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Ceé) Our Team

As part of the For Youth, By Youth Center for
Entrepreneurship and Economic Opportunities, SparkBiz
was designed by young people, for young people. echo

dedicates programming and fosters partnerships that
empower teens with the skills and tools needed to navigate
the rapidly changing workforce and educational landscapes.
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Overview

Entrepreneurial education, exposure, and experience.
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Participants

The SparkBiz Summer Camp accommodated 84 middle school
students and 27 high school students across a span of 6 weeks.
Middle school attendees engaged for 1 week, whereas high school
students engaged in a more extensive 3-week program.

High school students

Senior Freshman
13.6% 18.2%

Junior
22.7%

Sophmore
45.5%

Race/Ethnicities

Multi-Racial
Asian 4%
6.7%

White
6.7%

Hispanic or Latino
21.3%

African American

Middle school students

8th grader
23.1%

6th Grader
30.8%

7th grader
46.2%

Qualify for Free/Reduced Lunch

Unsure
17.9%

Qualified
46.4%

Not Qualified
35.7%



Student Ventures Pitched
“Eco Safe Earth” B2C Greentech App/Website for

waste management.

“Art Never Dies” 501c3 Art Accessibility Program.
Technology Team B2G After-school tech clubs.
“Uplift Community Center” 501c3 providing advocacy

to low income communities through social justice.

“EPS Sports Initiative” B2B to advocate and educate
issues within the Sports industry such as injuries,
discrimination, etc.

“Tech User Guide” B2C focused on repair management
on technology with affordable prices.

“Environmental Rescue Mission” centered in

developing a movable and affordable trash bin.

“Code Counseling” B2G extracurricular program for
children interested in technology.

“Family Farms” 501C3 focused on tackling food
insecurity through affordable and healthy produce.
“Music Mania” Startup focused on addressing fans' needs
by sending their survey feedback directly to artists to
inspire change through a website.

“Sphere” Startup for high school students where they can
publish their academic work, connect with like- minded
peers.

“Business Boost” is centered on teen entrepreneurship
focusing in providing mentorship through workshops and
events.

“Pop Connect” Startup centered around art specifically
helping young artists share and sell their art through a
website.

“Gear Generosity” B2C focused in providing affordable
sports equipment and employment opportunities for low
income communities.

Ventures




Outcomes

In the final Camp Survey, students had the opportunity to share their reviews,
feedback, and reflections regarding their overall experience at the camp.

Overall Satisfaction
High School Middle School
Okay
Amazing Good 8%
25% 25% Amazing

28% Good

16%

Great
50% Great

48%

Future Entrepreneurial Engagement

High School Middle School
Not Sure Not Sure
Likely 5% 7.1%
20%

Likely

Somewhat Likely
39.3%

21.4%

Very Likely
40%

Somewhat Likely
30%

Very Likely
28.6%



Impact

On the final day of camp, students were requested to evaluate their confidence
regarding a wide range of skills, behaviors, and personal attributes that help
individuals effectively navigate their surroundings, connect with others, perform
successfully, and reach their goals.

Adaptability

Critical Thinking



By Youth

We will invent better ways to help each other than the last generation by
standing up for fair treatment in our culture and by being innovative with
technology.

We will change the world by utilizing technology to create a better way of
life through social media, climate change, empathy, understanding, and
education. We could use the latest and improved social media apps to find
ways to publish our hard and dedicated work rather than just scrolling and
looking at other videos.

My generation will change the world by most teenagers and young adults
becoming entrepreneurs so they aren’t dependent on corporate jobs and
have more independence.

I think that we can do anything that we want to and that we all have a
chance to find what we want to do for the future. We will change the world
starting one bit at a time.

As a 12-year-old girl, | think my generation will change the world because we
are more aware of important issues like climate change and women's rights
due to access to information. We will use technology to connect with
people from all over the world and work together to find solutions to these
problems.

Generation Z (my generation) is a very liberated generation. | believe we are
capable of dismantling social constructs and systemic issues. We are
already out there protesting against genocide and gun violence. We are
transforming the world from what it is into what it will be.



For'Youth

https://www.echo-nc.org

@echostartup

112 Broadway St.
Durham, NC 27701




