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Fundraising Events and Activities

Events can be a great way to have fun and raise money at the same time. For example, you can throw a
party, hold a benefit concert, or host a bowling night. The proceeds from the event can then be used to
fund yourVenture. Keep in mind, though, that events can be a lot of work and don’t always bring in money.
There are many different types of events and fundraisers. Below are some ideas to get you started as you

decide what’s best for your team.

Concert: Ask a local choir or band to
perform a benefit concert for your Venture.
Check with local music venues or concert
halls to see if they will host the event for free.
You may also want to look into holding your
benefit concert at a free/inexpensive location
such as a coffee shop, mall, library, or church.

Collect Pennies: Have your friends or
classmates compete to collect the most
pennies. Divide into teams and the team that
gets the most pennies wins. A competition
like this is low stress and fun!

Sell Food:  Sell snacks at school or community
events (make sure you get permission first).
Choose inexpensive items and buy in bulk
whenever possible.

screen a Movie: Show a movie that is
somehow related to your Venture’s
mission. You could host the event at
a home, school, community center, or
movie theater. Ask each person for a
donation at the door. You can also sell
snacks during the movie to make extra
money.

Yard Sale: Have a garagefyard sale. Ask your
neighbors or classmates to donate items for
your sale. Advertise the yard sale around your
community with signs and ads in newspapers.
Consider selling any leftover items on eBay or
donating them to a charity.

Car Wash: Ask a local business or your
school to donate access to their water, hoses,
and parking lot. Gather up buckets, sponges,
towels, and soap. If you set a price, also
mention that you are taking donations for a
good cause.

Raffle. Get someone in your community
to donate a service or item, such as a free
computer, a gift certificate, or a weekend in a
nice hotel. Sell raffle tickets for the prize and
select a winner. Note: Before holding a raffle,
make sure you research the legal guidelines
regarding raffles in your state.

Non-EVent: A phantom event is when you ask
people not to come to an event but to donate
the money that they would have spent on the
event. Be creative with this! For example,
you could throw a Not-A-Bake-Sale and ask
volunteers to donate the $5-$10 they would
have spent had they baked cookies.
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What Youth Venture Will and Will Not Fund

Seed funds are one of many ways Youth Uenture supporis Uenturers.

Youth Venture provides start-up grants of up to $1,000 to Venture Teams. The purpose of this funding is to
help Ventures operate until they can start generating their own revenue. Seed funding should be used to
fund items that are essential to the success of the Venture.

Organizations and businesses that exist to serve
the community.

For-profit businesses with no community benefit.

Initial costs, such as supplies, equipment, trainings,
transportation, the cost of the first fundraiser, and
space for teams for one year.

Money that goes into Venturers’ pockets. Youth
Venture will not pay for salaries.

Equipment that is necessary for the success of the
Venture and that will permanently belong to the
Venture. If the equipment becomes outdated, it
should be sold as a fundraiser or donated to an
organization.

Equipment that is unnecessary for the success
of the Venture or will later become the personal
property of aVenturer.

A conference or training necessary to the success
of the Venture.

A conference or training with an unclear relationship
to the Venture.

Transportation necessary to the success of the
Venture. (Don’t forget to ask for in-kind donations
of transportation before spending grant money).

Transportation unnecessary to the Venture, or that
could be provided through some less expensive
means.

Youth venture U.S. will fund organizations started
and run by young people in the United States
addressing international issues.

Youth Venture US. will not fund organizations
started and run by young people outside the United
States.
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Leveraging Funds: The B-3 Skate Park Solution

Like many Ventures, B3 Skatepark started with $1,000 in start-up funding from Youth Veniure.

Instead of putting this funding toward buying a piece of equipment for the skatepark, B3 Skatepark leveraged
their funding, which means they invested the money they had in order to earn additional funding. B3 chose
to invest their grant in a large fundraising campaign. The team sent a mass mailing requesting donations to
every member of their community: The result was an enormous show of community support.

Jesse, Chris, and Kris know that persistence goes a long way:

Their Youth Venture Team, B3 Skatepark, spent the past seven years raising $26 1,000 to build a skatepark for
youth in Tonasket, Washington. When B3 Skatepark opens in 2007, it will be one of the most competitive
skate parks in Eastern Washington, and will feature a BMX track as well as baseball, football, and soccer
fields.

There are many ways to leverage funding.
Below are several fundraising strategies that B3 Skatepark used to invest their start-up grant that you can
try, too!

