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SUMMARY: CREATIVE STEPS 2.0 AND LESSONS
LEARNED
The following report reflects the development of the Creative Steps
2.0 innovation workshop and its implementation in four countries
between Fall 2016 and Spring 2018.

INTRODUCTION
Creative Steps 2.0 is a model of an innovation workshop. A guided step-by-step approach and
methodology that helps to develop business ideas in the context of international and cross-border
collaboration between the main participants involved in the process: companies, students and business
experts. The aim of the Creative Steps 2.0 innovation workshop is to encourage cross-border
entrepreneurship in the Northern Periphery of Europe through a collaborative innovation and business
development process. The Creative Steps 2.0 Model has been developed as part of the NPA co-funded
‘a creative momentum project’.
Need for the Creative Steps 2.0 Model
Building the Creative Steps 2.0 Model was a response to the challenges of a more globalised world,
contemporary working life and business nature which requires a creative and innovative mindset and
the ability to work across distances using modern technologies. It is also a response to the need to
develop education and training methods that will encourage entrepreneurship and the networking of
companies in remote Northern European regions.
The Creative Steps 2.0 (CS 2.0) innovation workshop Model is not a typical business development and
innovation workshop and can be considered as an innovation result of ‘a creative momentum project’.
It is distinguished from many other innovation workshops for the following reasons:
First, the CS 2.0 methodology aims to enhance cross-border collaboration and interaction between
businesses and students with the help of coaches and external experts.
Second, the CS 2.0 methodology aims to encourage the use of digital tools for better online and
distance collaboration.
Third, it offers simple patterns of activities that help all participants in the workshop to progress in
their work from one step to another with clear tasks and outcomes. Therefore, it serves as a guideline
process for participants in various entrepreneurship development situations.
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The Creative Steps 2.0 Model takes into account three main cornerstones that
are the ultimate goals of the Model:


Encouraging entrepreneurship and developing an
entrepreneurial mindset by boosting creativity and
innovativeness in the development of innovative
business ideas, products and services.



Creating a support mechanism for local
entrepreneurs to go global by enhancing crossborder, business-academia collaboration locally
and internationally, and enabling the use of
modern technology and digital collaboration tools.



Enhancing entrepreneurship pedagogies better suited
to meet the challenges of 21st century working life.
The aim of the workshop and the final outcome is to
create a new product or service idea and to present a
prototype.

KEY LESSONS
Piloting of the Creative Steps 2.0 Model showed that it is a very valuable innovation, networking and
cross-border collaboration methodology. It has 10 clear steps, however participants suggested that even
simpler and clearer steps could be developed in the future. Online collaboration and working with
teams was a rather new approach for many participants and is extremely relevant in the era of
digitalisation, even though technology did not always work as expected.
It can be concluded that CS 2.0 has been a valuable and useful tool with largely positive feedback from
all participants, who also gave certain recommendations for further development. Actual
implementation and testing of the CS 2.0 Model gave great confidence about the usefulness of such
methodologies for business-academia intensive cooperation, better entrepreneurial education for
students and multidisciplinary cooperation which results in real outcomes for beneficiaries: companies
and students.
Some of the main benefits and challenges of the CS 2.0 Model were found to be:
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Benefits










Network-based work across national boundaries using online working tools opens up new
opportunities for international operations.
Co-design, a method familiar from service design, was used to design the Model and the
guidelines for developing the innovation process.
The buzz of creative work and a good team spirit could be felt throughout the work process,
which was highly intensive at times. It was also fed by events linked to the workshops. The
students felt inspired by the events and utilising various methods. In particular, energising
activities helped boost the work.
Planning of the workshop takes a lot of time, as there are so many actors involved: companies,
external experts as evaluators, creative clinic professionals and so on. However, the
implementation phase has been extremely inspirational and energising for all, based on feedback
and the personal experience of project staff.
Cooperation and working over distance is certainly a business trend that has already emerged. It
is observed that the use of online tools among small creative businesses and young start-ups is
not yet a daily routine, neither are they used as effectively by students or academics. Therefore,
the workshops were a great opportunity to test various online tools for digital cooperation and to
enhance digital ability, which is extremely important for all participants: businesses, companies
and also future education. Online working, as a part of the workshops, proved to all participants
that distance is not an obstacle. When an entrepreneur from Finland is meeting with an
entrepreneur from Northern Ireland and co-operating with a creative student team again in a
different location, it can produce really great results.
An innovation process not part of the everyday routine for most small companies, therefore
workshops such as CS 2.0 are greatly motivating and encouraging for companies to get outside
the box with the help of external “energy” - creative student teams. Companies in most of the
cases were surprised by the common outcome from joint working.

Challenges




One of the main challenges was to make a balanced plan for the entire workshop, taking into
account the goals, the diversity of participants, cooperation over distance, international
component and novelty of the process to all. During implementation it is important to follow the
plan, however to also be flexible when needed and adjust to specific circumstances and situations
that may arise.
Online working, internet/network connection and the use/availability of required equipment
during online sessions can create unexpected challenges and requires a lot of patience from all
participants to tolerate unexpected interruptions during online meetings. As far as possible, there
should be very good preparation before online sessions, all connections must be checked,
participants should be asked to join the online meeting room well in advance, even half an hour
before. Regarding the equipment – the most common problem was due to incorrect headset use
and the use of computer microphones. There is a need for a professional IT person to be involved
who can advise and control the technical aspects during the workshop and solve problems as they
arise.
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Diversity of participants is certainly a great challenge, while it is also a great benefit to have
participants with so many different backgrounds: international, professional, academic and
business experience. It is important for coaches to realise this diversity in advance and plan the
workshop and actual work to take into account these differences, needs, requests, interests and
involvement.
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1.0 CREATIVE STEPS 2.0 MODEL
Origins of Creative Steps 2.0 Model
The Creative Steps 2.0 Model is based on a previous Creative Steps Model developed during the
transnational Creative Edge project (2011–2013). One of the aims of the Creative Edge project was to
support innovation work through new creative methodologies, as a result the Creative Steps workshop
was developed which supports the innovation and development work of businesses. It´s foundation lay
in the “Innomarathon” concept, which had been used for co-operation with businesses at Lapland
University of Applied Sciences. (Arkko-Saukkonen & Merivirta 2013, 18; Valli 2007).
The first implementation of Creative Steps during the Creative Edge project was considered to be a
success. However, there appeared a need to further develop the concept to go beyond local business
development towards more international collaboration between companies and business developers.
Moreover, there was a need for a Model to enhance active use of online collaborative tools to help
creative companies located in remote regions of Northern Europe to connect, collaborate and innovate
across borders.
The new Creative Steps 2.0 innovation workshop methodology would offer an even more efficient and
systematic process for working in an international environment and take into account the development
of remote working skills. Compared to the previous Creative Steps Model, which focused mostly on
local, single business development, the focus of the CS 2.0 Model has been on remote business
collaboration methods with creative use of virtual tools. ‘a creative momentum project’ included the
upgrading of the original Creative Steps Model to Creative Steps 2.0.
a creative momentum project
‘a creative momentum project’ was a €2m, 3-year (2015-2018) transnational project to support the
creative industries sector across Europe’s Northern Edge. It was co-funded by the EU’s Northern
Periphery & Arctic (NPA) Programme.
‘a creative momentum project’ supported individuals and enterprises working in the creative and
cultural industries. The activities covered were Arts, Crafts, Design and Media & Technology. ‘a
creative momentum project’ supported artists, craftspeople and creative sector enterprises to:
 develop their creative and business skills and innovate new product/service ideas by providing
mentoring, new online knowledge resources and supporting collaborative product, service and
organisational innovation;
 connect with other creatives to develop new opportunities locally, regionally and
transnationally by supporting shared spaces, events and gatherings; and
 get their products and services to market by supporting them to attend Trade Fairs and
showcase their work online and to the tourist market.
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‘a creative momentum project’ conducted research on the processes operating in the sector to improve
understanding of the sector’s needs and make the case for public policy to support the sector. Further
information on the project can be found at MyCreativeEdge.eu.
The project was implemented by six partner organisations:
 Western Development Commission (WDC), Ireland
 National University of Ireland, Galway (NUIG), Ireland
 Cultural Council of North East Iceland, Iceland
 Armagh City, Banbridge & Craigavon Borough Council, Northern Ireland on behalf of South
East Economic Development
 Technichus Mid-Sweden Ltd, Sweden
 Lapland University of Applied Sciences, Finland
It was implemented in the following regions:
 West of Ireland (counties Donegal, Sligo, Leitrim, Roscommon, Mayo, Galway and Clare)
 South East of Northern Ireland (Armagh City, Banbridge & Craigavon Borough Council, Ards
& North Down Borough Council, and Newry, Mourne & Down District Council areas)
 Mid-Sweden (Västernorrland)
 Northern Finland (Lapland, North Ostrobothnia)
 Iceland (North East)

Description of CS 2.0 Methodology
In short, Creative Steps 2.0 involves two companies from different countries who are matched to
undertake innovative collaboration and joint product development. The companies work on developing
a joint business idea with the help of Creative Teams – groups of students with an international and
multidisciplinary background.
The work is based around a ‘Business Case’ that is formed by mirroring the challenges of the
businesses with the aim of creating added value for both of the two matched entrepreneurs. The CS
2.0 workshop results in the prototype of a new product, service or outcome. The duration of the
workshop can vary from four weeks to a few days. The CS 2.0 Model can be adjusted to the situation,
time and resources available.
The core of the Model is a 10-step approach to innovation and prototype development. Each step is a
defined task with an expected outcome.
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The work begins by establishing the business case, defining the “customer’s pain” and the potential
source of innovation. Through ten collaborative steps, companies and student teams develop actual
prototypes of a new innovative service, product or idea and present it to a Creative Cave Pool – a
panel of international judges (business experts who participate in the final pitching remotely and
provide their feedback online).
The methodology of the CS 2.0 workshop offers ten steps to be performed in order to achieve the
main goal of the workshop. It is important to emphasise that during the workshop participants are
involved in face-to-face and online meetings, and independent distance work guided by coaches. Thus
digital and online working is a big part of it.
The entire methodology of the CS 2.0 Model is described in the main publication of CS 2.0, Creative
Steps 2.0. Step-by-step guidelines to business idea (Arkko-Saukkonen, A. & Krastina, A. (2016),
Creative Steps 2.0. Step-by-step guidelines to business idea. Lapland University of Applied Sciences
publication). The guidelines introduce the Model, the step-by-step process methodology and present
the participants and their role. They describe the process of recruiting and selecting participants and
the set of tools used during the workshop, in particular emphasising online collaboration tools. The
guidelines provide a detailed description of the benefits for all the stakeholders of the workshop and,
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finally, they reflect the entire journey of the pilot implementation of the Creative Steps 2.0 workshop
in Finland: the feedback of the companies, students, experts and the coaches’ own reflection.

