase their
confidence and self-esteem emerged as critical
to better equip them to tackle life challenges,
gain meaningful employment and shape their
future.
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In 2016 IDC launched the ‘Youth Academy’
(YA), a 15-week programme for vulnerable
youth 18-24 year olds.
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How it developed?
In 2016 IDC successfully applied for funding
from the Ulster Bank Skills & Opportunities
fund which enabled us to develop and run our
first YA programme in 2016-17 in Ballymun.
Participants came from several local youth
organisations, all were vulnerable and all were
unemployed.
One of the participating
organisations, the Ballymun branch of
Youthreach, was so impressed with the results
that they asked us to run the programme again
specifically for their students.
In 2017 IDC successfully applied for funding
from both the Ulster Bank Skills &
Opportunities Fund and the ESB Energy for
Generations Fund to develop the programme
further, with the aim to fully establish it locally
with Youthreach and run it on an annual basis.
Nationally, this programme supports:
 Government’s Action Plan for Jobs and
Pathways to Work Programmes – Section
3.4 “Supporting Entrepreneurship”.

INNOVATOR DAY – GOOGLE HQ - 2018
PROTOTYPING THE ‘ESCAPE GAME’ - 2017


European 2020 Growth & Jobs Strategy:
Poverty and Social Exclusion - “Lift at least
20 million people out of the risk of poverty
and social exclusion.” This includes the
Youth Guarantee which was piloted in
Ireland by Ballymun Job Centre and
supported by IDC.

 Ireland’s National Strategy 2025: p. 68 “The
strength of relationships and transfer of
knowledge between employers, education
and training providers, and all sections of
society, and the resulting impact on how
people are prepared for life and work”.

How it Works?
YA provides participants with an opportunity to
get involved in the identification and
preliminary development of a business concept
of their choosing that develops the mentioned
skill set, enabling them to feel equipped to
tackle life challenges and shape their future.
The programme also helps them understand:
 Their skills, strengths and what they can
each bring to their future customers or
employers.
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 How mutual respect/fun can positively
influence teamwork and customer
relationships.
 The hard work required to get a concept up
and running.
 The fact that failure is often part of the
process and the importance of persevering.
Following participation in the programme
participants’ move to a level where they are
empowered to take meaningful steps towards
their future through education, training or
employment.

thinking and build self confidence in an
experiential way.

Induction: Weeks 1 - 3

Weeks 4 - 7 Project Design: Design thinking
approach to develop their project and test their
concept in order to finalise the desired
solution, then execution of their project using
Project Management techniques.

Objectives for this phase are to enable
participants to explore and expand their
understanding
of
their
immediate
environment and their own interests, in order
to become more open to trying new things. As
a result, they will be better able to consider
possibilities regarding their future which they
may
not
have
been
aware
of
beforehand. These elements are further
developed throughout the rest of the
programme.

Weeks 8 – 12: Participants learn project
management techniques required to deliver a
business concept to completion.

Participants focus on 2 areas:

Programme Content
Working in teams, participants apply the
techniques outlined below to a business
concept they are interested in developing.

DOWNTIME – GOOGLE HQ 2018

Research and engagement – where they get to
understand the range of businesses or
organisations in their greater locality, the
challenges they face, and which opportunities
could use the skills sets they have or wish to
develop. Interviewing businesses and visiting
areas outside of their comfort zone are all part
of this phase.

The importance of teamwork, interpersonal
skills, stakeholder communication and
business models are explored as they carry out
their projects.
Weeks 1 - 3 Induction Phase: designed to
increase participants’ business awareness and
awareness of their own interests, move them
out of their comfort zone, challenge negative

Personal exploration – where they are taken
through a series of exercises designed to make
them aware of their core skills and interests.

DOWNTIME – BELFAST TRIP 2018
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Project Design: Weeks 4-7
Building on the previous module, participants
identify an area to work on or scope out an
already identified project. Different roles
participants may play are:
Seeking: Not yet sure of skills, interests and
passions. Will explore through helping
different teams in their activities.
Focused: Interested in a particular area but
have not yet identified a specific project. Will
define and test 3 possible concepts before
choosing one to pursue.
Committed: Have a definite opportunity in
mind and wish to explore potential businesses
or require assistance in identifying
entrepreneurial opportunities.