¢ Print T-shirts and sweatshirts with your Venture’s logo. Sell them at a reasonable price. This
raises money and advertises your Venture.

¢ Create and sell a calendar. Hold a contest and choose the best twelve pictures submitted.
Remember to put your Venture’s logo in a visible place each month.

¢ Request in-kind donations. Cannon Tire and Auto donated a 1979 Chevy Big Foot to B3
Skatepark, which they used to raise $8,300 in a raffle.

*  Apply for grants. In addition to Youth Venture funding, B3 has received support from
the Tony Hawk Foundation, the Hirst Foundation, and the North Central Washington
Community Foundation.

¢ Don’t take NO for an answer! Jesse and his friends did not give up when they didn’t
receive support on the first try. If someone tells you no, think about why and try a different
approach next time.
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AN AlIY is a non-controlling adult mentor who assists Venture Teams when they need help. Each team is
required to have at least one Ally, so it is important to choose someone who will help support the needs
of your Venture Team without taking over. Below are some suggestions to help your team find an Ally:

The role of an Ally is o:

Offer suggestions if you get stuck.
Provide guidance when your team makes
decisions.

Supply resources to better connect your
Venture to your community.

Provide expertise in unfamiliar areas.
Encourage you throughout your Venture.

Ally could be:

A teacher.

A family member.

A coach.

A community member with expertise in
your Venture’s field.

Any trustworthy adult interested in working
with you.

Points fo consider when choosing an Ally:
« Expertise/strengths: Does he/she have

experience or knowledge in the type of
work you will be doing?

Connections to the community: Wil he/
she be able to introduce you to other community
members?

Schedule: Does he/she have the time to
help? People may want to work with your
Venture, but may not be available for this
type of commitment because of a busy
schedule.

Control: Will he/she “take over” your
Venture! Your Ally’s role is to support
the Venture, not to lead it.

More YU Tip Sheets

Check out these
additional YV Tip Sheets:

e What is an Ally?
¢ Ally Agreement
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The Ally AOreement is a tool designed to help both the Venture Team and the Ally communicate and define
their roles. Both Venture Teams and Allies should adapt the role of the Ally to fit their needs. Keep the
following points in mind as you complete the Ally Agreement:

« Allies are not responsible for doing the work of any team member. Allies should not be in
charge of planning activities, leading team meetings, managing the team’s money, or making
decisions for the Venture.

« Allies are responsible for introducing teams to relevant community businesses and
organizations, providing advice when teams make decisions for their Venture, or
offering encouragement throughout the Venture.

*  The Ally Agreement gives both you and your Ally the opportunity to include stipulations,
which can incorporate either specific needs or limitations. For example, the Venture Team
may express the need for an Ally who will help them manage their finances, while the Ally
might say that he or she is only able to attend two out of fourVenture meetings a month.

«  After these stipulations have been discussed and agreed upon, both you and your Ally can
officially commit to the agreement and to each other by signing the Ally Agreement.

*  Both the Venture Team and the Ally should keep a copy of the Ally Agreement.

0. How do | ask A This can be a little scary, especially if you don’t know your potential Ally very
someone to e my Ally? | well. Explain to him/her what your Venture is doing, why you care about it, and
how you think that he/she can help. Even if he/she isn’t able to help yourVen-
ture as an Ally, he/she may be able to recommend someone who can. He/She
may also be able to help yourVenture is other ways, such as donating funds or
volunteering for a one-time event. The only way to know is to ask!

0. Can a parent of a fi. Of course! Parents often make wonderful Allies because they already know
Uenturer be an ally? so much about you and your friends. Just make sure that they understand that
aVenture is youthded and won't be tempted to take over members’ responsi-
bilities. Filling out an Ally agreement can help make sure that everyone under-
stands and follows their roles. A sample Ally Agreement can be found on the

\ next page. y

continued on next page...
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A is a time to celebrate the work your team has done during the planning stage and begin
to transition into the action stage. A Selection Panel is also a time for Youth Venture to see if your plan
meets the Youth Venture Selection Criteria and to determine the amount of seed funding needed to launch
the Venture.