Creative Steps 2.0 Methodology Development Process
Initial development of the methodology started in June 2015 with a joint project partner brainstorming
regarding the CS 2.0 concept. Development of the Creative Steps 2.0 methodology continued in
Autumn 2015 with various activities in designing the Model. The development process was led by
Lapland University of Applied Sciences (LUAS) experts in consultation with all other ‘a creative
momentum project’ partners.
Various options of the Model

First version / JUNE 2015
During the first partner meeting of ‘a creative momentum project’ in June 2015, Creative Steps 2.0 was
discussed. The initial concept presented by LUAS included a pre-stage and a pro-stage: Pre-stage
included a first round of innovation and creative clinics (step 1), then a round with external experts
(step 2); Pro-stage included a “creative cave-pool” evaluation where an international panel would
evaluate the final outcomes (step 3). The target groups were alpha (more established) and beta (early
stage) companies from the MyCreativeEdge.eu website who would be matched to develop a joint
project, service or idea. Creative Teams of students would be multidisciplinary and would help the
companies to find a solution.
It was discussed that online working would be a big part of the process. LUAS wanted to encourage
participants to use virtual tools for collaboration. It was suggested that service design methods be used
to engage target groups/companies in the development of the CS 2.0 Model. Through co-design
activities the aim was to build the CS 2.0 Model to better meet the real needs of target group
companies.

The main concerns and challenges raised by project partners about the initial CS 2.0 concept:










Do companies really want to be matched with another company?
Do they want or need common products or services?
How about rights and intellectual property rights (IPR) of the final prototypes? Owned by
students or companies?
How can we get companies to participate in Creative Steps 2.0?
What is the companies’ role in a process?
How much input is required from companies to participate in the process?
Should the CS 2.0 Model be a same in each country?
What is the international part of the process?
What is the best length of the workshop? 3 days, 10 days or only one day?
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Second version / OCTOBER 2015
Because of the challenges and questions raised by project partners, LUAS wanted to offer a totally new
version of the Model ‘Non-stop Creative Steps 2.0 Model’, which takes into account:
internationalisation, networking, cultural differences and support for distance-working.
LUAS suggested to combine Creative Hotspots1 + Creative Steps 2.0. The implementation of CS 2.0
could be held face-to-face as part of the Creative Hotpots activity and after this LUAS could offer
virtual coaching and virtual material. Entrepreneurs and actors could network during the process and
get support for they own development process.
Partners raised a number of concerns with this approach. In order to combine Creative Hotspots and
Creative Steps 2.0, the same entrepreneurs would have to be selected to participate in both activities.
Partners had a preference to engage with as many creative entrepreneurs in their regions as possible
and would prefer that different companies had an opportunity to benefit from these two activities.
Implementing the CS 2.0 workshop during the Creative Hotspots activity may also involve a longer
stay in the other country and this could have significant budgetary implications.

Third version / JANUARY 2016
LUAS continued to develop the CS 2.0 Model in a more practical way and concentrated on developing
the CS 2.0 workshop with a clear structure that is easy to participate in and follow. They developed
the 10-step structure which takes into account every important part of an innovation development
process involving cross-border collaboration between companies and students with the final outcome
being a prototype.
Following this pre-development phase, the main phases of the development of the CS 2.0 methodology
were:








Studying good innovation workshop practices > Spring 2016
Organising co-design workshop in order to design CS 2.0 in collaboration with companies and
creative students > Spring 2016
Developing CS 2.0 Methodology Guidelines (see list of publications) with more detailed
description of the process and all the tasks of the workshop > Fall 2015-Spring 2016
Developing a blog for the CS 2.0 workshop with methodology available online and also various
blogs reflecting the workshop experiences and related activities > Fall 2015-Spring 2016
Based on received feedback regarding methodology and guidelines, developing shorter and less
detailed guidelines to provide simple and clear explanations of each step of the CS 2.0
workshop > Fall 2016
Development of learning video material aiming to explain in a simple way the core concepts,
principles and processes of the workshop > 2017

1

Creative Hotspots was another activity of ‘a creative momentum project’ where one established creative or cultural event was
selected in each of the five partner countries and a number of relevant creative entrepreneurs from the other partner countries were
selected (through an open call) and supported to travel to and participate in these five events. The full report is here
https://mycreativeedge.eu/deep-in-thought-item/creative-hotspots-model/
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Creating a video report summarising the entire CS 2.0 pilot held in Finland with the
experiences of companies > 2017
Upgrading guidelines into an even more simplified and shorter format based on received
feedback (see list of publications) > 2017

Co-design Workshop for Methodology Development
Development of the specific, step-by-step innovation workshop methodology was based firstly on
studying and mapping existing best practice innovation workshops. But the main development of the
workshop process was through a Co-design workshop held on 3 February 2016 with the participation
of companies. The aims of the co-design workshop were to identify the actual needs and problems
that small creative companies face in their business processes, to identify to what extent they actually
innovate in their own companies and whether
help is needed. The workshop also gauged to
what extent they would be interested in
participating in the Creative Steps 2.0 workshop.
Co-design helps to create an approach that better
matches the actual needs of the businesses.
Service design is the way to understand
customers’ and end users’ opinion of products or
services. The co-design approach, which was used
in the CS 2.0 Model development, is one of the
agile service design methods that aim to engage
customers in the design process. Customers are
the best experts of their area. Therefore, it is
crucial to involve the target group in actual
service design work.
Creative Steps 2.0 is a “service”. As a service, it offers to its customers - creative sector businesses help and practical support in international cooperation, business development and innovation. The
advantage of the co-design workshop was that it gave the perspective of the target group and helped
to develop the new CS 2.0 Model based on the real needs of the target group. By analysing the codesign workshop material and discussion results, the Creative Steps 2.0 Model could be developed
taking into account entrepreneurs’ opinions and comments.
The aim of the co-design workshop was to create a Creative Steps 2.0 Model that would serve the
entrepreneurs in the best possible way and help them to develop new products and services in the
most efficient way. The aim was to have a Creative Steps 2.0 Model which becomes a ‘five star’
workshop and that is the reason the co-design method used in the development of CS 2.0 has “Five
Stars” in its name.
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In practice, during the co-design workshop the companies were introduced to the preliminary idea of
innovating through a step-by-step method and were introduced to each planned step. Moreover,
workshop facilitators carried out an analysis, based on company participation, regarding their skills and
everyday use of various digital tools. Companies were able to identify which tools they are familiar
with and which they did not know so well. Thus the overall digital competencies of the companies
were identified.

Based on the feedback, comments, ideas and discussions during the co-design workshop, the
methodology of CS 2.0 was upgraded and experts started planning the first pilot CS 2.0 in Finland. A
very detailed plan for all 10 steps and for each working day was developed. Basic guidelines were also
developed and tested during the first pilot CS2.0 workshop in Finland in May 2016. Once the pilot CS
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2.0 workshop was completed, experts again upgraded the methodology based on the experiences
gained during the pilot workshop and feedback from the participants.

The next stage of the methodology development process was the detailed writing of the CS 2.0
workshop guidelines as a handbook for the other project partners who planned to implement the
CS2.0 workshop in their regions.
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All together there were four CS2.0
workshops in four different
countries. While the exact format
of the workshops varied (see next
section), they all involved pairs of
companies from two different
project regions matched with
creative student teams.