Participants use the following design thinking
tools to help them identify and design the
project:

IDEA GENERATION - 2018

sectors that can be trawled for useful insights,
techniques and methodologies.
Competitive Landscape - to identify their
immediate
competitors,
assess
their
approaches and from the Research and
Benchmarking, begin to identify possible
improvements.

and

People – learning and practicing both talking
and listening to users, experts and practitioners
to inform their understanding.

Benchmarking - to identify the levels of
relevant practices anywhere in the world. They
are strongly encouraged to look beyond their
immediate, familiar environment to find areas
of excellence in other countries and other

Ideas Generation – thinking beyond the
obvious to the not-so-obvious, then pushing
further to the unusual and surprising before
finally bringing the focus back to the users. This

Research: to
opportunities.

understand

problems

exercise ensures they have the most
comprehensive oversight possible of the idea
space.
Prototyping – testing the emerging solutions
with real users to make sure it satisfactorily
addresses real needs.
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Project Execution:
Weeks 8-12
Participants learn project management
techniques required to deliver a business
concept to completion. This includes:
Work breakdown structure and detailed
understanding of the project.
Schedule and budget management – develop
the schedule, apportioning a budget to the
various stages and keep it on track.
Team
structure
and
alignment
–
understanding how skills and personalities
influence team performance.
Risk and Change Management – ongoing
assessment and management of the risks and
changes that inevitably arise and how they
impact the project scope, schedule and budget.
Communications – keeping everyone informed
and appropriately aligned as the project
progresses.
Participants then present on their business
project at the end of the programme to partner
organisations and stakeholders.

GOOGLE HQ 2018

Examples
of
projects
completed by participants to
date:

 Identification of alternative markets for
handmade pens that Youthreach produce.

 Information leaflet on activities for young
children in the Ballymun area. Aimed at
homeless parents who have recently
arrived in Ballymun. Developed with the
local branch of Depaul, a large charity
focused on homelessness.

 Research into new uses of picture frames
produced by Youthreach. Resulted in the
introduction of 3 new framing-related
products that Youthreach now produce in
the customer service workshop.

 ‘Escape the Room’ video game.

 Promotional video on Youthreach Ballymun
for students who are considering joining.
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WHAT NEXT?
In order for today's young people to succeed in economies of the future they must have the confidence
and skills to collaborate, communicate and solve problems – skills developed mainly through Social and
Emotional Learning (SEL) – see 2017 Youth on the YA Programmes feedback. Combined with traditional
skills, this social and emotional proficiency will equip students to succeed in the evolving digital
economy, and economies of the future. This is all well and good for those young people who are
involved in the mainstream curriculum and will receive additional SEL from within the Irish and UK
Education system, but what happens to those young people who are outside of mainstream education?
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In Ireland, IDC's informal partner on the project is Youthreach, a national scheme and an alternative
education stream run by the Department of Education and skills offering an education, training and
work experience programme for early school leavers between the ages of 15 and 20. Youthreach are
conscious of the increasing requirement for SEL, and for the development of problem solving and
creative skills in an ever changing economy. Small steps need to commence to start to future scope
this section of society.
The Forward to the EU’s 2015 report: ‘Unleashing young people’s Innovation and Creativity - European
Good Practice Projects’ makes the point that “Inadequate opportunities exist for practical experience
in skills needed to function in a multi-agency, fast changing environment, despite the high labour
market demand for such capacities. Overall, education frequently fails to deliver skills important for
employment”. The Youth Academy is one innovative response to this challenge which is faced by many
young people. It demonstrates how participatory, non-formal learning that is grounded in the business
principles of design thinking and project management can enhance young people’s creativity, and how
this can help them to find their place in the labour market and in life. The programme adds value to
IDC and our informal partner Youthreach by developing resilience and other important life skills, and
enabling young people to solve problems in a consistent and reliable way.
We cannot leave the most vulnerable citizens behind. By developing a transnational design-thinking
led approach and Training Guides, the programme will present a highly innovative response to the
problem of unemployment amongst vulnerable youth. It will also demonstrate a new flexibility and
creativity in understanding what young people need to learn, and which methods can best impart that
information. The programme will be highly adaptable to address the needs of the users across Europe and we are looking at funding options to sustain and
develop our innovative programme for vulnerable youth. We would love to hear your thoughts on your programmes for youth, designed by youth to
support their future skill development, and successes and failures when implementing!
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