After completing your Action Plan, you will be asked to give a ten-minute presentation about the potential
Venture before a Selection Panel. A Selection Panel is a group of youth and adult community members who
listen to team presentations, ask questions, and see if the team’s plans meet the Youth Venture Selection
Criteria. Panels help ensure teams have a strong plan and are ready to move to the next step of launching
as a Youth Venture Team. For more details on the Youth Venture Selection Criteria, see the tool sheet titled

“ ”»

Each potential Venture Team presents their
Venture idea for approximately ten minutes, followed
by approximately ten minutes of questions and answers
with the Selection Panel. After the presentations are
completed and the potential Teams have left, the Panel
discusses whether the team is ready to launch. Teams
should receive a response from YV within two days. Once
teams are launched, they receive seed funding and become
part of the global Youth Venture movement.

Teams should direct their presentations to the Selection Panel; however, other people such as
other teams, Allies, a facilitator, community members, parents, representatives from Youth Venture, or the
local media may also be present. Teams are encouraged to invite their parents or other supporters to the
Selection Panel presentation.

In the process of being accepted as an official Youth Venture Team, a team may meet all the
Youth Venture Selection Criteria and may be accepted as ready to launch, or a team may be accepted
with certain conditions that the Selection Panel feels they need
to address before launching. When the Team meets these
conditions they will officially launch their Venture. Teams should
receive their grant check within two weeks of officially launching
their Venture. Check out these

additional YV Tip Sheets:

preamit. Boll. ©Yourh Venture, 2007. All rights reserved. www.youthuenture.org
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This is the chart that the Panelists will use at your Selection Panel to help the group move toward the next step of launching as a Youth Venture
Team. Refer to the chart before going to Panel, and ensure that all of your Venture’s criteria on the left fall under the “Strong” category on the

right.

Criteria

Makes a
Difference in
the Community

Youth Created,
Led and
Managed

Designed to
be a Lasting/
Ongoing
Organization
Involves a
Strong Team

Clear,
Attainable
Goals
Credible Plan
and Budget

Energy and
Skills to
Succeed
Involves an Ally

Ethical
Standards

Inadequate

Venture has little or no impact
on the community, other than on
the Venturers themselves.

Appears adult led.

Youth play supporting roles
and do not have substantial
responsibility.

Venture is structured as a one-
time project, and is not likely to
continue.

Venture is not structured as a
team.

Venture has no clear goals.

Venture has no plans for future
sustenance and no budget.

Youth show limited energy and
commitment and are missing
skills needed to succeed.
Venture has no Ally.

Youth show tendencies to engage
in unethical behavior.

Barely Adequate

Venture will impact a small number of people
beyond the Venturers.

Youth lead most aspects of the Venture.
Adults are engaged in some aspects.

Venture has the potential to become
ongoing, but plans are vague. The Venture is
not structured for the future.

Venture involves no other youth other than
the core Venture Team.

Venture may have some vague goals, but has
little or no explanation of how they will be
reached.

Venture has an outline of a plan and a vague
budget, or a budget that does not match the
activity plan.

Youth show some energy and commitment,
and have some abilities needed to succeed.

Venture has an Ally, but the Ally’s strength or
commitment is unknown.

Youth understand right from wrong, and
guide their actions ethically.

preamit. Do it. o©vourn Venture, 2007. All rights reserved.

Good

Venture will be a resource and source
of pride for many in the community.

Youth lead almost all aspects of the
Venture. Adults are involved minimally.

Venture has good potential, a good
plan, and is structured to handle future
Venturer turnover.

Venture has a strong core leadership
team, and has a plan for broader youth
involvement in the Venture.

Venture has clear short-term goals, but
has not developed longer-term goals.

Venture has a clear and credible plan
and budget, though revisions or more
detail are needed, and/or the grant
request is somewhat ill-justified.
Most youth have high energy, a high
level of commitment, and most of the
abilities needed to succeed.

Venture has an Ally who has
demonstrated generally good support
to the Venture team.

Youth demonstrate pride in their
strong morals and integrity.

Strong

Venture potentially will make major
positive impacts in building the
community and demonstrating nationally
that youth are resources.

Young people lead all aspects of the
Venture — the creating, planning and
execution.

Venture has clear plans to become
ongoing, including transition plans &
structured roles of responsibility for
future Venturers.

Venture has a strong core leadership
team, and has a strong team of additional
youth in place to implement the activities
of the Venture.

Venture has clear goals for short term
and clear and viable long-term goals.

Venture has a clear, focused plan and
budget outlining how the Venture will
meet its goals, and the grant request is
justified.

Youth demonstrate high energy levels,
commitment, and the abilities to make the
Venture succeed.