In addition, external
business experts
participated in all
workshops as keynote
speakers, advisers and final
idea judges.
In the following section the
details of each of the four
workshops are outlined.
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2.0 PILOTING CREATIVE STEPS 2.0 WORKSHOPS
IN FOUR DIFFERENT COUNTRIES
During ‘a creative momentum project’ four pilot workshops were organised by four of the project
partners using the Creative Steps 2.0 Model. The CS 2.0 methodology was modified according to the
needs and available resources in different countries. The four pilot CS 2.0 workshops were:
• Finland in May 2016 organised by Lapland University of Applied Sciences
• Sweden in Spring 2017 organised by Technichus Mid-Sweden Ltd
• Ireland in Fall 2017 organised by National University of Ireland, Galway
• Northern Ireland in Spring 2018 organised by Armagh City, Banbridge & Craigavon Borough
Council

Use of Methodology in Different Countries
In all pilot CS 2.0 workshops during the project the core methodology framework was applied with
some minor modifications in different workshops. All workshops followed the 10-step innovation
principle. The main differences related to the specific content focus of the workshops.
In the workshops in Finland and Sweden companies concentrated on actual product and service
development. But in the West of Ireland the focus was innovation addressing societal issues. Globally
there are major issues facing our world today like climate change, waste, urbanising society, poverty,
ageing population and housing. Because of that, through Creative Steps 2.0 it was interesting to
explore how innovations in the creative industries can help reduce or deal with major societal
problems such as these. That is why it was good to explore broader innovations in the creative
industries and within this how they can be more sustainable, such as applying principles of the
´circular economy`.
CS 2.0 was considered by the participating companies in the workshops to be a useful approach which
helps small and micro companies to develop business ideas. However, it was also clear that in every
region the preparedness of companies and student creative teams to undertake such innovation work
varied. Therefore while the main structure of CS 2.0 seems to be valuable and appreciated, the
specific approach was modified based on the specific circumstances of the regions, the participants and
the project partner organisation.
In the majority of situations online working remained a challenge. However, companies revealed that
for many it was a good discovery process that innovation collaboration is possible online and probably
this approach will develop more in the future. It is important to improve digitalisation skills.
Reports and detailed feedback from each of the four pilot workshops can be found in the individual
country reports in Section 3.0.
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International Experience Exchange and Networking between
Partners
The Creative Steps 2.0 process provides a great possibility for international networking for all
participants. Matchmaking and networking had a very important role in the entire process of each
Creative Steps 2.0 workshop. “Creative participants” of the workshops represented various stakeholders
and that way made the workshops more valuable and beneficial for all parties involved.
The key participants of each CS 2.0 workshop were





Companies working in the creative industries
Creative Teams (CTs) – Students with a multidisciplinary and international background
Creative Clinic (CC) members – local business experts who act as advisers
Creative Cave Pool (CCP) – group of international business advisers

Internationalisation was considered a very important cross-cutting result of the project activity. This
was facilitated through the workshop process in the following ways. First of all, every country
organised a workshop where two companies from different countries were matched. Moreover,
companies worked with international Creative Teams of students. After each workshop feedback was
collected and the pros and cons of the experience shared. Because of this iteration, Lapland UAS
learned how the work progress if the workshops effected the entrepreneurs and also students.
For all participants there was the possibility to participate in final presentations online and thus
connect and network with participants from all workshop piloting locations (Finland, Sweden, Ireland,
Northern Ireland). During joint conferences of the entire project partnership, there was also the
possibility to create international networks.
The Creative Clinic members and Creative Cave Pool consisted of experts from project
partner countries and therefore it was a good opportunity for companies to network internationally.
There was the possibility for companies to participate online in webinars such as the CS 2.0 workshop
in Finland or Northern Ireland and links to the recorded presentations has been shared through
MyCreativeEdge,eu and social media.

Dissemination and Promotion
Dissemination and promotion of CS 2.0 took place in a variety of ways. The main promotion channel
was the production of a number of publications (see Annex for separate list of publications) and the
development and dissemination of education and training material (see Annex for separate list of
education material) both as published material and also video material. In addition, information about
the project and the CS 2.0 Model and experiences was shared at events, such as seminars and
conferences.
Dissemination also happened during staff meetings of Lapland UAS and during workshops and
meetings with companies and agencies, for instance the Model was introduced to the Rovaniemi
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Development Agency responsible for regional business and SME development in the Rovaniemi area of
Northern Finland. An extensive list of publications, seminars and training materials is included in the
Annex.

Feedback on Methodology Development and Benefits
The CS 2.0 workshop was carried out four times in project partner countries. However, each partner
adjusted the current Model to meet the specific circumstances of their own situation. In the modified
CS 2.0 workshop its participants, students as well as businesses, were different persons with different
backgrounds and from different creative business fields. In practice, the workshop Model in each
country was modified and adjusted to local needs and the vision of the implementing
institution/organisation. Therefore, feedback on the experiences from the various versions of the
methodology was of high importance.
The aim was to test the existing Model and create a Model prototype based on various iterations of
Creative Steps 2.0. The aim was to create a workshop that would provide a clear implementation
structure. There are a lot of variables that need to be predicted, planned and controlled, including
efficient facilitation of communication and collaboration processes.
Analysing feedback provided the possibility of understanding business innovation processes and
learning development from both the business and student’s point of view, as well as the effects of
workshop activities on the participating businesses. How does remote working work out and what can
be learned from it? The goal was also to analyse how entrepreneurs’ networking and the creation of
new products becomes possible by using the Creative Steps 2.0 Model.
After each Creative Steps 2.0 workshop feedback was collected in the following ways:







Working diaries from the students
Personal feedback questionnaire for students or expanded working diary with questions from
feedback questionnaire
Oral group discussion with students
Feedback questionnaire for businesses
Feedback questionnaire for CCP members in a pilot version but can also be with other
implementations if needed
Feedback questionnaire or individual reflections by coaches/organisers

Based on received feedback from all participating countries the following conclusions can be made:
PROCESS




The methodology of CS 2.0 was evaluated as very useful and efficient in most cases.
The sequence of steps and coaching at each of the different steps was viewed as a positive aspect.
Very well organised process, companies were well matched and introduced to each other.
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“Creative Steps is a super good concept. When we finished the project I left with a feeling of
accomplishment” CS 2.0 participant
NEW INNOVATIVE BUSINESS IDEAS AND PROTOTYPES



New ideas were born and creative methods brought new, different ideas which some of the
entrepreneurs have already utilised in practice in their business.
Idea for supplementary product for the business was created that otherwise would not be the case.

“We feel that these events were an excellent end to this project. We feel that this project has a great
deal of potential to deliver on what has become UK government policy at the macro level as shown
through Innovate UK’s approach to university spin out and higher level innovation and ideation
techniques” CS 2.0 participant
NETWORKING AND INTERNATIONALISATION




New business contacts were created and new networks with whom to work in the future.
Businesses felt internationality and international networking to be an important bonus from their
own operational standpoint. It is a source of inspiration, a possibility to create new ideas.
In many cases it was considered as extremely important.

“As I live and work in a small country the market place for my products is very limited. Therefore I
need to be able to access an international network of both businesses and consumers to help grow my
business” CS 2.0 participant
EXTERNAL EXPERTS AND ADVISERS


A special benefit of Creative Steps 2.0 was the external advisers and experts that came with
support during the process.

ONLINE WORKING






Cooperation and remote working in CS 2.0 raised two different viewpoints. Some businesses
thought physical meeting and face-to-face discussion was more important. Cooperation is created
best through natural meetings and often technical/digital tools bring challenges and complicate
working together. However, remote working brings new possibilities and it was thought to be
educational and useful. It was hoped that during this work the most common and familiar tools
would be used.
Intensive process during CS 2.0 helped entrepreneurs see their business in a new light, analyse and
rethink their actions.
Working with people around the world is considered as very important, we exchange knowledge
and experience.
Online working was difficult at times because of technical issues.
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“Working virtually makes it super easy, fast and enjoyable.” CS 2.0 participant
WHAT COULD BE IMPROVED IN THE CS 2.0 METHODOLOGY






The issue of intellectual property emerged.
Creative Steps 2.0 is quite a short innovation programme and a longer programme could be better.
Matching transnational companies is difficult. If companies are going to maintain transnational
working they need to know each other well, or have another incentive to do this (e.g. funding).
Focusing on markets/market demand could come earlier in the process, as well as at the end.
Someone with expertise in market demand delivering a workshop or coaching could be helpful.
Making more simplified and a shorter version of the guidelines for the process.

“Congratulations to everyone on a good collaboration. It is a learning process and each time it will
become more refined I would imagine. Overall, a great experience and a good demonstration of virtual
working” CS 2.0 participant

DEVELOPING INNOVATIVE BUSINESS IDEA
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3.0 COUNTRY REPORTS ON CREATIVE STEPS
2.0 PILOT WORKSHOPS
In this section each CS2.0 workshop pilot is described and the implementing project partner reflects
on their experience. Each ‘country report’ follows the same structure:
Time: when the workshop took place
Organiser: who organised implementation
Participants: companies, student teams, experts
Application process
Model of the workshop and process
Results: prototypes/innovations/concepts
Feedback summary: Entrepreneurs, student
teams, experts
Success stories

Full video report of CS 2.0 can be seen here
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Creative Steps 2.0 Workshop in FINLAND
Time: 18 May-3 June 2016
10-day workshop run over two weeks
Organiser:
Lapland University of Applied Sciences, School of Business and Culture
Coordinator, contact person &coaches/facilitators:
Anitra Arkko-Saukkonen anitra.arkko-saukkonen@lapinamk.fi
Anzelika Krastina anzelika.krastina@lapinamk.fi
Participants: 8 entrepreneurs: 4 from Finland, 1 from Sweden, 2 from Ireland, 1 from Northern Ireland
Entrepreneurs
NuTech Renewables Ltd, based in Warrenpoint (Northern Ireland) is a company specialising in
integrated renewable energy systems and has developed and patented a new Solar Enhanced Heating,
Ventilation and Hot Water system. They were matched with Jo-Jo the Dog Films Ltd. from Finland, a
movie and video production company based in Tornio.
Grace of Sweden, produces accessories for christenings – currently working on their international
strategy and “Great Britain, Ireland and the Nordic region is our first goal”, according to the
founder. The company was matched with Forest Camp Entertainment Oy from Finland, which works
in the area of photography and visual communications.
Sallyann’s Handmade Bags are created in a small sewing room overlooking Doo Lough and the Atlantic
Ocean in West Clare (West of Ireland) by their creator, Sallyann Marron. Every bag is made from
scratch, cutting out the fabrics, the matching patch pockets and making the zip tops for the bags.
Each bag is unique, made with love and massive attention to detail. Sallyann’s Handmade Bags were
matched with Finnish handcraft company Susivilla https://www.susivilla.com/
Black Hole Studio from Co. Roscommon (West of Ireland) enables the production and promotion of
high quality artwork in a variety of disciplines and media. They were matched with Urbanid – a
company from Kemi (Finland), offering innovative, professional 3D visualisation services.
The list of participants and full description of participating companies can be found here
Creative Teams: 4 teams consisting of 16 multidisciplinary international students from Lapland UAS,
International Business, Tourism, Business Information Technology study programmes
Students
Marianne Kammonen, Ranwen Yang, Ul Haq Ghozy, Arina Kruglova, Nikolett Plesér, Nina Niskala, Anna
Romozian, Marina Avetsian, Alena Perervenko, Ekaterina Bogoiavlenskaia, Laura Ukkola, Tien Tran,
Deen Issah, Kun Song, Denis Ivanov, Remi Kamanyi
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Creative Clinic external experts:
4 external experts from areas of digital marketing, social media, service design, art and culture
Creative Cave Pool (CCP) panellists (external experts):
4 members from Finland, Sweden, Ireland, Northern Ireland
Tiina Pelimanni / FIN
Business developer in Team Botnia, Tornio
Cecilia Nordlund / SWE
Business advisor at Åkroken business incubator
Kevin Sexton / NI
Entrepreneur and founder of MobStats
Mary Carty / NUIG
Executive Director of Blackstone LaunchPad, National University of Ireland Galway
Application process:
An open application process to take part in the Creative Steps 2.0 workshop was delivered through an
online application form on MyCreativeEdge.eu:
1st call (for companies from Finland) → selection of 4 Finnish applicants
2nd call (for companies from other countries) → selection of 4 applicants to be matched with the
Finnish companies
The opportunity to apply was shared through MyCreativeEdge.eu, project Newsletters, Facebook,
Twitter and Luova hetki Facebook-group. It was also sent to creative sector businesses by email.
Model of the workshop and process in Finland:
The Creative Steps 2.0 workshop followed the 10-step methodology and was carried out through a 10
day workshop run over two weeks. A detailed methodology description can be found here:




Creative Steps 2.0 Step-by Step Guidelines to Business Idea
10+1 steps
Creative Step-by-Step Guide

The innovation work was organised through a blended method where student teams worked face-toface and online but entrepreneurs participated only virtually (online).
During the workshop there was:


An online session where each entrepreneur was first matched with their matched entrepreneur. It
was an opportunity to get to know each other’s background; it helped all the participants to better
understand the background of the businesses involved and to define potential and current
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challenges of the businesses. For the individual companies it was also a chance to revise their own
business model.
Participation in an external event Barents Reunion to expand the students’ perspective of business
life (24-25.5.2016)
Creative Clinic / feedback from external experts with different perspectives on innovation
processes. Creative Clinic experts were local entrepreneurs and business experts who gave
feedback on the newly developed ideas face-to-face to each Creative Team. Experts were from the
fields of service design, social media, digital marketing and arts and culture.
Creative Clinic / key speakers. The same external experts gave key speeches to the Creative Steps
2.0 workshop audience. Some of these sessions were live-streamed and recorded to be shared with
the project target group on MyCreativeEdge.eu Facebook.
The Creative Cave Pool experts were international experts from Finland, Sweden, Ireland and
Northern Ireland, who participated at the beginning in an introduction session for the CCP
members. At the end of the workshop they gave final feedback to students and entrepreneurs at a
presentation day where each Creative Team presented their final outcomes/ prototypes to CCP
evaluation members online. The entrepreneur participants, coaches and other invited people
participated in the online presentation sessions where they had the possibility to hear and discuss
with CCP members the final outcomes.
Entrepreneurs participated in various phases of the workshop, depending on their availability, but
all of them at least participated at the beginning, during checkpoints and at the end of the
workshop during the final pitch/presentations. However, they had been advised to collaborate
online with Creative Teams as much as possible during the 10 steps via Facebook, email, Padlet and
other online platforms.
Two coaches from Lapland UAS participated in the entire workshop during every step, supervising
and guiding the Creative Teams and leading the collaboration process.

Results:
Prototypes/innovative solutions: In Finland four different new innovation prototypes were created and
presented to the CCP evaluation experts at the end of the process:
 Team 1: Innovative Digital Media Marketing Plan as a collaboration result between Panu Pohjola
photography and Grace of Sweden.
 Team 2: Innovative new type of video which incorporated menu in the video as an additional
function as a collaboration result between NuTech Renewables Ltd. and Jo-Jo the Dog Film Ltd.
 Team 3: Urbanid Black Showroam as a result of cooperation between Urbanid and Black Hole
Studio.
 Team 4: Improved customer´s journey through co-design as cooperation between Susivilla and
Sallyann’s Handmade Bags
Other outcomes: Another very important outcome was the new network and partnership created
between the participants and also the expert group.
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FEEDBACK SUMMARY / BENEFITS

After the Creative Steps 2.0 workshop, feedback about the experience of the pilot was collected in the
following ways to be shared with partners and to help develop the next version of the Model:







Working diaries from the students.
Personal feedback questionnaire for students or expanded working diary with questions from
feedback questionnaire.
Oral group discussion with students.
Feedback questionnaire for entrepreneurs.
Feedback questionnaire for CCP members in a pilot version.
Feedback questionnaire or individual reflections from coaches.

Entrepreneurs
The collaboration process with the companies was one of the most crucial points in the CS 2.0
workshop. Companies were invited to take part in some of the steps (not all of the steps due to the
busy lives of entrepreneurs with daily activities) and they were supposed to be available at least online
for the Creative Teams for communication, feedback, comments and joint collaboration on
product/service development. It is important to find out about actual collaboration with the companies,
which were located in so many different parts of Northern Europe.
In answer to the question of whether there was enough or not enough collaboration with the
companies, answers differed. In some cases students were very happy with the very active involvement
of the companies, while in other cases, there were fewer active companies. In practice, one company
could not take part almost at all or contribute to the ideation processes due to issues that arose in the
business. In all four cases, two companies were matched and therefore students had to communicate
with both companies located in different countries. At the same time they had to make sure that the
companies communicated with each other, since a joint product/service was the aim. According to the
feedback, sometimes there was more collaboration with one of the companies while the other was less
active. In a few cases both companies were very active and that showed also in the final result.
Probably this was the most challenging part of the process, and learning from this experience there
should be improvements made in how to engage companies more with particular tasks, especially
taking into account that they would be the owners of the final results at the end of the workshop.
Students
The feedback shows that the students gained the most from this process. Oral and written feedback
was overwhelmingly positive from the students’ point of view. Besides the fact that many of them
found this workshop extremely valuable for their professional growth, many said that this had been
one of the best learning processes (study courses) during their entire study period at school.
It must be noted that there were 16 students from different disciplines (International Business,
Information Technology, Tourism, Visual Arts etc.) and from different countries (Finland, Russia,
Vietnam, China, and Ghana to name just a few). However, regardless of their background, each
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participant found this workshop extremely useful. Among other benefits, as reflected, it gave them new
knowledge and practical experience. In addition, they mentioned that it was very challenging, but very
rewarding to work with real companies and to work on real life business cases and to get constructive
feedback from real business experts. Learning innovation and creativity in the process.
Success stories

The most successful story from the Finland CS 2.0 workshop was Susivilla and Sallyann’s Handmade
Bags, where two companies found an innovation by helping each other, in a creative way, to find a
new perspective for their business. As a result, Sallyann was able to introduce unique new fabric
patterns that reflected a similar approach used by Susivilla, reflecting on nature and its colours.

Please read more stories:
Susivilla company story
Video - Susivilla´s story
Sallyann blog
See Sallyann´s success story
in her blog from 20 June, 2016
CS 2.0 workshop in North Finland
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Creative Steps 2.0 Workshop in SWEDEN
Time: 22–24 May 2017
Organiser:
Technichus Science Centre http://technichus.se/
Contact Person:
David Gisselman david.gisselman@technichus.se
Participants: 2 entrepreneurs: 1 from Sweden, 1 from West of Ireland
Entrepreneurs
Swedish designer Kent Lindberg, from a carpentry business from Sweden and Davin Larkin
http://www.davinlarkin.com/ from Ireland. Both operate in the areas of carpentry, furniture making
and design.
Students
Sebastian Eriksson, Ana Popa, Lise Johansson
Creative Clinic external experts:
Cecilia Nordlund from Bizmaker
Mats Lundqvist from Mats Lundqvist Konsult AB
Model of the workshop and process in Sweden:
Creative Steps 2.0 involves 10 steps or stages, which can be adapted to the needs of the organisation
running it. As Technichus Science Centre had limited resources, a condensed version of the workshop
was implemented during three days. Two companies from two different countries were matched
together. A group of three students from Mid Sweden University worked with these companies to
identify common needs and challenges.
Instead of having the companies come up with a problem, students presented an idea to them. They
interviewed and investigated the two companies and, based on their findings, they tried to find a
solution that benefited both companies.
Results:
The concept the three hard working students came up with in the end, was a wood treatment-kit the
companies can give to their clients when they buy a product. A kit with instructions and treatments to
use to take care of the new wooden product they just bought.
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FEEDBACK SUMMARY / BENEFITS

Entrepreneurs
Both entrepreneurs seemed very satisfied to be part of the process. One of the things that made the
Creative Steps 2.0 process so good was the external advisers who came with support during the process.
Process: Very well organised process, the two companies were well matched and introduced to each
other.
Main benefit: The entrepreneurs benefited by allowing someone else (students) to assess what they do
and the values of their work and come up with a new product. While the product has not been
developed since then it made them consider what other options, services or products they could
explore to supplement their business.
Network: Extremely important. As the entrepreneurs live and work in small country areas, the market
place for their products can be limited. Therefore they need to be able to access an international
network of both businesses and consumers to help grow the business.
Future cooperation: The companies believe that both companies would work very well together but as
they are also very closely aligned they could easily operate independently. If they did work closely
together, one option would be to find a manufacturing partner who had an interest in producing
similar products. There could be collaboration on the product development side but essentially it
would be a manufacturing partner. Ideally to benefit both of them they would need a third party, a
sales wing who managed that side of the business.
Innovative idea: Feedback from the companies was that they thought it was an innovative idea,
definitely a supplementary product to their business but it would also be a niche product as only
certain users would engage with it. If it was supplied with a product when sold it would be a nice
addition but selling as a standalone product would require a significant amount of development due to
the variety of finishes out there and how the consumer would know which woodbox to buy. I am not
sure if the market is there for such a product that would involve large amounts of development.
Supplying it with my own products is very viable and possible the best route as it would give my
products another USP.
Students
Process: The process in itself was extremely helpful when worked through. To have professionals
coming in at different points to give their thoughts and ideas helps to create a good business idea and
not only an idea in general. It was felt that the ‘pitch’ part at the end should have had more time, they
worked for three days but having a fourth day to focus on creating a pitch would have taken it to the
next step.