Venture has a strong, clearly committed
Ally who supports effectively, leaving
youth in charge.

Youth are role models in their community
for ethical behavior:

Www.youthuenture.org
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An Action Plan is a resource to plan
and launch a successful Venture and the gateway to
becoming a part of the global network of young
people creating and leading positive social change.
The Action Plan is structured to help you think
through your community-benefiting idea and form
itinto a successfulVenture (an ongoing organization
that positively impacts the community).

An Ally is an individual who enjoys working
directly with young people and who respectfully
helps and supports Venturers — without taking over.
Allies help teams think through their Venture idea
and provide advice and support throughout the
Venture, while always leaving the youth in charge.
Allies are generally adults, although some teams
choose youth Allies.

An Ambassador is a current or
former Venturer who promotes Youth Venture
in his or her school and/or broader community.
Ambassadors also advise young people in their
region on how to start their own Ventures and
assist existing Venture Teams. Because the Youth
Venture movement is spread most effectively from
one youth to another, the role of Ambassadors is
very important.

A Champion is an individual responsible
for directly supporting the YV movement within
a school, partner organization, or community.
A Champion recruits Venturers, helps answer
questions about Action Plans, runs Selection
Panels, and generally supports Youth Venturers. A
Champion is usually a staff member or volunteer
of a Youth Venture partner organization.

Anyone who sees a problem in
his/her world and takes initiative to solve that
problem.

pream it. Do it. o©Yourh Venture, 2007. All rights reserved.

Community can be thought ofina very
local sense, such as a school or a neighborhood,
or it can be thought of in a very broad sense,
such as all of society or the world. Youth Venture
defines community how ever youth define it for
themselves.

In the process of being accepted as
an official Youth Venture Team, a team may meet
all the Youth Venture Selection Criteria and may
be accepted as ready to launch, or a team may be
accepted with certain conditions that the Selection
Panel feels they need to address before launching.
When the Team meets these conditions they will
officially launch theirVenture.

The “Dream it. Do it” is a
workshop used to inform youth of the Youth
Venture opportunity. During the activity, young
people are asked to identify problems in their
community and brainstorm possible remedies to
the problems.

One who organizes, manages, and
assumes the risks of a business or enterprise.

Funding that supports a new concept
or project in the early stages of its development.
Youth Venture provides seed funding to Youth
Venture Teams to launch their Venture idea.

After completing an Action
Plan, Venturers are asked to give a ten-minute
presentation before a Selection Panel. A Selection
Panel is a group of youth and adult community
members who listen to team presentations, ask
questions, and see if the team’s plans meet the
Youth Venture Selection Criteria.

Www.youthventure.org
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Selection Panels help ensure teams have strong
plans and are ready to move to the next step of
launching as a Youth Venture Team. Selection Panels
also help determine the amount of seed funding
needed to launch the Venture.

Social entrepreneurs are
individuals with innovative solutions to society’s
most pressing social problems. They are ambitious
and persistent, tackling major social issues and
offering new ideas for wide-scale change. Rather
than leaving societal needs to the government or
business sectors, social entrepreneurs find what is
not working and solve the problem by changing
the system, spreading the solution, and persuading
entire societies to take new leaps.

Technical Allies are youth and
adults who share their experience and expertise
with Venturers.

One hour
conference calls, held twice per month, during
which an adult with significant knowledge in a
subject area and an experienced Venturer each
present on a given topic and take questions.

A Venture is a sustainable club,
organization, or business created and launched
by a young person to make a difference in his/her
community.

A Youth Council is a committee
of current and former Venturers who advise and
bring youth voice to Youth Venture and engage
other youth in the YV movement.

pream it. Do it. © Youth Venture, 2007. All rights reserved.

A Venturer is a young person
between the ages of 12 and 20 who sees a problem
affecting his/her community, has an idea how to
change the problem and create a positive solution,
and organizes a team of young people to work to
improve their community.

Youth Venture invests in the ideas
and capacity of youth ages 12-20 to build a global
movement of young changemakers. Youth Venture’s
vision is a world of everyone a changemaker through
a global culture of young people initiating positive,
lasting change. Youth Venture’s mission is to build a
global movement of young people being powerful
now, changemakers now. This is the foundation for
an everyone a changemaker world, the key factor
for success for every society, organization, and
person.

* from Merriam-Webster online:
** from

Www.youthventure.org
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