“Creative Steps is a super good concept. When we finished the project I left with a feeling of
accomplishment. I learned so much, met amazing people and was part of an awesome team.” CS 2.0
participant
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Expert advice: The advice was said to be useful and inspiring. The coaches were thought to be
amazing, knowing exactly what to ask the students to make them think if they missed something, or
what was really important in what they were doing. The Creative Clinic was really good, they were like
‘a bomb of questions’, with a lot of information in such a short time, which helped the students define
their solution faster.

“An amazing thing was the advisers we had for the different steps, it helped so much.” CS 2.0
participant
Online working: It was felt that it opened up many new possibilities to work on projects where people
do not have to sit next to each other to work. It can also speed some processes up if everybody can
not work at the same time, they can still share the work that has been done. Working with people
around the world is important to exchange knowledge and experience.

“Working virtually makes it super easy, fast and enjoyable.” CS 2.0 participant
More feedback and the story of CS 2.0 in Sweden here
Success stories

Kent Lindberg says that the concept that the students came up with was very good. The concept was a
wood treatment-kit the companies can give to their clients when they buy a product. A kit with
instructions and treatments to use to take care of the new product they just bought.

“It’s a really good marketing idea, something the clients will remember and it really increase the value
of our products”, Kent Lindberg says.
“I think it was an innovative idea, definitely a supplementary product to my business but it would also
be a niche product as only certain users would engage with it. If it was supplied with a product when
sold it would be a nice addition but selling as a standalone product would require a significant amount
of development due to the variety of finishes out there and how the consumer would know which
woodbox to buy. I am not sure if the market is there for such a product that would involve large
amounts of development. Supplying it with my own products is very viable and possibly the best route
as it would give my products another USP”, he added.
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Creative Steps 2.0 Workshop in IRELAND
Time: 11 October - 17 November 2017
Delivered through remote working, using online seminars and meetings, as well as two face-to-face
day-long facilitated workshops.
Organiser:
Discipline of Geography and Whitaker Institute, National University of Ireland, Galway (NUIG).
Coordinator & contact person:
Dr. Aisling Murtagh, aisling.murtagh@nuigalway.ie
Coaches/Facilitators:
Dr. Aisling Murtagh, NUI Galway, Dr. Patrick Collins, NUI Galway
Facilitated workshops conducted by FABLAB Manorhamilton http://www.fablabmh.org/
Participants: 4 teams composed of businesses and students participated in the process:
Team Wetsuit
Business 1: LX-upcycle (West of Ireland) is a fashion accessories eco-label re-purposing outdoor
sports gear (e.g. kites, sails, wetsuits, bike tubes) into bags, wallets, laptop cases and other
accessories.
Business 2: HEMPEA (Northern Finland) produces home textiles and bed linen for adults and
babies made of 100% hemp fabric.
Students: Kieran McNeely (Bachelor of Furniture Design and Manufacture, Galway-Mayo Institute
of Technology (GMIT)), Diarmuid Moran (Bachelor of Commerce, NUIG), Reuben Butler
(Bachelor of Furniture Design and Manufacture, GMIT), Sinead Kirwan (Fine Art, National College
of Art and Design).
Team Waste
Business 1: Mella O’Brolchain Design (West of Ireland) is a graphic and web design company
working for some time with the Regional Waste Offices, developing and creating campaigns
around Food Waste and Reduce, Reuse, Recycle.
Business 2: Gullion Media (Northern Ireland) focuses on storytelling and education using video
production and book publishing. Also involved in creating animation and artwork.
Students: Erin Moriarty (Bachelor of Commerce, NUIG), Ethan Padden (Computer Science and
Information Technology, NUIG), Paul Vincent (Masters in Energy System Engineering, NUIG),
Conor Cremins (Bachelor of Furniture Design and Manufacture, GMIT).
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Team Furniture
Business 1: Nádhúra Design (West of Ireland) is a product design and interiors company focusing
on sustainable practices and materials, such as its customisable home furniture range.
Students: Ellen Dilger (Bachelor of Commerce, NUIG), Rossa Dooley (Masters in Applied Sciences
and Enterprise Systems, NUIG), Jack Cavanagh (Bachelor of Furniture Design and Manufacture,
GMIT), Steven Slusarski (Bachelor of Furniture Design and Manufacture, NUIG).
Team Plastic
Business 1: The Secret Life of Plastic (West of Ireland) is an upcycling enterprise producing a
range of products from plastic waste such as lamps, flowers, and jewellery.
Business 2: Applebox Media (Northern Ireland) is a video marketing company producing content
for a variety of mediums such as for social media and websites.
Students: Sarah Hanly (Bachelor of Commerce, NUIG), Gerry Murray (Bachelor of Furniture
Design and Manufacture, GMIT).
Creative Clinic & Workshop External Experts:
Leo Scarff, co-founder FABLAB Manorhamilton and Entrepreneur Leo Scarff Design
Alastair Farrell, co-founder FABLAB Manorhamilton and IT Specialist
Stuart Lawn, co-founder FABLAB Manorhamilton, IT and Media Specialist
Creative Cave Pool Panellists:
Dr. John Breslin, Senior Lecturer, Electronic Engineering, NUIG & Director TechInnovate
Michael Campion, Lecturer, Innovation and Entrepreneurship, NUIG
David Kelly, Digital Humanities Manager, NUIG
Natalie Walsh, Executive Director, Blackstone Launchpad Student Enterprise Programme, NUIG
Application process:
In the West of Ireland, Creative Steps 2.0 focused on how innovations in creative industries can help
reduce or deal with major societal problems such as climate change, waste and poverty, as well as how
broader innovations in the creative industries can be more sustainable, such as through applying
principles of the ‘circular economy‘.
A call for business participants from the West of Ireland was opened on 4 September 2017 (see: West
of Ireland creatives – apply now for Creative Steps 2.0). An online application form was set up. The
call was promoted through ‘a creative momentum project’ social media, as well as direct emails to
potentially interested companies. After the closing date of 14 September 2017 applications were
assessed and four companies were selected to participate.
The second call sought to gain applications from potential match businesses in the other participating
project partner regions. The call opened on 26 September 2017 (see: Co-develop an idea with Creative
Steps 2.0). After the closing date of 4 October 2017 applications were assessed and four match
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companies were selected to participate. One business did not however participate in the Creative Steps
2.0 programme leaving ‘Team Furniture’ with just one business as part of this team.
Students were also recruited to the programme and asked to complete a short application form.
Creative Steps 2.0 was promoted directly to students at Galway Mayo Institute of Technology (GMIT)
and NUIG. Promotion was carried out through social media, as well as distribution of flyers and
posters in key locations on NUIG campus. Student societies of relevance were also contacted to
promote the programme to their members such as Enactus, CompSoc, Eng Soc and the
Entrepreneurship Society.
Lecturers and relevant Departments at NUIG and GMIT were contacted and asked to share
information on Creative Steps 2.0 with their students. While participation was open to students
across the West of Ireland, students needed to be available to attend the two face-to-face workshops at
NUIG. Applications were received from 16 students. All were offered a place as part of the programme
and 14 participated. External experts FABLAB Manorhamilton evaluated each student skillset, placed
students into complementary, multidisciplinary teams and assigned teams to work with a pair of
matched businesses.
Model of the workshop and process in Ireland:
Creative Steps 2.0 in the West of Ireland ran over six weeks from Wednesday, 11 October to Friday 17
November 2017. Creative Steps 2.0 was delivered over 6 weeks because students did not get course
credit for their participation and were also studying full-time while participating in the programme. All
of the key steps developed by Lapland UAS were implemented, but in a less intensive way and over a
longer timeframe than its implementation in Finland or Sweden.
Over the six weeks, there were two day-long workshops held in NUIG led by FABLAB Manorhamilton
(17 October and 2 November). The first workshop focused on idea development for new products and
services using design thinking and other methodologies. An overview of the methods explored is
discussed in the MyCreativeEdge.eu article ’Creative Steps and new product design: Taking a step back
to move forward’. The second workshop focused on prototyping and FABLAB Manorhamilton worked
with teams to develop prototypes using their mobile digital fabrication lab.
A number of online seminars (11 and 26 October) were delivered through the online learning platform
Blackboard. The first was an introductory session where the teams and Creative Steps 2.0 process was
introduced. The second main online seminar was the Creatice Clinic where teams got feedback from
FABLAB Manorhamilton on the initial ideas developed. The final pitch session was on 14 November and
teams pitched their final ideas to Creative Cave Pool panelists. Outside of this, students were asked to
participate in online team meetings and work together using online tools and/or in person to refine
the idea over the six-week period.
Results:
In Ireland, four different new product ideas were created and presented to the Creative Cave Pool
panel at the end of the process. All of the materials developed were sent to participating businesses at
the end of the process (e.g. presentations, mood boards, protoypes, sketches, plans, summary of panel’s
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feedback). At the end of the process students received a certificate of particpation and statement of
skills developed.
Team Wetsuit
Both companies had the issue of un-used off-cuts. The team worked on developing a new product idea
combining off-cuts of hemp and neoprene (wetsuits). A number of new product ideas were developed
during the Creative Steps 2.0 process, such as furniture and soft furnishings. A final soft furnishing
product was presented to the expert panel.
Team Waste
This team aimed to find new ways to increase public engagement with waste issues. The public can
be confused around what types of waste should go to landfill or can be recycled, as well as the
importance of reducing contamination of recyclable waste. Information is available but needs more
public engagement. The team worked on developing an idea for a documentary supporting public
education around waste and recycling. They developed a teaser video, as well as a number of materials
to support the development of a funding pitch by both businesses.
Team Furniture
The team worked on developing a new form of public seating that brings in elements of social
inclusion and is focused on sustainable material use. They presented an innovative, interactive public
seating project idea to the panel.
Team Plastic
The team worked on developing an engaging educational workshop around plastic upcycling that
incorporates short videos. This idea was then refined as a toy kit composed of upcycled plastic with
instruction cards and videos.
FEEDBACK SUMMARY / BENEFITS

NUIG delivered Creative Steps 2.0 over six weeks. Students did not get course credit for their
participation so NUIG needed to deliver the programme in a less intensive way.
NUIG felt it would have been better to have started the call for participants earlier. The coordinator
felt it would be a good idea to start recruiting participants at least six weeks/two months in advance
(NUIG just had five weeks). They did not have much time (just over a week) for the 2nd call for match
companies.
Student participation overall was poor. But those who did participate seemed to enjoy the
process. Some students contributed a lot because others participated very little. The incentive to
develop skills and learn about innovation was not enough to maintain participation. NUIG also
provided students with a certificate of participation at the end. Understandably, students prioritised
their own course work over Creative Steps 2.0. The coordinator had to be quite involved to ensure
the ideas were prepared for the final pitch presentation.
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Online working was difficult at times because of technical issues. But this is probably inevitable. The
students in particular seemed to find online working challenging as most had no prior experience of it.
Students and companies did seem to find Creative Steps 2.0 hard to understand. Some people had
higher expectations than the programme had the resources to deliver. NUIG provided lots of
information to explain the process (e.g. FAQs, LUAS video, articles, Intro seminar) but people still
seemed confused.
NUIG collaborated with FABLAB Manorhamiton to run two, day-long workshops. The issue of
intellectual property emerged again here. In future versions of CS 2.0, FABLAB emphasised the
importance of getting participants to sign a non-disclosure agreement to overcome the issue of
intellectual property ownership. FABLAAB also indicated that Creative Steps 2.0 is quite a short
innovation programme and a longer programme could be better.
Some support for companies to develop their idea after CS 2.0 ends, or funding to develop a
prototype, could help companies get more from the process.
Matching transnational companies is difficult. If companies are going to maintain transnational
working they need to know each other well, or have another incentive to do this (e.g. funding).
Companies matched through Creative Steps 2.0 do not know each other and the coordinator felt that
effective collaboration works best when there is a personality match as well as a professional match.
Focusing on markets/market demand could come earlier in the process, as well as at the end. Someone
with expertise in market demand delivering a workshop or coaching could be helpful.
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Creative Steps 2.0 Workshop in NORTHERN IRELAND
Time: 5-26 March 2018
Organiser:
The newly formed Armagh City, Banbridge and Craigavon Borough Council (ACBCBC) led this project
on behalf of what was previously known as the South East Economic Development group of Councils
(or SEED for short)
Contact person:
Niall Drew, Niall.Drew@armaghbandbridgecraigavon.gov.uk
Participants: 5 entrepreneurs: 3 from Northern Ireland, 2 from West of Ireland.
Entrepreneurs
Kimaria an Armagh-based business producing home accessories including diffuser and soy candles. The
business promotes its products as ‘100% eco-friendly’ stating that all ‘candles and melts are created

with 100% sustainable eco-friendly, pure soy wax giving a clean non-toxic burn with no additives,
colours or chemicals to compromise quality or your health.’
Tulip Woodcrafts is based in County Down and is owned by Geoff Tulip. Geoff has adapted traditional
techniques to highly skilled and innovative designs seen today. Geoff produces a range of products
including wooden bowls, decorative plates and other high quality pieces.
Hewn is a woodcraft business based in Westport in the West of Ireland. Hewn predominantly produce
wooden spoons and other items for the home like serving paddles, scoops, bowls and spatulas.
Gail Gilmore Ceramics is a ceramics business based in Kircubbin in Northern Ireland. Gail produces a
range of ceramic products including a collection of candle holders, kitchen ware, clocks, pendants and
porcelain decorations. Gail also produces personalised porcelain plaques to mark weddings,
christenings or the birth of a baby.
Ann McBride Ceramic Design is owned by Ann McBride, a graphic designer and illustrator who
decorates ceramic pieces with her original designs. Based in Co. Clare in the West of Ireland, Ann
possesses significant experience in the craft industry having exhibited at exhibitions throughout
Ireland.
Detailed description of companies can be found here
Students
Southern Regional College (SRC, Newry) and South Eastern Regional College (SERC, Bangor).
Application process:
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Brilliant Red was contracted by ACBCBC to implement the CS 2.0 workshop in Northern Ireland.
Brilliant Red conducted marketing campaigns to promote the recruitment of emerging talent and
businesses for Creative Steps 2.0, as well as the three public innovation workshop events on 21.03.18,
27.03.18 and 23.04.18 using a number of different platforms. The logistics of both the programme and
certainly the recruitment for the public events was hampered by extreme weather conditions
throughout March 2018 and leading up to the first event.

Recruiting Companies
The recruitment of the creative businesses was one of the first activities that was undertaken by
Brilliant Red after being appointed by the Council. It was important that this activity was undertaken
quickly as the process of recruiting and engaging the emerging talent/students was going to be
dependent on the exact nature of the ‘challenges’ that were being presented to the Emerging Talent
Groups (Creative Teams).
There were a number of important factors to be considered when recruiting the companies:
 Needed to recruit three companies from each of the three Council areas covered by SEED.
 These three companies, as far as possible, needed to be matched with a similar business from
another ‘a creative momentum project’ partner country which was trying to solve a similar
problem.
 The businesses needed to come from the creative sector.
 The projects/business cases being addressed needed to be of an appropriate level that could be
tackled by the Creative Teams.
Brilliant red used its own existing database of creative sector businesses to launch a promotional
campaign through;
 Social media promotions, primarily posts and advertisements on Facebook.
 E-mail campaign.
 Direct telesales campaign.
After a two-week period of promotion activity a number of expressions of interest to the programme
were received from Northern Ireland and the three companies were selected.
An open call for applications from entrepreneurs in the other partner regions, to be matched with
these three companies, was then launched. This opportunity was promoted on MyCreativeEdge.eu,
social media and MyCreativeEdge.eu Newsletters. Two companies were selected.

Recruiting Emerging Talent/Students
The marketing of the programme to this group was carried out in a very direct manner as the delivery
agents, Brilliant Red and helix, were very aware that explaining the project concept was relatively
complex and that it was also entering a very busy period of the year for the students. Consequently, it
was always going to take an enthusiastic and supportive staff body to help recruit the students and
lecturers to take part in CS 2.0, given their already high work burdens.
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South Eastern Regional College (SERC) had a student group in the performing arts who saw the
project promoted internally in the College and thought this ‘real life’ exposure was something that
could really benefit them. They signed up to the project straight away with the support of Fiona
Cullen, their Department Head and the campus manager Kieran McKenna.
Southern Regional College (SRC) came onboard with this project after SERC but quickly managed to
recruit two emerging talent teams from final year engineering students. It was felt that these two
groups would be ideal to work with the Kimaria and Tulip Woodcraft projects as they were studying
materials as one of their modules.
Model of the workshop and process in Northern Ireland:
Creative Steps 2.0 was tested in three different projects/business cases. The key innovation approach
was implemented in accordance with the CS 2.0 methodology. The core focus was identification of the
problem of two matched companies (except for project 1 where only one company problem was
identified and developed further).
Project 1: Kimaria – SRC Creative Team 1
Project 1 centred on Kimaria, an Armagh-based business producing home accessories including diffuser
and soy candles. The business promotes its products as ‘100% eco-friendly’ stating that all ‘candles and
melts are created with 100% sustainable eco-friendly, pure soy wax giving a clean non-toxic burn with
no additives, colours or chemicals to compromise quality or your health.’
However Kimaria is struggling with a packaging issue.
Problem:
Kimaria’s soy candles are distributed in ‘re-usable glass vessels’. This glass packaging is not recyclable
and the onus is placed on the customer to reuse the jar once the candle has been used.
Brilliant Red met with Maria Murphy and Keith McCloughry, Engineering lecturers in SRC, and
engineering students to explain the problem and the features of any potential solution. Kimaria was
seeking eco-friendly containers for their candles that are:






Bio-degradable or re-usable
Fire and heat resistant
Did not affect the candle fragrance
Aesthetically pleasing
Robust

After working on the project for a number of weeks under guidance from their lecturers and Brilliant
Red, the SRC students developed a number of following solutions.
Project 2: Tulip Woodcrafts & Hewn – SRC Creative Team 2
The second Creative Team focused on two woodcraft businesses, Tulip Woodcrafts and Hewn.

37

Tulip Woodcrafts is based in County Down and is owned by Geoff Tulip. Geoff has adapted traditional
techniques to highly skilled and innovative designs seen today. Geoff produces a range of products
including wooden bowls, decorative plates and other high quality pieces.
Hewn is a woodcraft business based in Westport in the West of Ireland. Hewn predominantly produce
wooden spoons and other items for the home like serving paddles, scoops, bowls and spatulas.
Both businesses were facing production issues.
Problem:
Tulip Woodcrafts and Hewn wanted to explore modern ways to produce their products to make them
more efficient, more accurate, and cost-effective or produce high-quality items in a shorter timeframe.
Project 3: Gail Gilmore Ceramics & Ann McBride Ceramic Design – SERC Creative Team
The third Creative Steps 2.0 business case involved students from SERC working to solve a production
issue for Gail Gilmore Ceramics and Ann McBride Ceramic Design.
Gail Gilmore Ceramics is a ceramics business based in Kircubbin in Northern Ireland. Gail produces a
range of ceramic products including a collection of candle holders, kitchen ware, clocks, pendants and
porcelain decorations. Gail also produces personalised porcelain plaques to mark weddings,
christenings or the birth of a baby.
Ann McBride Ceramic Design is owned by Ann McBride, a graphic designer and illustrator who
decorates ceramic pieces with her original designs. Based in Co. Clare in the West of Ireland, Ann
possesses significant experience in the craft industry having exhibited at exhibitions throughout
Ireland.
Both companies faced similar production issues.
Problem:
As part of her personalised plaques range, Gail Gilmore produces ceramic imprints for her customers.
Generally these imprints tend to be imprints of children’s hands. The issue she faced is that if the
child was not able to attend Gail’s work station, then imprints and the final plaque could not be
produced. Similarly, Ann McBride creates illustrations on her computer software which need to be
transferred to ceramic to produce her end product.
Public Innovation Workshop Events:
It was decided at the start that to conclude the CS 2.0 programme in Northern Ireland three public
Innovation Workshop events would be held where each of the three Creative Teams could present
their solutions. These Innovation Workshops would each feature a high-profile keynote speaker on
innovation and would be promoted widely to creative businesses in the region. The three guest
speakers invited to give presentations and provide feedback on the ideas of the students were:


Kevin Gaskell: The former chief executive at Porsche, BMW and Lamborghini but also a highly
successful private investor and adventurer.
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Jo Fairley: The founder of Green and Black’s luxury chocolate brand who is also a well-known
columnist and author.
Roger Saul: The founder of Mulberry the now iconic luxury handbag brand which he built up
from 1971 until 2001 and has since gone on to develop a luxury food brand on the 300-acre
Sharpham Park Estate organic farm and the Kilver Court shopping centre.

Promoting the Innovation Workshop Events
Eventbrite Campaign: Brilliant Red commenced separate email campaigns to identify interested
businesses who may potentially attend each Innovation Workshop. Subsequently, information was
sent, detailing the event and with information about the keynote speakers. The email campaign used
the Eventbrite software platform which tracked the delivery and bounce rate of each campaign. The
software enabled interested individuals to register to attend.
Email: Brilliant Red supplemented the efforts of the Eventbrite email campaign by sending individual
emails to interested entrepreneurs whom they had spoken directly to, throughout each telephone
campaign. Sending emails in this manner aided the targeting process for the following reasons:




Verification and updating of contact information: This gave Brilliant Red the opportunity to
back up and follow through any initial ‘conversations’ via telephone. It also gave them the
opportunity to check out undeliverable emails and to update any non-operational/redundant
emails and contact information such as telephone numbers recorded in the database.
Personalisation: Brilliant Red considers this aspect particularly important. By using the
recipient’s surname, they feel connected therefore absorbing the email content sent to them as
potentially more convincing.

Telephone: Brilliant Red commenced making telephone calls to follow-up on the email campaigns with
those businesses recorded in the database. Four colleagues were involved in making direct contact
with the businesses. In some instances this was reconnecting with people who had participated in
previous programmes, therefore sharing information with them about the forthcoming Creative Steps
2.0 FREE Innovation Workshop events. For other businesses contact with Brilliant Red was the first
direct interaction about the forthcoming Creative Steps 2.0 events. Making direct phone calls in this
manner aided the targeting process for the following reasons:



Flexibility: Brilliant Red considers that following through email campaigns with phone calls is a
very useful channel to boost the campaign.
Engagement: Having a real conversation with the businesses personalises the telephone
call. The interaction also demonstrates trust.

Newspaper Advertising: Whilst considered not as effective as in the past, an attempt was made to
attract some attention to the FREE Innovation Workshops through advertisements placed in local
newspapers throughout the relevant Council areas. Advertisements were placed in the Lurgan Mail,
Portadown Times, Newsletter, Down Recorder, Newry Reporter and Banbridge Chronicle.
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Face to Face: It was also felt that speaking face-to-face with local businesses, particularly for the Newry
event could potentially encourage attendance.
The three Innovation Workshops took place on 21.03.18, 27.03.18 and 23.04.18. The Keynote Speaker at each
was livestreamed on Facebook Live and the videos can be viewed here:




Kevin Gaskell (21.03.18)
Jo Fairley (27.03.18)
Roger Saul (23.04.18)

Results/innovation solutions:
Project 1: Kimaria – SRC Creative Team 1
Solution 1: Wheat Straw Mulch
Solution 2: Wood (with a fire retardant coating)
Solution 3: Vegetable Oil Plastic
These solutions were presented to Maria Joyce, co-founder of Kimaria, at a Creative Steps 2.0 event on
21 March 2018. The SRC students explained both the benefits and disadvantages of each potential
solution and gave their recommendation of which solution they feel is most suitable.
Project 2: Tulip Woodcrafts & Hewn – SRC Creative Team 2
Solution 1: Sandblasting
1. Quickly remove excess material from the wood
2. Produces a fine finish
3. Time efficient
4. Relatively easy to use
5. Works on single phase electricity
Solution 2: Electronic Chisel
1. Quickly removes excess material from the wood
2. Works on single phase electricity
3. Various attachments for different purposes in wood carving and can produce different finishes
4. Provides a great deal of control for the operator
5. Relatively cost-effective
6. Relatively easy to use
Solution 3: Dremel
1. Removes material
2. Produces various surface finishes
3. Single phase electricity
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4. Easily implemented
5. Accurate
6. Easy to store
Project 3: Gail Gilmore Ceramics & Ann McBride Ceramic Design – SERC Creative Team
Solution 1: 3D Ceramic printing
Solution 2: Production of imprint kits that are sent to customers
These solutions were presented to Gail Gilmore at a Creative Steps 2.0 event on 23 April 2018. The
SERC students were in attendance and were able to explain both the benefits and disadvantages of
each potential solution and gave their recommendation of which solution they felt was most suitable.
FEEDBACK SUMMARY / BENEFITS

Summary feedback prepared by the organisers incorporating overall feedback from participants:
Brilliant Red felt that the Innovation Workshop events were an excellent end to this project. They felt
that the CS 2.0 Model has a great deal of potential to deliver on what has become UK government
policy at the macro level, as shown through Innovate UK’s approach to university spin-out and higher
level innovation and ideation techniques.
The delivery of the CS 2.0 workshop can be seen as four main distinct stages:
1.
2.
3.
4.

Recruitment of the Emerging Talent Groups (Creative Teams)
Recruitment of the creative businesses and establishing the live briefs
Work on the live briefs with the Emerging Talent Groups
Delivery of the Innovation Workshops

The most difficult aspect of the process proved to be recruitment of the Emerging Talent Groups and
this posed the greatest risk to the successful delivery of the overall CS 2.0 workshop. This was more a
consequence of the timing of this particular round of CS 2.0, as the two Colleges have expressed
enthusiasm for the project concept as it fulfils a number of key targets they have committed to with
their students. This type of process is best promoted to the Colleges in the final term of the year
(April-June) for delivery in the first term of the next year (Sept-Nov).
It was relatively easy to recruit the creative businesses to the project as they loved the overall concept.
However, the delivery of this process has shown that it is very important to find projects/business
cases that are at the correct technical level for the students and their lecturers, and also that the
creative businesses must be well briefed to know what a realistic outcome might be.
In summary, Brilliant Red felt that this was a successful process and that if funded through an
organisation such as Innovate UK or an equivalent EU organisation is one which, if built upon, could
add significant value to the local economy to ensure that the local young talent in Colleges/Universities
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could undertake live briefs for businesses in the creative, and indeed other sectors of the economy, to
help create innovative solutions to existing problems.

Success stories here
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ANNEX: PUBLICATIONS AND MATERIALS
Arkko-Saukkonen, A. & Krastina, A. (2018) Creative Step-by-Step. Creative Steps 2.0 Innovation
Workshop.Lapland University of Applied Sciences publication. Serie C. Study Material 1/2018.
Rovaniemi. http://urn.fi/URN:ISBN:978-952-316-212-9
Arkko-Saukkonen A., Krastiņa A., (2018). Luovat askeleet innovaatioon : Creative Steps 2.0 -menetelmä.
Sarja C. Oppimateriaalit 4/2018, Lapin ammattikorkeakoulu. http://urn.fi/URN:ISBN:978-952-316-231-0
Arkko-Saukkonen, A. & Krastina, A. (2016) Creative Steps 2.0. Step by step guidelines to business idea.
Lapland University of Applied Sciences publication. Serie C. Study Material 5/2016. Rovaniemi.
http://urn.fi/URN:ISBN:978-952-316-154-2
Arkko-Saukkonen, A. & Krastina, A. (2016) Creative Steps. Connect, collaborate, innovate.
https://creativestepsblog.wordpress.com

Videos






Introduction video about Creative Steps 2.0 https://youtu.be/i-BL- IRWZFc
Creative Steps 2.0: Innovation with 10 Steps https://vimeo.com/253600058
Innovation Step by Step: Sources of innovation to cure customer’s pain
https://vimeo.com/246262368
Experiences of Creative Steps 2.0 https://youtu.be/DQWAAZDtwds
Jump into innovation and creativity - Creative Steps 2.0,
https://www.youtube.com/watch?v=UEpPicscApA

Articles
Krastina, A. & Arkko, A. (2017) Encouraging Arctic Cross-Border Entrepreneurship Through
Collaborative Creative Steps 2.0 Methodology. In Heininen, L., H. Exner-Pirot and J. Plouffe (eds.)
(2017). Arctic Yearbook 2017. Akureyri, Iceland: Northern Research Forum.
https://issuu.com/arcticportal/docs/ay17_final_pdf_for_arctic_portal_oc . (217–219).
Arkko-Saukkonen, A. (2017) Palvelumuotoiltu innovaatiomalli Creative Steps 2.0 yritysten
kehittämistyön tukena. Lumen. Lapin ammattikorkeakoulun verkkolehti 4/2016.
https://blogi.eoppimispalvelut.fi/lumenlehti/2017/04/27/palvelumuotoiltu-innovaatiomalli-creative-steps2-0-yritysten-kehittamistyon-tukena/
Arkko-Saukkonen, A. & Krastina, A. (2017) Kansainvälistä kehittämistyötä yli rajojen – Creative Steps
2.0. Kaukussa kuhisee. Lapin ammattikorkeakoulun julkaisuja Sarja B, Tutkimusraportit ja
kokoomateokset 6/2017. Rovaniemi. (s. 60–61).
https://issuu.com/lapinamk/docs/b_6_2017_merivirta_kaukussa_kuhisee
Arkko-Saukkonen, A. (2016) Kansainvälinen silta innovaatiotyöhön etäyhteyksin – Case Creative Steps
2.0. Lumen. Lapin ammattikorkeakoulun verkkolehti 3/2016.
https://blogi.eoppimispalvelut.fi/lumenlehti/2016/12/02/kansainvalinen-silta-innovaatiotyohon/
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Krastina, A. (2017). Development of Entrepreneurship Ecosystem for efficient entrepreneurial learning
in European Arctic : Case InnoBarentsLab and Creative Steps 2.0. Lumen-lehti, Lapin
ammattikorkeakoulu. https://www.theseus.fi/handle/10024/133872

Other
Conference presentations
Interactive Technology of Education 2017 conference (ITK)/ Hämeenlinna, Finland
Anitra Arkko-Saukkonen: Yhteisöllinen etätyöskentely yli kansainvälisten rajojen tulevaisuuden
taitojen kasvattajana – Case: Creative Steps 2.0

Anitra Arkko-Saukkonen awarded of her research work
Available at https://MyCreativeEdge.eu/news-item/creative- steps-2- 0-anitra- arkko-saukkonenawarded-research- work/
Media Education Conferens (MEC) 2017 /Rovaniemi, Finland
Arkko-Saukkonen Anitra: Cross-Border online collaboration as a learning environment Case:
Creative Steps 2.0 innovation model
Arkko-Saukkonen, A. (2015) Carousel of digital tools
Available at https://padlet.com/aarkko/o06u37hlhuut

MyCreativeEdge.eu Website Publications and Articles
Experiences of the Creative Steps 2.0 workshops
https://MyCreativeEdge.eu/deep-in-thought-item/experiences-creative-steps-2-0-workshops/
Creative Step-by-step guide of Creative Steps 2.0 innovation workshop
https://MyCreativeEdge.eu/deep-in-thought-item/creative-step-step-guide-creative-steps-2-0innovation-workshop/
A Creative Momentum launches Creative Steps 2.0 Guidelines
https://MyCreativeEdge.eu/deep-in-thought-item/creative-momentum-project-presentscreative-steps-2-0-guidelines/

launching-

Online collaboration management in the Creative Steps 2.0 model – Presentation in the Media
Education Conference
https://MyCreativeEdge.eu/deep-in-thought-item/online-collaboration-management-creativesteps-2-0-model-presentation-media-education-conference/
Discover innovation opportunity through Creative Steps 2.0 workshop
https://MyCreativeEdge.eu/deep-in-thought-item/discover-innovation-opportunity-creativesteps-2-0-workshop/
Take small steps and achieve great result in Creative Steps 2.0 workshop
https://MyCreativeEdge.eu/deep-in-thought-item/take-small-steps-achieve-great-result-creativesteps-2-0-workshop/
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West of Ireland creatives – apply now for Creative Steps 2.0
https://MyCreativeEdge.eu/news-item/west-ireland-creatives-apply-now-creative-steps-2-0/
Experiences of the Creative Steps 2.0 workshops
https://mycreativeedge.eu/deep-in-thought-item/experiences-creative-steps-2-0-workshops/
Creative Steps – a success in Sweden
https://MyCreativeEdge.eu/news-item/creative-steps-success-sweden/
Creative Steps 2.0 was a success!
https://MyCreativeEdge.eu/news-item/creative-steps-2-0-success/
The next round of Creative Steps 2.0 will take place in Sweden on 22-24 May
https://MyCreativeEdge.eu/news-item/next-round-creative-steps-will-take-place-sweden-22-24-may2/
Creative Step-by-Step guide of Creative Steps 2.0 innovation workshop
https://MyCreativeEdge.eu/deep-in-thought-item/creative-step-step-guide-creative-steps-2-0innovation-workshop/
Creative Steps 2.0: Call for Creative Enterprises to Join
https://MyCreativeEdge.eu/news-item/creative-steps-2-0-call-to-join/
Creative Steps 2.0: call for Finnish companies to join
https://MyCreativeEdge.eu/news-item/creative-steps-2-0-call-finnish-companies-join/
Creative Steps 2.0 – West of Ireland
https://MyCreativeEdge.eu/applications/video-pitching-toolkit-video-production-companypoolpanel__trashed-2/
Creative Steps 2.0 is about to kick off (in Mid-Sweden)
https://MyCreativeEdge.eu/news-item/creative-steps-2-0-kick-off/
Creative Steps 2.0 is coming to Northern Ireland
https://MyCreativeEdge.eu/news-item/creative-steps-2-0-coming-northern-ireland/
Terms and Conditions – Creative Steps 2.0 – West of Ireland
https://MyCreativeEdge.eu/site-pages/application-form-terms-conditions/terms-conditions-galwayfilm-fleadh-july-2017/
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Take small steps and achieve great result in Creative Steps 2.0 workshop
https://MyCreativeEdge.eu/deep-in-thought-item/take-small-steps-achieve-great-result-creativesteps-2-0-workshop/
Co-develop an idea with Creative Steps 2.0
https://MyCreativeEdge.eu/news-item/co-develop-idea-creative-steps-2-0/
Northern Ireland Creative Steps 2.0 companies
https://MyCreativeEdge.eu/news-item/northern-ireland-creative-steps-2-0-companies/
Creative Steps and new product design: Taking a step back to move forward
https://MyCreativeEdge.eu /deep-in-thought-item/creative-steps-new-product-design-taking-stepback-move-forward/
Creative Steps 2.0 – Anitra Arkko-Saukkonen awarded of her research work
https://MyCreativeEdge.eu/news-item/creative-steps-2-0-anitra-arkko-saukkonen-awarded-researchwork/
Creative Steps 2.0 Northern Ireland
https://MyCreativeEdge.eu/news-item/creative-steps-2-0-northern-ireland/

Educational material
A variety of training and educational material was developed in order to enhance the effective and
efficient CS 2.0 workshop process and to help the participants to easily understand the main concepts.
The target groups are entrepreneurs, companies and creative teams. The material is also useful for
coaches and they can apply it during the workshop.
Education material publication: Methodology of the Creative Steps 2.0
Arkko-Saukkonen, A., Krastina, A. (2018) Creative Step-by-Step Guide. Creative Steps 2.0.
Innovation Workshop. Lapland University of Applied Sciences publication. Serie C. Study Material
1/2018.Rovaniemi. http://urn.fi/URN:ISBN:978-952-316-212-9
Main publication of the Model – the guidelines of the workshop also served as the main published
educational material.
Arkko-Saukkonen, A. & Krastina, A. (2016) Creative Steps 2.0. Step-by-step guidelines to business
idea. Lapland University of Applied Sciences publication. Serie C. Study Material 5/2016.
http://urn.fi/URN:ISBN:978-952-316-154-2

46

Video educational material
Introduction video about Creative Steps 2.0. https://youtu.be/i-BL- IRWZFc. This video gives a general
introduction to participants about the workshop. It helps viewers to gain insights about the aim of,
and the process of, the workshop.
Creative Steps 2.0: Innovation with 10 Steps https://vimeo.com/253600058. This video explains the
entire process of the workshop with detailed descriptions of tasks and expected outcomes at each of
the steps.
Innovation Step by Step: Sources of innovation to cure customer’s pain https://vimeo.com/246262368.
This video explains the main innovation concepts and how they are applied in the workshop. The main
idea is to explain how the added value for the product or service is created, what are the sources of
innovation and how “customer´s pain” can be the main source of innovation.
Experiences of Creative Steps 2.0 https://youtu.be/DQWAAZDtwds. This video sums up the
development of the CS 2.0 Model throughout the project and the experience of an entrepreneur
involved during the workshop activities, about the gains and results.
Jump into innovation and creativity - Creative Steps 2.0
https://www.youtube.com/watch?v=UEpPicscApA. This is an interactive animation video that helps a
newcomer to understand what the CS 2.0 workshop is and why it is useful for companies and
businesses.
Other educational material
Creative Steps 2.0 training material on Eliademy platform for the implementation of first CS 2.0 pilot
version in Finland: https://eliademy.com/catalog/creative-steps-2-0-workshop.html
Infographic development – to help visualise the ideas and processes
Presentation material to coach partners about CS 2.0. This material contains all the most important
points reflecting CS 2.0 – what it is, what are the benefits for companies and main
steps https://padlet.com/aarkko/4037y6ho640f
Creative Steps 2.0 participants in Finland presentation https://padlet.com/aarkko/uj1j10l00o0s
Padlet platforms with education and communication material: example of one creative team workshop
padlet https://padlet.com/aarkko/cyot9krsoh21
Online collaboration tools training material: https://coggle.it/diagram/VyiCb42NPxgdkviY/t/online-tools
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